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To the Circle of l(nights:

l, your humble seruant, send you greetings, This missive is sent without the
knowledge of my commandant and in violation of his orders, I take this action in full
knowledge of the consequences it may bring upon me and through the conviction that
in doing so, I fulfill my oath.

The commandant has been acting strange of late as if afflicted by some dark spell.
I know that inforrnation of evil portends has not been forwardcd to your august body
as required by our charter, Many of our most faithful followers havc died suddenly
and mysteriously within this last fortnight. The commandant has been too ready with
replacements for tlrern, replacements which have an unclear fccl.

I ask that you send a knight of pure character and high staturc to investigate my
conduct and this report. As further evidence, I provide, in its entircty, a letter found on
the body of one Ha[ Horbin, a ranger of the highest charactcr:

"Dear lshrn:

Far from annoyinq me, I find the greatest

plcasurc in rcspondinq to your inquiry, dcar broth-
er, lt has bccn somc time sil'rcc I have tumcd rny
rnind to the scholarly historics in which I former-

ly deliehted. Your qucstions rcgarding the rela-

tionship bctween the War of thc Lance and these

outposts provides a wclcomc diversion from my
normal dutics, But first, a bit of background...

Ansalon is a small contincnt stretchinq frorn

the arctic to the cquatorial clirnates in the south-

ern hcmisphere of the World of Krynn, lt was

across the face of this troubled land that the War
of the Lance raged in years past and brouqht our
compdny to its present unhappy fate.

ln thc 34tlth year after the Cataclysm, the

cvil forces of Takhisis, the Queen of Darkness,

launchcd thc trcacherous war slre had long

preparcd in sccrct. Striking first north, east, and

then south, thc arrnies of evil dragons, fell draco-

nians, antl all manncr of other evil beinqs quickly

overran thc unprcparcd and thc unsuspectinq.

Thc qood draqons, historical cnemies of the

evil dr.rilons, could not ally lhemsclves with the

forccs of r1ood. As part of thc Dark Quccrri plan,

thcir c11qs wcrc lakcn as hoslrQc whilc thc great

beasts slt'pt. Thc qootl tlr.rqons' "ncutrality" was

the pricc tht'y p.ritl lo kccp thcir cr1r1s from harm,

While the qood forccs' allcrnpts to ally
against thc common thrcal wcrc hampcrcd by
trcachery and old fcuds, tlrt- cvil arnrics madc
qood usc of their timc. Quickly consolidatinq

thcir hold on the ncwly conqut'rcd lands, they
struck west and even furthcr south in the winter
of J51 A,C.

It was in this year that a qroup of compan-

ions rnet at the hrn of thc Ldst l-lomc in Solace.

Thc cxploits of the cornpanions arc now wcll
known - How they gaincd thc disks of
Mishakal and returned thern with lhc first true

clcric to walk the lands since the Cataclysm.

How thcir discovery that the draconians were the

result of the conuption of the qood draQon eggs

freed the good draqons from their pledge and

brought thern into the war on the side of good.

How they helped Berem to return to thc tcrnplc

outsidc of Ncraka and with his death closc lhc
portal that qave Takhisis an entry inkr l(ryrrrr.

It was at this time that nrany courrlt'rl llrt'

wdr over, With thcir quccn locl<ctl orrl ol lll,,
world, the DraqonArntics losl llrr'rr ,., n,,, ,'l

direction. Many ulrlctl lltr'rpo,l ,uttttr', lu rllttttt
honrc and dis[r,rrrrl, s()nr{''"r/('rr' lrtolt lp r'11qr111r11 111

do so.

ljrrl cvil rr'l,rrrrIrl,r,,lrililt' r'ill','rr rrrtttlt ol lltc
larrtl, I lrt'rttnrIlrrrrr Irlr r . \\.r l.prIr'11, In1 11tg

rlortrl u1rlt wl'rr' lrrl tr lttttrr rl ,rrrrl llrl r'xploits of
lltr'ttrttr|l,rtrtiltr, lr,r(l r,l\ | rr , r 1l y, 1 ,r ttew fonn,

Raistlin Maiere, a companion with his

brother Caramon, was cauqht up in thc web of
power that blazed through thc land. While work-

inq aqainst the Dark Queen's plans, his own
qrew ever more ambitious, By the time She was

driven out of the land, his own robes, once a

neutral red, bccame as black as his hcart.

Through long and macabrc studies, hc

became convinced that he himsclf could become

a god. Not just a god, thc most powcrful of all

gods. Through his plots and nrachinations,

another foul time swepi over Ansalon, lhis one

threatening even more defilement than that

caused by the DragonArmies, lt was only when

Raistlin realized that if he persistcd, hc would be

left to rule a dead world, that he rclcntcd,

Caught up in this power strugqlc, cvil forces

struck aqain. l(itiara, half-sister to ll..ristlin and the

hero Caramon, organized an attack, Dr.rrlons,

draconians, men, and other cvil crcaturcs

bypassed the High Clerist's Towcr and fcll on

Palanthas, The city would have stood aqainst

even tlrese forces had it not been for thc aid given

by Lord Soth and his Dcath l(niqhts.

None could stand before thcm as they swept

through the city strects. ln the vcry tower where

Raistlin did battle with the Dark Qucen, l(itiara
fell. lt is said that Lord Soth took her unwillinq
and undcad body off to a fate far worsc than a

clean death. Whatever the reason, thc Death

l(nights withdrew and good overthrew the

invaders,

With this clear lesson beforc thcnr, all

realizcd the evil thrcat could return at any time.

With new resolve, thc alliance stood to arms

again. Led by thc Solarnnic l(nighls, thc good

forces smashed through the remaininq Draqon-

Annies, ln a long and bittcr carnpaiqn, lhe east-

ern lands werc frccd. Thc City of Sanction fell to

a bloody sicgc. Evil was rcuted and its followers

driven deep into hidinrl,

5o as not to bc caught unpreparcd again, the

knights establishcd outposts, like this one,

throughout the Eastcrn Lands, With that, thc

armies withdrew and, savc for thc kniqhts, wcrc

largely disbanded. All depcnd otr our outposts.

We are to be vigilant, to stamp out evil wherc wc
find it and, if dark plots threatcn, to qivc advancc

warning to eood folk evetywhcrc.

For all of the confidence rnany felt when

Sanction fell, things are not as they could be.

Many of the good dragon eqqs remain lost. Lord

Soth stays sccure and apparently untouchable in

his fortress (although hc provided no aid to thc

DraqonArmics in this last conflict). The knights,

on whom so rnuclr depends, are strctched too

thin. lndccd, it is all the knights can do to provide

the outposts with lcadership. The work of
patrollinq, and thc likc, falls alrnost entirely on

ordinary folk, such as oursclves.

And if thc othcr outposts arc like this one,

thinqs may bc rnuch worsc than thcy appcar.

Stranqe cvcnts havc occuncd, Wc ltcar runrors.

Rumors of scttlcr c.lravnns killcd or cnslavctl.

Of a stranqe forcc that opors {lirvcs and robs the

dead. Of cvil dragons sccn flyinrl lo lhc cast.

Of entire cities capturcd antl sccrclly cnslavcd.

Our commandant scntls oul paltols and tlrcy

report nothinq, At lcast tltosr'who tctutn ltavc

nothing to report. But of latc, nol all scrrt out ltavc

been cominq back. I know thc conrnantlant has

been urgcd to report all this, but ht'has rcluscd to

do so,

The fact is that our conrmandattt ltas not

been himsclf latcly. Flc looks thc santc anti talks

the samc, but his actions - his ft'cl - arc quite

different, I fcar sonrc drcadful l.rlc awaits us all.

A fate we should bc ablc to scc bul whiclr a dark

veil is hiding,

Ah, I babblc, Wt- arc in tltc wcstcrn-most out-

post bclow thc dcscrlcd Cily of I-hrotl. Of all the

outposts, wc havc thc lcasl to fcar My rcgards to

our mothcr, Tcll hcr I am safc antl likely to rernain

that way,

Your brotho;

Hal"

Rcspcctfully submitted for your consideration;

.,'.'.:
l(niqht of Tcars



The tenitories in the game are those that were overrun by the evilarnties tluring
the War of the Lance or were occupied by evil beings before that war,

Throtl was the capitol city of the Hobgoblins. Neraka was the speciai city of
Takhisis and her temple was located near it. Sanction w.ls .r pre-cataclysmic city
that was the base of operations for the DraqonArmies, l(ernen was tlre capitol
city of the Ogres.

The mountains nearJelek hold Qodslrorne. Wlrile these are now emply ruirrs, il
is rumored that an area sacred to the True Qods exists somewherc in lht'sc
mountains.

The lands are largely empty, save for a few settlers. Tlrc Cily ol S.urt lrorr r' llrr'
only area that has corne close to its pre-war level of scttlt'ntt'rrl,

There are seven races (described
below) from which you may construct
your player characters. Each race has
different talents and timitations,

The Range of Ability Scores by Race
chaft on page 56 lists each player
race's limits on ability scores. There are
charts and tables in the appendix at the
back of the Journal that summarize the
abilities and class limitations for the dif-
ferent races. Non-human characters can
combine character classes and may
also have additional special abilities.

Hill Dwarves are a stubborn and rough
race of sturdy workers and craftsmen.
They are especially resistant to magic
and poison. During combat, dwarves
receive bonuses when attaching
goblins and hobgoblins and are adept
at dodging the attacks of ogres and
giants. Dwarues can be fighters,
thieves, rangers, clerics of Reorx or
mixed classes.

Mountain Dwarves are somewhat
clannish and more refined than their
I-lill Dlvarf cousins. Otherwise they are
nearly identical. Mountain dwarves may
be fighters, thieves, clerics of Reorx, or
mixed classes.

Silvanesti Elves (High Elves) are a tall,
arrogant and long-lived race. They are
nearly immune to sleep and charm
spells and are adept at finding hidden
doors. During combat, elves receive
bonuses when attacking with long or
short swords and bows. They cannot be
raised lrom the dead. Silvanesti elves
can be fighters, mages, clerics, rangers,
thieves and mixed classes.

Qualinesti Elves are slightly stnaller
and friendlier than their Silvanesti
brethren. They have identical abilities

and bonuses. Qualinesti elves can be
fighters, rangers, mages, thieves, clerics
and mixed classes.

Ilalf-Elves are hybrids with many of
the virtues ol both humans and elves.
They are resistant to sleep and charm
spells, and are adept at finding hidden
doors. Half-elves can be fighters,
mages, clerics, thieves, rangers,
knights and rnixed classes.

Kender are a small people character-
ized by an absolute lack of fear and
insatiable curiosity. They are especially
resistant to magic and poison, and
have the special ability to taunt intelli-
gent opponents. When kender success-
fully taunt, an opponent will attack in a
mindless rage, suffering a loss of



combat effectiveness. The preferred
weapon of the kender is the hoopak,
part staff sling part metal shod staflf,
which only they can use. When armed
with a hoopak, a kender will receive
bonuses to hit and is a deadly accurate
shot. Kender can be thieves, fighters,
rangers, clerics or mixed classes.

Ilumans are the most common player-
race in the world of Krynn. They can be
fighters, mages, clerics, thieves,
rangers, and knights but not mixed
classes.

Every character has six randomly
generated ability scores as explained
below. These scores fall within a range
determined by the race and class of the
character (see the Range of Ability
Scores by Race table on page 56). For
humans, that range is from 5 (low) to
l8 (high).

Depending on the character class, one
or more of these abilities will be a
prime requisite. A prime requisite is an
ability especially valuable to a given
class (strength for a fighter, wisdom for
a cleric, etc). Characters receive bonus
experience points when their prime
requisite scores are at or above a cer-
tain number (16 in most instances).

When the scores are generated, non-
human characters may receive modi-
fiers to the basic ability scores to
reflect differences between the races.
Dwarves, for instance, get a +l corrsl i

tution bonus and may have a rrrirxi
mum constitution of l9 instca<l ol llt.
When a character is generatr:<l rvillr llrt'
CREATE NEW CHARACT[][( < otttnt,rn,l,
all racial modifiers arc < itk rrl,rllr I

automatically.

Strength (STK) is the measure of a
character's physical power. Fighters,
rangers. and knights with an l8
strength also have a percentage value
from I to 100. The maximum percent-
age values vary from race to race.
Strength is most important for fighter
type characters (fighters, rangers,
knights). If l6 or higher, fighters
receive a bonus of 100/o additional
experience points. Non-human fighters
may have a lower maximum level il
their strength is less than 18. The
higher a character's strength, the more
he can carry, the more likely he is to

hit in melee combat, and the more
damage he will do when he does hit.
There is a Strength table on page 56.

Intelligence (INT) is the measure of
how well a character can learn. Mages
with an intelligence of l6 or higher
receive a l0 percent experience point
bonus. Non-human mages may have a
lower maximum level if their intelli-
gence is less than 18. Kangers must
have both intelligence and wisdom of
l6 or higher to receive a l0 percent
experience point bonus.

Wisdom (WlS) is the measure of a
character's ability to understand the
ways of the world and to interact with
the world. Clerics get the l0 percent
experience bonus if their wisdont is l6
or higher. Clerics with a wisdom ol l4
or higher receive additional low level
spells. Rangers must have both intelli-
gence and wisdom of l6 or higher to
receive a l0 percent experience point
bonus. There is a Wisdortt Bonus table
for clerics on page 55.

Dexterity (DEX) is the measure ol the
manual dexterity and agility of the char-
acter. Thieves especially benefit from
high dexterity. Thieves receive a l0
percent experience benefit if their dex-
terity is l6 or higher. For every dexterity
point from l5 to 18, a character
receives a corresponding one point
improvement in his armor class. For
every dexterity point from l6 to 18, a
character receives a one point improve-
ment on his ability to hit with missile
weapons. It is highly recommended
that all characters have a high dexterity.
This is considered essential for mages
and thieves. There is a Dexterity effects
table on page 55.

!(lrr{cr



Constitution (CON) is the measure of
the overall health of a character.
Fighters receive one extra hitpoint per
hit die for each point ol constitution
above 14. Non-fighters receive similar
benefits except they receive a maxi-
mum of two extra hitpoints (HP) per
level (no HP benefits for constitutions
above l6). A character's constitution
also determines the maximum amount
of times that character can be raised
from the dead and the percent chance
of a resurrection attempt being suc-
cessful. Every time a character is suc-
cessfully resurrected, he loses I point
of constitution. There is a Constitution
effects table on page 55.

Charisma (CIIA) is the measure of
how others react to a character.
Charisma is sometimes a factor when
the character has an encounter with
NPCs. The higher a character's charis-
ma, the more that character can
persuade others to do what he wants.
The character with the highest charisma
should be the active character when
parlaying.

Each character also has two other
important values that change as the
game goes on: Hitpoints and
Experience Points.

Ilitpoints (HP) represent the amount
of damage a character can take before
he goes unconscious. To calculate a
character's maximum HP, the
computer rolls the character's hit dice
and adds any adjustments for level or

constitution. A character gains a HP
bonus to each hit die if his constitution
is over 14,

When a character takes enough
damage that his HP reach 0, he is
unconscious. If the character's HP drop
to anything from -l to - 9, he will lose I

HP per turn from bleeding until he is
bandaged or dies. A character is dead if
he has '10 HP or less. When you view a
character, his tlP on the screen will
never be displayed as less than 0.

Experience Points (XP) are a measure
of what the character has learned on
his adventures. Characters receive XP
fbr actions such as fighting monsters,
finding treasures and successfully
completing quests. The computer
keeps track of XP and most new char-
acters will begin with enough XP to be
second level. The exceptions are clerics
and knights, who begin at first level.
See the Advancement Tables for each
class' XP requirements.

When characters have enough XP they
can go to a hall and receive the training
required to increase in level, Characters
may only advance one level at a time. ll
a character has gained enough XP to go
up two or more levels since the last
time he has trained, he will go up one
level and lose all XP in excess of one
point below the next level.

Example:

A third level thief enters a trainirytr
hall with 18,500 XP. Ile will leavc as
a fourth level thief with IO,00O XP.

Once characters have reachr:rl tht:ir
maximum levels for this .clarrrt:, thcy
should not train.

1..--il -,,. "r1.,_ .:,' ,r^,.;;r.:':-;;;

A character must belong to at least one
character class. Non-human characters
can have more than one class at the
same time. A non-human character
with multiple classes has more playing
options, but he increases in level more
slowly because his XP is divided evenly
among all his classes.

Characters receive HP, spells and
abilities based on their class, level and
(sometimes) ability scores. Kefer to the
tables at the back of the journal to find
the number and size of hit dice a
character receives and the number of
spells the character can memorize.

Note: Dice is the term used to
describe the range for a randomly
generated number. A d6 die has a
range from I through 6, a dl) has
a range from I through 10,

Clerics have spells bestowed on them
by their deity and can fight wearing
armor and using crushing (no edged or
pointed) weapons. After selecting a
deity, clerics may only choose align-
ments appropriate to their god. Each of
the gods will extend special abilities to
their followers. For more information,
see the Deities section. The prime
requisite for clerics is wisdom. Clerics
start the game at first level.

Fighters can fight with any armor or
weapons, but they cannot cast magic
spells. Fighters can have exceptional
strength and gain additional HP bonuses
if they have a Constitution of l7+. The
prime requisite for fighters is strength.

Kangers can fight with any armor or
weapons. Rangers can have exceptional
strength and gain additional HP bonuses

,,.,1!;LiI l\;/:]ill
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if they have a Constitution of l7+. They
do additional damage in combat when
fighting giant-class creatures. Rangers
must be ol good alignment and have
ability scores of at least l3 in strength
and intelligence and at least l4 in
wisdom and constitution. The prime
requisites for rangers are strength,
intelligence, and wisdom.

Solamnic Knights are the pride of
chivalric honor in the world of Krynn.
The knights are divided into three
orders: the Knights of the Crown, the
Knights of the Sword, and the presti-
gious lfnrghts of the Rose, All are
renowned for their bravery and skill at
arms. Knights begin the game with
plate mail, long sword, and a shield but
very little money.

Knights must take a vow of poverty and
so they tithe a large part of their
monies and treasures back to the
orders. Knights of the Crown will tithe
100/o to their order whenever they enter
an outpost. Knights of the Sword and
Rose will give up everything except 20
steel pieces when they tithe. When
Knights of the Sword or the Rose
become 6th level, they gain the ability
to cast some clerical spells. If a knight
of either of the first two orders (Crown
or Sword) is of sulficient level, and has
high enough ability scores, he may
petition the next higher order for
admission. Prime requisites for knights
are strength and wisdom.

NOTE: Knights receive XP bonuses
for doing knightly deeds and not for
having prime requisites. They begin
the game as first level characters.

To petition to join the Knights of the
Sword a knight must have the following
minimum ability scores: STR 12, INT 9,
WIS 15, DEX 9, CON IO.

To petition to join the Knights of the
Rose a knight must have the following
minimum ability scores: STR 15, INT
IO, WIS I5, DEX I2, CON I5.

Mages have powerful spells, but can
use no armor and few weapons. They
can only memorize those spells avail-
able in their magical grimoires
(personal spell books) or use scrolls. In
the world of Krynn, the power of mages
is moderated by the three moons.
Mages are divided into three orders
based on alignment. Each alignment
has its own order, strengths, abilities
and moon. The mage's power fluctu-
ates with the cycles of the moon that
influences his order. For more informa-
tion on the orders and moons see the
Magic section (page l5). The prime req-
uisite for mages is intelligence.

Thieves can fight with swords and
slings and wear leather armor. ln
combat they do additional damage
'back stabbing'. Back stabbing is
described in the Combat section.
Thieves also have special skills for
picking pockets, opening locks,
removing traps, moving silently, hiding
in shadows, and climbing walls. The
prime requisite for thieves is dexterity.

Multi-class are non-human characters
who belong to two or more classes at
the same time. The character's exp<rli-
ence points are divided among ea<:lr ol
the classes, even after the charac:tr:r
can no longer advance in one or rnolt:
of those classes. The charactcr's ll[' per
level are averaged among thc r:lasses.
The multi-class character gains all the
benefits of all classes with regard to
weapons and equipment.

AXiqr;, r.leill
Alignment is the philosophy a character
lives by. A character's alignment can
aflect how NPCs and some magic items
in the game react to the character. The
lollowing alignments are available to
Player Characters.

Lawful Good characters believe in the
rule of law for the good of all.

LawfuI Neutral characters believe the
rule of law is more important than any
objective good or evil outcome.

Neutral Good characters believe that
the triumph of good is more important
than the rule of either law or chaos.

True Neutral characters believe that
there must be a balance between good
and evil, and law and chaos.

Chaotic Good characters believe in
creating good outcomes unfettered by
the rule of law.

Chaotic Neutral characters believe
that the freedom to act is more
important than any objective good or
evil outcome.

NOTE: Due to the nature of this
adventure, no evil Player Characters
are permitted.

lhr ihn imrl ar Srneeesg'fr"e,ri Par'[y
Forming a strong and adaptable party
is a key to success in CnRrqnons on

Knvxx. You may place up to six Player
Characters in your party. It is recom-
mended that you use all six characters.
A smaller party is less powerlul and
more likely to be eliminated by your
enemies.

ln choosing which characters to include
in the party, it is wise to include a
variety of classes: clerics, mages,

thieves, and fighters. At least one party
member should be a kender so you
may taunt (yell) in combat and some
adventures may only be completed if
the party includes a knight.

One suggested sample pafty includes:

One Human Knight
One Human White Mage
One Dwarf Ranger
One Kender Cleric o[ Mishakal/Thief
One Qualinesti Ell Cleric of

Shinare/Fighter/Ked Mage
One tluman Cleric of Majere

Another suggested santple party
includes:

One Human Knight
One Silvanesti EIf Cleric of

Mishakal/Fighter/White Mage
One llalf-Elf Ranger/Cleric of Majere
One Qualinesti Elf Cleric of

Shinare/Fighter/Red Mage
One Kender Cleric of Kiri-Jolith/Thief
One Qualinesti Elf Fighter/Red Mage

Wfiry fhese guys?

ctERtc/trqHTErvMAqE
The cleric/fighter/mage is the ultimate
multi-purpose character. A cleric/
fighter/mage can cast both mage and
cleric spells while wielding the armor
and weapons of a fighter. The main
disadvantage of the cleric/fighter/mage
is that, as a triple-class character, they
advance in levels quite slowly.

FrqF[ER/MAqE
The fighter/mage may cast spells while
wearing armor. This split class can fight
as rvell as a fighter and receives more
HP than a pure mage.



CTERIC/IHIEF

A cleric/thief has more HP and a better
armor class than a pure thief. As a
cleric, the cleric/thief can cast healing
and support spells, allowing the
character to perform double duty as
both the party thief and additional
healer. The thief status permits the
powerful back stab attack which is
described in the Combat section.

CLERIC

A cleric is essential for healing the party
after an engagement. The most efficient
way to heal is to Encamp and select FIX
(you can issue this command several
times while encamping). Fix works as
follows:

If a cleric is in the par|y, all available
cure spells are cast until all characters
are healed. If the party has taken more
damage than clerics have cure spells,
the fix option may be used again. When
fix is used, characters at the top of the
list will be healed before the characters
below them.

If a cleric is not in the party, HP may
be recovered through rest ( I HP per
24 hour period), potions or Temple
services.

RANqER

Rangers normally start the game with
more HP than other fighter types. They
do extra damage versus giant type
monsters.

KNIqHT
Knights are powerful fighters and are
necessary to complete some quests.
There are some magic items that may
only be used by knight characters.

MIXED CLASS

Mixed class characters in general are
very valuable for their many skills and
are worth the slower rate at which they
will advance in levels.

PREPARATIONTIPS

The makeup ol your party affects your
combat strategy throughout the game.
Loading your party with clerics and
mages increases the importance of
spell casting both before and during a
battle. An emphasis on knights and
rangers makes your hand-to-hand com-
bat skills that much more important.

At the beginning of the game, go to the
Armoury. Pool your money and pur-
chase the following equipment:

for fighters, rangers, and
split class fighters:

King Mail
Shield
2 Long Swords

Short Bow
80 Arrows
Sling

For thieves:

Leather Armor
2 Long Swords
Short Bow

80 Arrows
Sling

!-or-cl,9ytcs.1,
Ring Mail
Shield

For mages

2 Quarter Staffs 100 Darts

For any Kender character

2 Hoopaks

The reason for purchasing 2 of each of
the melee weapons is to combat Baaz
Draconians. When a Baaz dies, it will
sometimes pull a weapon from a char-
acter's hand. The weapon is not
retrieved until after combat.

After purchasing the equipment, share
the money from the pool and ready the
new equipment. To start, ready the
melee weapons (swords, maces,
quarter staffs) instead of the missile
weapons (bows, slings, darts). Be sure
to ready the arrows too.

Combat occurs often. Combat takes
place on a tactical map. This map is a
more detailed view of the map terrain
(5D or wilderness) that the party was on
when the combat was triggered. This
map is overlaid with a square grid that
is not visible on your screen.

As you move characters, you will notice
that everything moves on the grid from
square to square. Moving diagonally
often costs more movement points
than moving horizontally or vertically.

INITIATIVE

Each round of combat is divided into l0
segments. Which segment a character

or monster acts in depends on his
initiative number. This is a randomly
generated number for each character
and monster. This random number is
generated at the beginning o['each
combat round and is rnodified by dex-
terity bonuses or penalties and random
factors (such as surprise) to arrive at the
initiative number,

Sometimes a character will act in
segment l0 of one round and segment
I in the next, appearing to act twice in
a row. This is especially common if you
use the DELAY command. When the
DELAY command is given, that
character's action will be delayed until
segment 10.

ln combat, the player controls the
actions of PCs. The computer controls
the actions ol monsters, NPCs, and PCs

set to computer control with the AUTO
command.

2 Maces
Staff Sling
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Each character's ability in combat is
defined by his TtlACO, damage
and AC.

AC
A character or monster's difficulty to be
hit is represented by his armor class or
AC, The lower the AC the harder it is to
hit the target. AC is based on the armor
a character is wearing plus a dexterity
bonus. Some magic items will help a
character's AC.

IHACA
The character's THAC@ represents his
ability to hit enemies in melee or with
missile fire. THAC@ stands for To llit
Armor Class 0. This is the number a
character must 'roll' equal to or greater
than to do damage on a target with an
AC of 0. The lower the THACO the bet-
ter the chance to hit the target.

NOTE: the generation of a random
number is often referred to as a
'roll'. In determining if an attack
hit, the number generated is from
I through 20.

An attack is successful if the random
number is greater than or equal to the
attacker's THAC@ minus the target's
AC. THACO may be modified by range,
attacking from the reaL magic
weapons, and magic spells among
other things.

Example:

A fighter with a THACO of l5
attacking a monster with an AC of 5
would need to roll:

(THAC0 15), (AC 3\ = t2+
But to hit a monster with an AC of -2
he would need to roll:

(THACO l5) - (AC -2) = t7 +

DAMAqE
When a hit is scored, the attacker does
damage. Damage is the range of tlP
loss the attacker inflicts when he hits
an opponent in combat. Damage
depends on the attacker's strength and
weapon type. The damage each
weapon can do is summarized in the
Weapons List on page 58.

Some monsters take only partial or no
damage from certain weapon types.
Skeletons, for example, take only half
damage from sharp or edged weapons,
while some other monsters only take
damage from magical weapons.

BACK STABBINq

A thief will back stab if he attacks a
target from exactly opposite the first
character to attack the target. The thief
may not back stab if he has readied
armor heavier than leather (exception:
elfin chain mail). A back stab has a
better chance of hitting the defender
and does additional damage.

MISSIIEATTACKS

A character may not attack an
adjacent target with a missile weapon
(bow, sling, etc). A character may
attack an adjacent target with a
thrown weapon (ax, club, etc) or a
hoopak (Kender only).

Bows can attack twice per turn. Thrown
darts can attack three times per turn.

MULTIPLEANACKS

Fighters and knights of 7th level or
greater can attack twice every other
turn. Rangers of 8th level or greater can
attack twice every other turn.

All of a character's attacks are taken
against his first target. If the first target
goes down with the first attack, aim the
remaining attack at another target.
Fighters, knights, and rangers may
sweep through several weak opponents
in one combat round. When a character
sweeps, he will automatically attack
multiple opponents.

MOVEMENT
The number of squares a character can
move is affected by the weight he's
carrying, his strength, and the kind of
armor he has readied. A character's
movement range is displayed on the
view screen and when moving during
combat.

RUNNINqAWAY
A character may flee from the battlefield
if he can move faster than all enemies.
A character may not move off the battle-
field if he moves slower than any ene-
mies. A character has a 500/o chance to
move off the battlefield if he can move
as fast as the fastest enemy monster.
Exception: if a monster or character can
reach the edge of the combat map with-
out any of his opponents being able to
see him, he may then flee successfully
even though he may be slower than his
opponents.

A character that moves off the battle-
field returns to the party after the fight
is over. If all active characters flee
combat, any dead or unconscious
characters are lost. If a party flees it will
not receive any XP for monsters killed
before retreating.

AFTER COMBAT

If one or more characters survive on
the battlefield at the end of combat,
the bodies of unconscious or dead
party members stay with the party. If
the entire party flees from combat, all

i,1

unconscious and dead party members
are permanently lost. Il ALL the party
members are slain, go back to your
last Saved Came and try again from
that point.

coMBAT SrRATEqrES

Throughout CnRurrons on Knvm, your
party engages a colorful collection of
foes. At times, you may elect to avoid a
confrontation, choosing conversation
or flight instead. More often, however,
your characters must stand and fight.

To succeed in combat, a skilled player
deploys his party well, casts effective
spells before and during combat,
maneuvers his characters into advanta-
geous position. and attacks using his
most powerful characters and weapons.

DEPLOYNq THE PARTY

When a battle begins, your party is
automatically positioned basecl on the
existing order of the characters.
Characters near the top of the order will
be in the front lines and vulnerable to
attack. To change the starting deploy-
ment, change the order from the Alter
menu while encamped. Shitt the heavily-
armored fighters up the list and the
vulnerable mages ancl thieves towards
the bottom ol the list. Party order can-
not be changed while in combat.

When battle begins, your party may be
placed in a bad position. If you wish to
be defensive, move your characters to
anchor your flanks on an obstacle such
as a wall or tree. Keep your mages
behind the front line. Setting up behind
a doorway that your enemies have to
move through makes for a very strong
delensive position.



Characters who are seriously injured
should be moved out of the front lines
if possible. Be warned, if you move
away from an adjacent enemy, he will
get a free attack at your back. Back
attacks have an improved chance to hit.

Missile weapons cannot be fired if
there is an adjacent opponent. If you
want to fire missiles. make sure you
keep away from the enemy. Hoopak
and thrown weapons are exceptions as
they may be used either as a missile
weapon or a melee weapon. If you
want to stop enemy missile fire, move
someone next to the opponent.

Exploit your opponents' weaknesses by
directing attacks against helpless enemy
characters. Cang up on isolated foes.
Concentrate your attacks to eliminate
one opponent rather than injure many
(Exception: enemy spell casters). A foe
with one hitpoint remaining attacks as
powerfully as an uninjured one.

A spell caster who takes damage can-
not cast a spell that round. If the spell
caster had started to cast and was hit,
he will lose that spell from memory.
Therefore, try to injure all enemy spell
casters every round even if it is only for
one point of damage. Conversely, if you
want to cast spells, make sure your
spell casters are protected.

Magic is integral to Cnrunons on KRvnn.

Mages, clerics and high{evel knights
can cast spells.

A spell can exist in one of four forms:
in a character's memory, in a charac-
ter's grimoire (spell book), in a scroll or
in a wand.

A spell-caster with a memorized spell
can cast it using the CAST command.

Spells are memorized during rest while
encamped.

Memorizing a spell takes l5 minutes of
game time per spell level, plus a mini-
mum period of preparation. First and
second level spells take a minimum
preparation of four hours. Third and
fourth level spells take a minimum
preparation of six hours.

Example:

To memorize (2) lst level spells, (I)
2nd level spell and ( I ) 3rd level
spell would take:

(6 hours preparation) + (2 r 15
min) + (I - 30 min) + (1 r 45 min)
= 7 hours 45 min

Spells do not automatically have their
full effect on their target. Each target of
a spell may get a saving throw to avoid
some or all of the effect of the spell. As
a character gains levels, his saving
throws improve. Note: some monsters
have magic resistance which gives them
a chance to be unaffected by the spell.

MAqES

There are two types of PC mages -
White Robes and Red Kobes. Allgood
alignment mages are White Kobes and
all neutral aent mages are Red Robes.
For more ination, see the advancement
tables (page 57). Mages scribe spells
into their personal grimoire and may
only memorize spells that are recorded
there.

When a mage trains for a new level in a
Hall, he is allowed to select a new spell
to scribe into his grimoire. A mage can
also scribe spells from identified scrolls
if he is of high enough level to cast
them.

Mages may only use scrolls of the
correct type. Red Robe mages may only

use Ked Robe scrolls and White Robe
mages may only use White robe scrolls.
A mage must cast the Read Magic spell
in order to identify the spells on the
scroll. A spell disappears after it has
been scribed or cast. Only mages can
cast mage spells from scrolls.

Before they formally enter an order,
mages may learn spells that they could
not learn because of order restrictions.
Once a mage has learned these spells
they remain available to him forever.

T|PS ON MAqrC sPELLs

Spell casting: Both clerics and mages
may cast spells which assist the party
in combat. Preparatory spells just
before a battle can protect and
strengthen characters. During battle,
your spells will damage your oppo-
nents and help your party.

Memorizing Spells: Spells should be
memorized as soon as possible after
they are used. This is most likely to
happen after combat. Encamp, have
your spell-casters memorize spells and
select REST to allow them to imprint
the spells for later use.

Note: after resting, it is a good idea
to save your game. We advise you
to save your game after every tough
combat. We recommend that you
keep at least two separate saved
games at all times and alternate
between them. This will allow you
to go back to a save before that
fatal battle.

THE TESr Ot HrqH SORCET{Y

Mages do not join a specific order as
students. The young mages study until
they have been deemed ready, where-
upon they must pass the Test of High
Sorcery before being admitted into an
order. The test is different for each

mage and failure means death. All
mage characters have taken the test
before beginning this adventure.

Many of the NPC mages you encounter
are those who refused to take the Test
of High Sorcery and have become
Rogue mages. Kogues are despised by
alt of the mage orders and are killed on
sight. Rogue mages are not bound by
the limitations ol the other orders, but
their life expectancy is short and they
do not gain benefits from the moons as
do other mages,

THE MOONS OF MAqrC
Since the creation of the world, three
moons have governed the powers ol
magic in Krynn. As the moons wax and
wane, so do the powers of magic
aligned to them. Each moon has a
different cycle and effects a different
group of mages. Mages of the White
Kobes gain their power from Solinari
the white moon, Mages ol the Red
Robes are goverrred by Lunitari the red
moon. The evil Mages of the Black
Kobes are empowered by the dark
moon Nuitari. The current position of
the moons is displayed at the top of
your computer screen and their effects
are as follows:

Norrnal

0

Even

wAxilG lilGH SAl{CTtolt
(ruu. M00r{)

Normal +1

+1 +2

tven + t

' The addltional spells can be of any level the mage can cast.

'" 0nly a mage of 6th level or higher who also has an intelligence

of 15 or qreater oalns thls benefit.

occo
t 0w sAt{cTt0lt

(r{Ew M00il)

SilvinU Tlrrows -1

AddilioraL Spells. 0

fikllive level 1
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SPHERES OF MAqrC
The magic of Krynn operates in spheres
with the different schools of mages only
able to manipulate certain of them;
spells castable by one order may not
necessarily be cast by another. The
spheres and the orders that may work
with each order are as follows:

WIIITE ROBE MAGES BED ROEE MAGES BI.ACI( RllBE MAGES-

Abjuration

Conjuration

Divination
EnchantmenV
Charm
Evocation

- 
0nly NPC characters may be evil Black Robe Mages.

Each spell operates in one or more of
the magical spheres, and so mages are
limited in their selection of spells by
their school of magic. The mage Spell
Parameters charts on page 55 indicate
which spells are usable by each of the
PC mage groups.

CLERICS

Clerical magic requires no spell books,
All clerical spells of the appropriate
level are always available to a cleric or
high- Ievel knight, the character need
only memorize them.

When a cleric finds a clerical scroll, he
can use the spells directly from the
scroll; he does not need to scribe the
spells into a spell book. Knights can
never use clerical scrolls, even if they
may cast the spells.

$DeiiIies

Since the earliest days of Krynn, the
wisdom of the gods has been brought
to all the races through the efforts of
the clerics, the mortal messengers of
the will of the heavens. As a sign of
favor, gods bestow upon their clerics
special bonuses or additional spells.
The following is a list of the gods of
Krynn that are available to characters,
their alignment, and clerical bonuses:

Clr.ror$ Afi {gmecf Qoals
PATADINE

Powers: None
Extra spells: Protection from evil l0'
radius

MAJERE

Powers: Turn undead as if cleric is two
levels higher
Extra spells: Silence l5'radius

KrRr-JOLTTH

Powers: +l THACO

Extra spells: Detect Magic

MISHAKAt
Powers: + I die on all healing spells
Extra spells: Charm Person, Remove
Curse, Bless

FJeuq Iu';lt Anigrneet Goc]s
SIRRION

Powers: None
Extra Spells: Burning Hands

RTORX*

Powers: +l THACO (dwarves only)
Extra spells: None

SHINARE
Powers: None
Extra Spells: Charm Person
.All dwarven clerics must select Reorx
and therefore be neutral.

CFtl:;: . /ftF-S {}l- [{dtX'Fo{h,j

The denizens of Krynn are many and
varied. This is a list of some monsters
you may encounter in your adventures.
Some of these creatures are extremely
rare, and you may never cross paths
with them at all.

CARRION CRAWLIR
Giant, segmented creatures whose
eight tentacles attack once a round
each. A successful attack can paralyze.

cRocoDILE, qhNT
Large carnivorous reptiles with tough
hides who bite for massive damage,

DEATH KNIqHT
A type of liche that cannot be turned,
Death Knights are dangerous and
frightening opponents who are
immune to most magical attacks. They
can reflect some magic attacks back
on the caster, gate in monsters to help
them in combat, cause fear in those
around them and cast a massive
fireball attack once a day.

DRACONIANS
Draconians were the special troops of
the Dragon Highlords. They are created
by conupting the eggs of good dragons
with vile sorceries. Because of their
magical origins all draconians are
somewhat magic resistant. There are
five types of draconians:

AT/RAK

Created from the eggs of gold dragons,
they attack with energy bolts, poisonous
gas or their claws and fangs. When an
Aurak is slain it turns into a blazing ball
of attacking energy for several rounds
and then explodes. Auraks have the
ability to mind control characters of 7th
level and below.

Alteration
Conjuration
Summoning
Divination

Evocation
lllusion

Summoning
Divination
Enchantment/
Charm

I I I usion
Necromancy

ilic Dca{h l{rriglrt
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BAAZ
Made from brass dragon eggs, they are
the most common of the draconians.
When killed, Baaz will turn to stone and
then crumble into a pile of rubble. The
weapon used to slay aBaaz will some-
times be trapped in its crumbling stone
corpse and pulled from a character's
hand. If a weapon is lost it is automati-
cally retrieved after the combat is
completed unless the party fled.

BOZAK
They are created from bronze dragon
eggs and can cast spells in addition to
attacking with either their claws and
fangs or other weapons. bozaks will
explode when killed.

KAPAK
They can be distinguished from other
draconians by their poisonous venom.
Frequently Kapaks will lick their
weapons and coat them with venom.
When a Kapak is killed, he will dissolve
into a pool of dangerous acid. A
character hit by a Kapak must make his
saving throw or be paralyzed.

'.);i,.li', D;',rit:,,t,1r.'

SIVAK

They are created from silver dragon
eggs and are the only draconians that
can truly fly. Sivaks are shapeshifters.
They are powerful fighters who get
three attacks per combat round.

DRAqONS
These are the most powerful and
dangerous of the monsters a party can
encounter. The older and larger the
dragon, the more damage it can do and
the harder it is to kill.

In addition to their awesome strength,
dragons inspire an insidious terror
called Dragon fear or Awe. Many times
the mere sight of a dragon will cause
opponents to panic and flee.

BLACT(DRAqON

They are noted for spitting a stream of
deadly acid as well as attacking with
claws and fangs. Since they are
extremely independent and only obey
commands if it suits their purpose,

Black Dragons were rarely used in
direct assaults by the evil Dragon
Highlords, They were more highly
valued as guards.

BIUEDMqON
Highly intelligent and greatly feared,
they exhale lightning bolts in addition
to attacking with claws and fangs. 6lue
dragons are more gregarious than many
of their cousins. They obey orders and
can act and fight together as a cohesive
unit. They proved to be loyal allies of
the evil Dragon Highlords.

BRASSDRAqON

Boisterous and loud with a tendency to
selfishness, Brass dragons are very
fond of small talk. These good dragons
can attack with claws and teeth as well
as two different types of breath
weapons: sleep gas and fear gas.

BRONZE DRAqON
Fond of war and fighting, Bronze drag-
ons attack with teeth and claws or their
two kinds of breath weapons: a bolt of
lightning or a repulsion gas cloud.
These good dragons are extremely
interested in the affairs of men.

COPPER DRAqON
Although basically good in nature, they
are extremely fond of wealth and
almost always ask "what's in it for
me?" when asked to aid others. They
attack with teeth and claws and their
two kinds of breath weapons: acid and
a slow gas.

qRffN DRAqON
These dragons are notorious even
among other dragons for their cruel
natures. Creen dragons exhale poi-
sonous clouds plus attack with claws
and fangs. They will obey orders, but
only from leaders whom they respect.
Clever and subtle, green dragons prefer
to use trickery and magic on an enemy
rather than all- out assault. For this rea-
son, they were rarely used in any major
evil offenses, but were often called in
for more sinister purposes.
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qotDDRAqoN
The most majestic of the dragons, gold
dragons are over 50 feet long. Qold
dragons attack with teeth and claws or
with their breath weapons. They can
breathe fire or chlorine gas. These good
dragons have the ability to polymorph
themselves and can appear in the guise
of human or animals. They are
extremely skilled in magic.

RIDDMqON
Perhaps the most feared of all the evil
dragons, these beasts were the favored
assault force of the Dragon hlighlord
armies during the War of the Lance. Not
usually inclined to obey orders, red
dragons enjoy nothing more than
setting cities ablaze, destroying and
looting. Red dragons can exhale great
spouts of flame, cast magic spells, or
attack with their claws and fangs.

SILVER DRAqON
The dragons most beloved by mankind,
they can polymorph into human or
elven [orm. Silver dragons attack with
claws and teeth or use either of two
breath weapons - a cone of frost or a
cone of paralyzation. Many are also
proficient in the use of magic.

wHlTt DRAqON
Unique among dragons in their
preference for cold climates, these evil
beasts can attack with their freezing
cold breath in addition to razor sharp
claws and fangs. Small in size and not
as intelligent as their cousins, these
dragons were used primarily as scouts
during the War of the Lance.

tROqHEMOTH
Iluge, swamp dwellers who are immune
to normal fire attacks, these beasts are
capable of swallowing their victims
whole.

qELATINOVS CVBE

These large scavengers are totally or
partially immune to most lorms of
attack. Their touch causes paralysis.

qHAsI
A variety of undead monster so
disgusting in their stench that often-
times opponents are nearly overcome
by revulsion. Qhasts are identical to
ghouls in appearance. Characters hit
by ghasts (elves included) must save or
be paralyzed.

qHOVL
These are evil undead creatures whose
touch alone is known to paralyze a
man. They feed on corpses and attack
all living things on sight. Characters hit
by ghouls (elves excluded) must save
or be paralyzed.

qlANT CENTIPEDE

Like their smaller kin, they attack with a
poisonous bite.

qlANTRAT

These ferocious giant rodents are the
size of large dogs.

qANTSPIDER

These giant insects have a poisonous
bite.

qoBLrN

These small humanoid creatures are
common to the lands of Ansalon.

qRoANrNq5PR|T

Also called Banshee, these are the
undead spirits of evil female elves.
They are immune to many magical
attacks and attack with a chilling touch.

Hr[qANT
One of the smaller of the giant races,
they are brutish hulks possessing low
intelligence and tremendous strength.

HOBqOBLIN
Man-sized cousins of the goblins, hob-
goblins are usually led by leaders who
are the liercest warriors of their tribe.

MINOTAUR
These creatures are part-man and part-
bull warriors from the Blood Sea
Islands of Krynn. They are highly intelli-
gerrt and dangerous opponents.

MOBAT
These are huge omnivorous bats who
like nothing better than warm- blooded
humanoids for dinnerl

oqRE
Large, ugly foul-tempered humanoids,
ogres generally attack with a wicked
spiked club.

PENANqqALAN
Female vampires who appear as attrac-
tive women during the day, but at night
they feed on the living blood of their
sleeping victims.

POISON SNAKE

These large reptiles slay their prey with
deadly venom, Use Neutralize Poison to
counter snake bite.

SHADOWPIOPTE

A mysterious race that is rumored to
have inhabited the city of Sanction
since its founding, the shadow people
are believed to dislike light, but little
else is known about them.

SIGLETON

These are the least powerful of the
undead. They are usually controlled by
some powerful evil force.

SKELETAL DRAqON
Skeletal forms of slain dragons,these
horrific creatures are very difficult to
turn. and while they have no known
breath attack, their claws and langs are
still powerful.

?i,,
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SIGLETAL I(NIqHT
These are corpses of brave Solamnic
Knights who have in death been
enslaved and animated by perverse evil
magic. Skeletal Knights are significantly
more dangerous foes than regular
skeletons.

SPECIMTMINION
These undead are the spirits of humans
and demi-humans who died before they
could fulfill powerful vows or quests.
They can only be hit with magic
weapons.

TROLL

Large carnivorous monsters who attack
5 times a round. They can regenerate
their lost HP unless they are burned.

VAMPIRE

Life draining undead who can only be
hit by magical weapons. vampires can

regenerate lost tlP, charm their
opponents, and summon monsters to
help them in combat.

WqHT
These life draining undead can only be
hit by silver or magic weapons.

WRAITH

These are similar to wights, but silver
weapons only do half damage.

ZOMBIE

Magically animated corpses under the
control of an evil force, they will fight
with mindless rage until turned or
destroyed.

1o.,"11r; 
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As you travel about and encounter the
monsters and puzzles that stand
between you and finishing your various
quests, you will also find magical items
to help you on your way. Here are some
descriptions of items that you may find.
Not all of these items may be found in
your adventure. You can find out if
there is a magic item in a treasure by
doing a Detect Magic spell using the
DETECT command. To find out
specifically what an item is, you must
take it to an armoury or find a shop
and have it identified.

Some magic items are, in reality, cursed
and can do great harm. When a charac-
ter readies a cursed item, a Remove
Curse spell must be cast before the
item can be dropped. Some magic
items may only be used by certain class-
es. Others may not work at all if ceftain
other magic items are also in use.

WANDS

Wands are the traditional objects of
enchantment. Wands generally will cast
a set number of a given spell (fire ball
or magic missile for instance). Only
experimentation or paying to have them
identified will tell what a wand does.
The USE command will allow a charac-
ter to cast spells with a readied wand.

POIIONS

Potions are the most common sort of
magical treasure. Potions may heal
wounded characters, cause them to
become hastened or invisible, or cause
any number of other effects. The USE
command will allow a character to
drink a readied potion.

SCROLLS

Either clerical or for mages, these
items may give you spells that you

couldn't otherwise cast, or be scribed
into a mage's grimoire. A mage may
use SCRIBE to transfer a scroll into his
grimoire. Mages and clerics can cast
spells directly from scrolls with the
USE command.

ENCHANTED ARMOR AND SHIELDS

Sometimes you may run across armor
or shields that have been crafted by
skilled craftsmen and then enchanted
by mages to imbue them with protec-
tive spells. The power of the magic on
these items may vary a great deal.
Enchanted armor has the great
advantage of offering improved
protection with less encumbrance than
the same type of mundane armor. To
use these items merely ready them
from the ltems Menu.
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SOLAMNICPLATE
These suits of plate mail were originally
crafted for some of the Knights of
Solamnia. The armor is of exceptionally
high quality, and is very ornate. To use
Solamnic Plate, ready it from the ltems
Menu. Only knights may use Solamnic
Plate.

ENCHANTED WEAPONS

Enchanted weapons come in many
sizes and shapes and potencies.
Sometimes a weapon will add between
I and 5 or so to your Tl-lAC@ and
damage. Other weapons may have
other fantastic magical properties
including extra bonuses against specific
types of creatures. Once a magic
weapon has been readied from the
Items Menu, the character will have it
for all combats.

ENCHANTED ADORNMENTS

Bracers, necklaces, periapts and espe-
cially rings are favorite objects for magi-
cal enchantment. These items may
have any number of magical properties.
Some items will help your AC, others

may fire Magic Missiles or be cursed.
Once one of these items has been
readied from the ltems Menu, a charac-
ter will automatically gain all effects.
The exception to this rule is that certain
magical necklaces require the USE,

command to work.

DRAqONtANCES
These powerful enchanted weapons
were created for the War of the Lance,
to combat the evil dragons. They have
large bonuses against any foe, but are
deadly when attacking dragons.

ENCHANTED CLOTHINq
Wizards will sometimes cast enchant-
ments on commonplace items of cloth-
ing such as gauntlets or cloaks. A wide
variety of these items are known to
exist. To use these items ready them
from the Items Menu.

qIRDLE OF qIANT SIRENqTH
When worn, this girdle will give a char-
acter the tremendous strength and
combat bonuses of a giant. To wear the
girdle, ready it.

j Oq-l${n-.$Afi- EN 
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"Sir Eral Sir Eral We are ultimately

responsible for these peoplel I don't think
that we have the space to accommodate all
of these refugees, considering that
Vertrothe will soon be back from his quest.

May I sugeest that we send them on their
wayl The simplest solution would be to
shut the castle against them and just

pretend they don't exist..,"

The odious minister to the l(nieht
continues to fawn in the most obsequious

manner, His charm and personality have

convinced you that ridding the world of
this,,. 'person'.,. would be beneficial to
Krynn. Fortunately, cooler heads prevail

and the minister is quickly taken from the

room,

iJ-ferurmaX [-:mtry I
"Listen, I know that you think that Sir

Karl is a most honorable l(night; howevet
I have found out that he is under the

influence of an evilDragon named Maya,
Maya is able to transform herself into the

shape of a beautifulwoman, We must

forget about finding Caramon at this time.
lf we can get to the outpost in time we
may be able to save it,"

l*! -$ourlrall [:m{n'y 3
"We were captured by draconians

disguised as the merchant band that comes

through here every month. When we
were sleeping, they killed the guards at the
gate and captured us before we had a
chance to even fight,

"They took our leaders into the banacks

and interrogated them, They've all got to

be dead now,

"Be careful! I saw one ofthe draconians

killthe Commandant. As the

Commandant died the draconiani shape

changed and then he looked and sounded

exactly like the Commandant.

"The 'Commandant' and the other
leaders spend a lot of time in the
Commandants Office,"

i-i _$oumrat Entry {
The townspeople come out and thank

you after the last of the DragonArmies are

driven from the outpost. They have a large

celebration with you as the guests of
honor. The new Commandant speaks,

"Thank you for saving us. Your heroic

actions will live forever."

The people cheer you as you accept the

key to the outpost.

:-.I,fiourrral Errtry 5
The gully dwarves scatter at your

approach, Disgusting traces of their recent

meal permeate everything in sight. Your
camp equipment has been opened and all
foodstuffs eaten. You quickly look to the
place where you had left the piece of the
dragon orb, It is gonel

J,lc,r.lr'tran $-ntry (}

As you walk up to the dying body of the

Commandant, Qrilliard says, "Why did
you do this to usl We are now too weak to
hold the outpost aqainst Takhisis' forces,"

You see a flight of Red Dragons closing

in on the town .,.

'd
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"Listen, Sir l(arl is the most honorable of
men, I would follow him anywhere. But
there is something very dark and strange
going on around him. He seems obsessed

with a young girlnamed Maya. The fact

that he s about 40 years older than she is

isn't really the problem; if they'd just settle

down and declare themselvesl Allthat
would happen is that a few gossips will
snicker and that'll be the end of it. But they
won't do that, Maya is extremely valuable
to us, She has sources of infonnation that
are astounding, especially for one so young.
But whenever the two of them are in the

same room the tension is so obvious that...

"Ah, never mind, You say that he seems

to be all right. I will go on that hope, and
let troubles find me in their own good

time. Let s go,"

I I r; "ii - ; i

As you work to free the slaves, their
shackles seem to come off too easily, Before

you can react, they whip out weapons and
prepare to attack. One laughs, "The one
you saw die before you was not Sir l(arl, it
was a Sivak. There are no slaves here, it
was only a story to lure you to your
doom." They begin to close in,

' ;r'';

She explains to Caramon, "l've been

sent by Sir lGrl to get you back to the
Outpost. There are rumors that large forces

of draconians, hobgoblins, minotaurs and

others are gathering, We need you to
direct scouting and raiding operations. I

see now that things are worse than we
thought, Throtl was supposed to have
been abandoned."

Caramon says, "lt s even worse than
that. I have seen Brass Draqon Eqqsl"

She gasps, "Nol They must not do this
againl," Then she pauses, "Wait, how can

they do iti I thought the process was lost

during the War of the Lance, Did you see

any evidence that they were successfull"

"No," says Caramon, "l was knocked

unconscious before I had a chance to look
further," He turns to you. "l need you to
investigate this matter, Find the key, and
go to the old temple in the Northeast part

of the city, Find out what you can,"

".,,attempt a conversion without the
intervention of Tak.,.

..,book of spells that contains the

necessary incantations and rituals for the
conversion, lt is said that this book will
allow even relatively weak ma.,,

,,.nze, silver and gold were considered

the most difficult trans.,."

,

You follow Anqar into one of the
buildings. He yells, "l have a gift for youl"
and you are greeted by a Dragon Highlord
and a group of his minions, As you start to
draw your weapons, you realize that you
have lost a great deal of strength, He must
have drugged the food as well.

You never should have trusted him .,,

"Welcome to the Southern Outpost. I

am Qrilliard, the Commandant here. I

hear you have important news for me."

You tell him about all of the adventures

that you have been on and all of the
information that you have gathered, After
you finish you ask him about the missing
messenger.

He looks a little nervous for a moment,
and then says, "He has been ill. l'm afraid
no one can see him right now Thank you

for delivering the information and good

luck on your journey back. l'm afraid I

have to get back to work,"

With that, he waves you out of his
office,

ffi
l-El t-t
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"Okey, dokey. Listen up people. Here's

how you play, Now I've got three cards

here, Two of them are Qargoyles and tlre

third is the Princess. l'm gonna place the

cards face down on the table, with the

Princess in the middle. Now aaallyou

have to do is guess where the Princess is

after I move the cards around, Easiest thing

in the world, rightl lt's only three cards

and l'm sure you won't have any problem

keeping track of the Princess, Simplest

thing in the world, Now who'll place a

smallwager of saaay, 3 steel pieces!"

. dt:r". ' .t. \'d,
"Listen," the woman says, "we,.,that is, Sir

lGrland l.,.have determined that it is

imperative that the entire area be evacuated.

The number of undead sightings has

increased to an alatming degree. We want

you to head into Qargath and force the

population to evacuate imrnediately. Thank

goodness there are no more Draconians, I

don't know how we would be able to get

out if we had them to contend with as well,"

' 
-.., 
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The plan has to be canied out in stages,

Stage One, which is already complete,

wai to threaten various small areas to the

north and get the good armies to begin a

consolidation of their forces. We were

fortunate to find a rather hapless party that

we were able to use to Pass the false

information to their leaders. lt was pure

chance that they were sent after Caramon

when he was captured in Throtl, We

couldn't have planned better for our

purposes, We left clues behind to lead the

group to Qargath, Jelek and Neraka, This

guu. ut time to complete our plans for the

ambush at Sanction,

..,the book of conversion that I found is

useless. lt doesn't give us the actual cere-

mony to perform, lt is merely a description

of the ceremony, I will have to come',,

. rt 
jlr, 
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Tale of Sir Dargaard:

ln the past, a faithful lftight of the Rose

named Sir Dargaard gained an item which

gave him great fighting prowess. He was a

icourge of the evil armies until his entire

company was poisoned at a feast, The

company was buried along with Sir

Dargaard s great device in lands later over-

run by evil. The evil ones sought to wrest

the artifact from the tomb, but were slain

by the spirits of Sir Dargaard and his

company. Our scouts now say that draconi-

ans have attempted to penetrate the tomb

again, perhaps with sufficient strength to

succeed. lt is time for a truly noble knight

to go and ask that the artifact be passed on

to guard the forces of good todaY'

On a side note, you willbe haPPY to

know that Caramon has contacted our

elite units in Solamnia. The Council of

l(nights themselves will lead them into

the coming battles, I willbe certain to

mention your impressive record to them

when they anive,

The Dragonlance was a stroke of genius,

With one small theft we distracted them

from the main threat and forced their atten-

tion on the recovery of the weapon. This

became Stage Two, since it fit so neatly

with our plans, lt allowed us to delay the

original kidnapping of Sir Karl just long 
-

enough to gather many more bodies for Sir

Lebaum to work with,

"Hey, come here, Look at this, This is a

piece oi the dragon orb that Tasselhoff broke!

Just this little piece of the orb will allow you

to control the largest dragonl l'll sell it to you

for only 2,000 steel pieces,.. and its a bar-

qain at hruice the pricel NO, don't touch it

i"ith yout bare fingers, The last person who

did that woke up with a withered handl

Qruesome. 50, what offer have ll"

" , : . i. r,, r'r : 
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"Welcome, I amJadefang, I have been

asssigned to capture thisss hole and con-

vinsise you 'Humansss' that you sstill
own it. We did this ssso we could gather

information and keep the sssouthcrn road

open. Sssince you have qiven usss a lot of

uisseful information, I thank You."

He bows gracefullY and continues to

speak.

"However, you also have dissscovered

our sssecret and therefore you mussst die."

You now notice that he is not alone in

the banacks. He rises into the air ',.

I i(lr{i:,rtli i i '::i

The 'Ptan' is to be canied out in three

stages. Stage one is nearly done. We have

managed tb kill Caramon andTanis and

have 
-aptured 

or put to flight most of the

other'Heroes' from the Dragonlance Wars,

The good armies are reduced to sending out

hapless adventurers who have little or no

experience, We have managed to feed

information to one of those bands with

notable success. The information is true,

but it always comes too late to be of any

interest.

I Gatgath

I Tomb

I 0utpost

I Jelek



Old ogres story:

"l was once the councillor to the ogre

princes, but I have become too weak and

crippled to keep my place. Now I hear of
plots against our lord Qravnak, by one of
his lieutenants. Draconians have slipped

into the manor house and will strike when
the cunent meeting ends. I watched them
enter and saw the secret sign they qave the
guards.

I have no love ofthese assassins or their
traitorous ally. Use the sign to enter the

manoL seek out the assassins and find
evidence implicating Morog. He is the

traitor, His rooms lie in the southeast of
the manor,"

"When you get to Qargath, beware of
anyone who appears to be bending over
backward to help you. Be especially aware

of anyone who mentions Sir l(arl. We
don't think that they know that we are

now aware of their deception.

"Be especially careful about any clothing
they may want you to wean There is an

evil mage in the town who delighh in
putting curses on harmless-looking objects.

Qood luck,"

"Qargath was overrun about a week aqo,

There were only a few of us here at that
time trying to rebuild after the War of the

Lance, Draconians and evil forces snuck in
at night and captured the l(eep. Since then
they have been bringing in prisoners and
putting them to work. They make us wear
these hoods to keep track of us."

'We have ha<l to exhume all of the
bodies in the graveyard and burn them,
We found out that someone was entering
the burial glen, digging up the bodies, and
then re-animating them into zombies and
ghouls. lt s been hard, especially for those

that recently buried their loved ones, but it
was necessary,"

"l've been kept out of the burial grounds

now for a week, I can't even qet in there to
get my tools, There are strange things
going on in there.,,open graves, broken

tombstones, strange noises..,even the

animals are gonel That Sir Lebaum is
ruining the town. He even made his office

in the burial glenl lt's in the building ju$
to the south and west of here but the door
is throuqh the graveyard,

"That's another strange thing,..nobodys
ever seen our new leader, at least, nobody
that I know of, He gives his orders and the
'quanls' carry them out.

"Things just ain't right,"

' -: , :

Stage Four runs almosf in step with
Stage Three. As soon as Sir Lebaum has

launchcd his attack, the mass conversion

of dragon eqgs into draconians will be
performed. The good armies will be

caught in our mailed fistl They have no
idea that they are about to be attacked by
two huge armiesl The first of the good

armies will be filled with their leaders and
the elite of those accursed l(nights, When
our armies rise so quickly, we shall cut the
very heart of their ability to resist us, With
the leaders dead the rest of the rabble will
wander like sheep.

Staqe two is cunently coming to fruition,
Sir Lcbaum, our Sivak who has taken over
lhc leadership of the l(nights of the Rose,

has sown enough discord in the ranks of
lhc l(nights to render them ineffective
.rrlainst us, ln a few days he will issue the
orcler that will send most of the l(nighh
ovcr the mountains and out of this area

.rltogether,

:;
"Watch out for the ministen They say

l hat he has taken over the castle of Sir Era

(nd now runs the otd knight, as wellas
lhc kinqdom. The people are being.., hush!
hc's here."

Qravnak s alliance plans:

"We are both hunting for Myrtani
while he seeks our deaths, I have no love
Ior sanctimonious knights and their itk, but
I do love my life. To keep that, I would
suqqest a temporary alliance, Myrtani has

a base in l(ernen which he visits quite

often. lf you can slip into town, lhave
allies who will help you penetrate the base

.rnd killMyrtani,"
He then shows you the secret sign to

rlive his allies,

'-"ll t" ...')

"The Dragonlance has been moved to
lclck, After the l(eep was ovemrn I

nranaged to smuggle it out of town and
hide it in the burial glen. lt is hidden in an
unused tomb in the north-west comer of
lhc qrave yard, You will recognize the

cntrance because there is a silver rose bush

rlrowinq just before it."

Qravnak and the draconians tum on
you, "Fools!" he hisses, "Did you really
think a member of my proud race would
every ally with the likes of you!"

You are attacked from all sides.

', i i, l r' '

"l was with a party of knights and others

under Caramon that canc in here to

explore, We haven't rcally found anything,
Caramoni already lcft to rcport. I quess

you must have missed hin,
"Oh, one thing we did find out was that

there is a treasure left over frorn the prcvi-

ous occupants of Throtl, We got word of it
from a hobgoblin who was sneakinq in to
claim it, Before he died, he told us that it
was located in the south-central area of the

city, Tellyou what, if you help me find this
treasure, l'll split it with you. All rightl"

"Thank Paladine you're here. They've
taken everythingl My poor family, my
friends and retainers. Qone," He breaks

down. After a while he looks up in
anguish and says,

"There's an Aurak who seems to be in
charge. He's had his minions scouring the
l(eep. He's looking for my dragonlancel
He'll never find it. lt s hidden. Hidden
very well, Nobody can find it. But l'll tell
you. Yes. Yes, l'll tellyou, You're from
Caramonl Of course, of course. Look on
the sixth story As you come up the stairs
you will see a door directly ahead of you,

The wall to the left of that door has a

secret door in it. The Dragonlance is in
there."

He looks around in fear, "Where are

theyi Wherel They were here, I saw



them, My little ones, Where are theyl I

must go, I must, I willslip out down the

stairs, Qoodbye, goodbye. Qet the lancel"

r".!jol.r: ia,rI i:',ti:i1: :;'/
Stage Three is about to begin, The good

armies are marching on Sanction, and our
friendly'adventurers' are still trying to
figure out how to get the Dragonlance, Sir

Lebaum has been working in the arena of
Duerghast, He willbegin to raise his army
of undead as soon as the good armies are

in position, We anticipate that this will
take another day or two, I have Blue

Dragons stationed at Duerghast to guard

the eggs and Red Dragons are waiting to
give me word when he has finished his
preparations, When I hear from him the

final stage will begin.

*l -lr,rr l.le1{ [, ;-16; rr "; 1ri

"They' re back,.,back there...who, look
out! No, no, no, I $abbed one but it took
my sword. I couldn't get it out of its body!
Caramonl"

His eyes clear for a moment and he

becomes more lucid, "Listen to me," he

says, "they've captured Caramon. Most of
our party has been wiped out."

He suddenly ierks about. "What s that!

Qet theml They've got Caramon. Find
him. l'll find him. North, north and west
and south. Trapsl Back up,.,go back now,
Quiet, quiet, quiet ,,. look out! above youl

oh no, oh no, oh no .,, "

He gets a sly, slightly mad conspiratorial
look on his face, "l saw a money chest in a

room to the east, I'm gonna get it and l'm

set." He looks around and leans towards
you, "You wanna helpl Huh, what d'ya
sayl"

The tenorized look comes back. He
screams and gasps in tenor,

-il tlllrt'r-loll '7 
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The great ship lists to port and seems to
pause in silent anticipation, The sailors
jump off like rats. In the distance, a hump
of moving water marks the place where
the gigantic whale swims away, Your boat
starts rocking as the waves from his blow
to the ship finally reach you.

The ship finally slips quietly under the

waves, The orb fragment - and the

Vampire - slide down to their final
resting place.

"-,, f t;,,1n t-,,^5 [:ulll'ti 40
The road back to Solace is filled with the

refugees of l(rynn, Wretched individuals
and families cany what possessions they
can on their backs or on small pushcads

and wheelbanows, They all scan the sky

with fear' waiting for the honific sight of
draqons flying out of the sun to breath

death onto the miserable line of humanity,

The Second Flight of the Dragons has

devastated l(rynn, Sanction is a smoldering
lake of lava. Qargath a pile of melted
stone, and Neraka has been blasted into
oblivion. Only jelek and l(ernan survive
in this part of the continent, and they have

become enclaves of evil. Jelek has become

Sir Lebaum s base of operations, where he

continues his experiments with the
undead, l(ernan has been taken over by
Myrtani and his horde of newly created

draconians.

"r I i l.lll'Y zi' I

The prisoner looks at you with agony as

.rnotlrer shudder wracks his body.

Suddenly, his flesh seems to split and a foul
odor permeates the room! You start to gag

.rntl cough in the middle of the stinking
cloud, The door behind you closes and you
hcar the bolt being driven home, You are

lnrpped!

,,, : ,1i,.1,. :.;;,

The prisoner is extremely weak. He
lrarcly croaks out some broken phrases:

",,,the Castellan is alive. Hes being held
hcrc on this floor..," ".,,an Aurak,,.silver
cqgs.,,black dragons,,,book.,,"

lle qrabs your arms and dies,

.tt: i..;)','; "'!::
"They have built up a large, wooden

slructure in front of the main qates of the

l(eep, I don't know what it looks like
inside, I can tellyou that the main gates

are in the upper-northwest comer of the

city. ln the middle of the city you will find
a secret door into the wooden structure, lt
is currently beinq guarded by draconians

because its location has been discovered

recently." He licks his lips in constemation
and suddenly speaks in hushed intensity,
"Listen, there s a draqonlance in the l(eep,
I know all of them were supposed to be

sent South but the Castellan was injured
durine the War and his lance was brought
with him when he returned. You must

find it!".

t ,,i:,.1! :,-i'.'.
"Ah, come on Qragl You know that

we're supposed to guard the qrave of this
guy, The captain's qonna be mad if he sees

us in here, Uh, by the way, can you buy
me a drinkl l'm a bit short this weck,"

i liaiii l:,llli'y ,l:i



The tree suddenly explodes! The locket

is thrown away from the enchanted circle.

From the swirling ashes of the explosion

an ominous shape slowly rises. Vaguely
manlike, it s features are indistinguishable
in the thick smoke. Qiant Rats and
Mobats charge out of the impenetrable
dustl

"We've had a lot of unsavory characters

passing through town lately, The good

armies have left us in the lurch and we are

forced to take the law into our own hands
in order to protect the citizens of this town,
Herei the official proclamation,"

'All persons entering Jelek that are

unknown to the guards shallbe assigned

an escort for the duration of their stay in
the city. They will be restricted to the pub-

lic parts of the town. The burial grounds

are strictly forbidden to all strangers,'

"lt s signed by our leader Sir Lebaum.

"5o, here s a nice young man who'll
show you around lhe town,

"Skyla! Come over here!"

He introduces you to a man who looks
you over and breaks into a goofu grin, His
entire aspect seems dignified enough, until
he smiles or beqins to talk, then his
ancestry is extremely questionable and you

wonder if maybe he hadn't suffered a fall
on his head as a child.

"Finally, you're here. I got word that Sir

lGr[ was going to send someone to check

this place out, l've been waiting for you for
days. Come with me,"

Sir l(ar['s dying monologue;

"They tortured me to get information,
but I gave them nothing, l(illed my quards

when they came for me aqain, Afraid I

didn't quite make it all the way out.

Things getting dark.,, Hard to concentrate.

There are slaves down there, They must be
freed from this evil place.,, Remember me
to Maya,,," His breathing stops,

Draconians!

I have good news. I have managed to
attain the volume that we have been

searching for all of these years. The power
to create more of our kind is now in my
hands, Send me all ofyour eggs along
with any mages and clerics that you may
have with you, l'll be at the Citadel of

Qarqath very soon. Have tlre eqqs packed

and taken to me within the week.

By order of Myrtani,

"The worst monsters our scouts have
reported anywhere in the area are

hobgoblins, Draconians and evil dragons

have long since abandoned this area to our
forces, Still, be a little wary on your way to

Throtl,

"Also, be sure to report back here
immediately, if anything unusual or
dangerous occurs, This outpost depends

on information brought back by pahols

such as yours, Qood luck and may
Paladine watch over you."

The weapons and armor of Solamnic
Knights and their allies is strewn about
the conidor.

All of thern are bent or broken and quite
usclcss, There is a hole in the ceilinq
,rbovc, lt is evident that the party was
,irnbushed. There are no bodies,

Mcn discussing a rebellion;

"l can't believe that we are letting an
Aurak dictate what we have to do, lts not
rirlht, We created them to serye us, not the
othcr way around, At the meetinq l'm
rloinq to speak in favor of restructuring this
,rlliance. Only their slimy blood will flow"

A l,rrge number of human waniors are

rl,rthcred here, One leaps upon a table and
t.rlls out, 'Who amonq you wishes to
ovcfhrow Myrtanil'As hands raise

llrroughout the room, archers slip out frorn
lrchind cudains and fire, The man on the
l,rblc laughs, 'Myrtani will be grateful for
your identifying yourselves.'

"1-hey say that there is a Vampire that
h,rs been enchanted in that old tree, A
vcry powerful mage trapped hirn in there
lrcfore the world was changed, The only
lhinq that will release him is a piece of the
soul of the mage who trapped hirn. The
rrraqe is long dead, however, The only
krrown artifact that had any relationship
with hirn is the Locket of Light, But that
tlisappeared into the west lonq ago,

Sir l(arls last messaqe to Maya:
"l realize now that I shouldn't allow our

rlill'crcnces to interfere with our feelings.
I suppose at my age it takes a while to
,ulyust to new things, Remembering your
[rc,ruty and bravery has helped me with-
sl,rrrd thc tortures they have suby'ected me

to, I now qo out to gain my freedon, lf I

fail, then know I held you in my thoughts
to the end."

Red Dragon s story;

"Once when I was younq and my scales

were sleek and smooth, I was appointed
protector of the Crown Jewels. Beautiful
they were, glistening in the torchliglrt,
Many a fasty thief came by to adnire
them, but I always kepf thern safc. Then
the city fell and the jcwels were lost, Since

then I have sought them everywlrere. I am
sure they will turn up, so fhat I can watch
their qlittering beauty aqain. The crcwrr
was the prettiest piece, golden anrl cncrust-

ed with gerns. Ah, such a wondrous tinre,"

"Hcllo, and welcome to Jelekl We have
rccovered so well from the recent war that
we are able to providc you wilh a 51uide
that will bow to your cvcry necd. I le will
direct you to our lnn, whcrc you can rcst in
luxurious peace, and point out the cxciting
new businesses that have lrelped to make

Jelek the most dyranric town in all of
l(rynn, "

He waves ovcr a tall, handsome younq
man, "This is Skyla," he says, "He willbe
your escort for the duration of your stay in
Jelek,"

"Listen, l've been following you for
some time now. That Skyla character is the
leader of a faction of guards that has taken
over the city, He looks stupid, but don't let
that foolyou, He knows exactly what he
looks like, and he knows how to use it to
his advantage.



"He takes his orders from Sir Lebaum,

Lebaum took over about a week ago, lt
was slow and insidious how he did it, No
word got out at alland, initially, there was
lots of business for our shops, Everyone

was happy, Except that now hei cut offall
contact with the outside. Anyone that
comes in here either joins the guards or is

killed, as you almost were,

"Theres another disturbing thing. l've
done some digging around and nobody
has even seen this Sir Lebaum character,

Most people have never even heard of
him, There was a l(night of Solamnia of
that name that was corrupted by Takhisis

many, many years ago but legend has it
that he died-honibly, they say.

"l'd like to get into the graveyard and
examine his office. Are you willing to go

with rnei"

' ' 'l
Message on body of Prison Lord:

It has come to my attention that the
bodies we receive here in Sanction from
your prisons are in a highly deteriorated

condition. We realize that information
must be gained by torture and that it is a

usefulway to relax, but I would prefer it if
a majority of the bones remained
uncrushed, I will not repeat this request.

Sir Lebaum

I want you to find the adventurers and
put them out of our misery, They have
served their purpose, now l'm afraid they
may find some way to get word to the
qood armies, Eliminate that threat.

Message from assassins, The paper

reads:

We have contacted a traitor at the rene-
gade ogres' base, We can slip in unob-
served and slay the renegade leaders, lf we
are not successful, beware, Our spy tells us

that the renegades might try to ally with
the forces of good. Their knowledge of
l(ernen makes them dangerous.

A rough map is drawn on the back.

Sir l(arlthen speaks, "The Solamnic
Cavalry is already on the march. lt will
not be too long until these first units have
arrived in the area, We must have infor-
mation on the enemy strengths and weak-
nesses soon, The Solamnic force will be

small and an ambush could cause them
problems,"

Gargath I

I Outposl

I Jelek

0gre
Baset

WANTED: Soldiers to waqe the battle
,rrl,rirrst the Solamnic usuryers of
l,.liYNN, 5 steel pieces when you sign up

,rrrtl a quaranteed 2 steel pieces a week
rrrrlil tlre end of the engaqement, See the
rt'e r uitinq officer at the Southern Sanction
lrrn for details,

l)ruconiansl

l'rn afraid that the book that we spent so

nruch effort in obtaining has turned out to
lrt' cvcn more impodant than we thouehtl
Nol only are we qoing to be able to create

rrrort- Draconians without usinq eggs, but
rl h.rs tauqht us how to use the dragon orb
Id 111,';,a our existing Dmconians even
nx)rc powerful! The Plan proceeds!

l)cath to Solamnial

The ogres lead you along a twisting cor-

ridor, Thcy assure you that the passage is

completely unknown. Qravnak whispers
for you to be ready, He pulls a lever; but
instead of the wall openinq, the floor drops

out from beneath you, Myrtani appears

next to Qravnak and both beqin to lauqh.

"l was with the patrol that followcd
Caramon in here, We ran into troublc
almost irnmediately, We wcre not rcally
expectinq much opposition but,.,Wc wcre
ambushed by a large force of hobqoblins
and draconians, I was knocked out by a

blow to the head early in the battlc, I

awoke in a dark corne; alone, lt took mc a

while to get rny bearinqs but I finally went
out in search of my companions. I ovcr-
heard from passing patrols that evcrybody
except Caramon was killed,

You must hclp mc find Caranron. I le
must not bc allowcd to fall into thc hands
of thc lcaders of this band,"

As thc Vampirc rlrasps thc piccc of or-b

a deep trcnrbling shakes his beingl Blood
bcgins to run from his eyes and ears as a

high kecning sountl forces your parly to
hold thcir hcads in anguish, The Vampire
is dcsperatcly trying to rid himself of the
glass objcct, lt will not leave his handl
Old Rinrshanks' spell of permanent
binding is working!



WEARYTMVELERSI Come to the
best accommodations on I(RYNNI The
SOUTHERN SANCTION INN is open
for your business. We are located in the

southeast corner of the city.

THE DMqON'S CURSE is open for
business in the middle of Sanction, We
have the best selection of drinks since lstar
sank beneath the sea. Non-humans wel-
comel

rFYOU qOTTHE MONEY
wE'vE qoT WHAT YOU WANT!
While our inventory had been decimated
by the recent wa[ we are again open and
offering the finest in magical items avail-
able, As always, if we don't have it, we
will find it, or make it. Allwe need is time

,and money. qUSMARI<EN'S MAqIC
SHOP, Located in the eastem-central area

of the city, We are the first door to the
right, heading north from the inn.

THE SHARPE'I-, MO'I DURABLE
WEAPONS MONEY CAN BVYI
Come to our smithy, located just nodh of
the Southern Sanction lnn, and peruse our
fine selection of blades, armot anows,
darts and anything else you could possibly

need to equip your party, REASONABLE
RATES!

50, YOU THINK YOU'VE
EARNEDTHE TqHTTO
ADVANCE TO THE NEXI LEVELI
Horgathindorn s Training Hall has
worked with the best! Come see us in the
Northeast Corner and see if you've got

what it takesl

"Listen, l've been following you for some

time, You need to get to Jelek as quickly as

possible, There are rumors that Sir l(arl is
about to attack the town in order to get at

the last Dragonlance that remains in our
hands. Once you arrive, a resistance

worker willjoin your group as an escort.

Jelek has become prosperous lately and they
are requiring all visitors to be escorted

through the town, The stated reason is to

show new visitors around the town, the

real reason is to keep an eye on all new-
comers and prevent anyone frorn qetting

into the graveyard, Our mani name is

Skyla, as soon as you anive he will be able

to join your group and help you find the

Dragonlance that the castellan hid,"

Myrtani is gathering his forces in secret

areas around Sanction, We won't be ready

for a few weeks yet, My minions have

started gathering materials for my use,

Several qraveyards have been looted

already. Many of them have left the open
grave sites unfilled, I suppose it can't be

helped, Stupidity has always been our
most danqerous enemy.

Myrtani has found a Dragonlancel I

urged him to give it to his strongest

warrior but l'm afraid that the draconian

doesn't trust anyone who could hold that
much power, Foolish, Hes going to hide it
away somewhere in Sanction,

2td'.f loor
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'After the battle I was taken to see a

;,owerful cleric, He laughed at my defeat,

I hcy led me to some doors that glowed in
lhc darkness, opened them with a key that
lrr pulled from his robes, and took me to a
,i,rrk temple, I saw a bronze dragon egg on
lhc altarl He told me that they were going
Io start the conuptions againl Then he had
lrs minions beat me,

' I woke up here. lf it hadn't of been for
llrc treachery ofa dark ell and a sneak
,rll,rck from behind, they never would
lr,rvc captured me," He pauses. "l'm sorry
Ior rny rnen." he says, 'They had no idea
rvlr,rl we were getting into, l(rynn s blood,

-t r
Entrafce

-til,j[oor

l}tft g[oor llt[t f [oornn

I didn't know either. We were unprepared
for the extent of the evil forces.

"The ambush was a complete surprise."

Tanis s tale:
"l had heard of slaves being taken in the

area, so I disguised myself and ananged to
be captured. I have just managed to free

the slaves here, but more are held to the
south. I will organize the slaves here
while you free the others, Then we will
anange a diversion to allow the slaves a
chance to escape,"

5tfi ffoor 6tfi'ffoor

9tfi ffoor



"l am the only one left from the ambush,

I was knocked out early in the combat, By
the time I came to, the enemy was gone,

Caramon is dead, I figure that they must
have ganged up on him first, His was the
only body left behind. You don't want to

know what condition they left him in,
Evidently they wanted to leave a waming
to anyone who comes after hirn. lt was
awful. I laid him out as best I could and
have been working my way out of Throtl,
We must get back and warn the Outpostl

"l don't understand how they could have

known that we were coming. The ambush

was obviously well planned, They knew
exactly who was with us and exactly how
to counter any attack we could musten"

' : .- .:'

...friend has many objects of value for
sale.,.

..,great frog collcction! I 1,.,

.,.sword that seems to be magical, at

least undead creatures are afraid of it,.,

,..many potions for sale,.,

..,information about the incidents of
undead and draconian incursions in the

area,.,

,.,a beautiful daughter.,,

I '. .::j' ":)
Base Commander's papers. You find:

A list of orders authorizinq an attack on

the knight s outpost.

A supply [ist, consisting mostly of
implements of torture signed by someone

known as the Prison Lord.

The final page is an order to turn all
slain prisoners over to a Sir Lebaum,

"Now what do you know about that!
They say that a real draqonlance has been
found in the hills to the east, lt also canies

an enchantment that will force any draqon

to your will if you but wound the beast,"

Qravnak s story about the Quardian;
'The oldest rulers of Kernen ordered the

cityi mages to create a deadly guardian for
their castle, How they did it no one

knows, but the maqicians gave this thing to
the king, Over the years it became unruly
and was locked in the vaults below this

building. We know of no way to harm it
or chase it back to the vaults where it was
kept, Allwe know is that an ancient tome
in the library contains a recipe for a salve

that will protect the wearer from the
guardian s deadly bolh. You must construct

this salve in the alchemist s study before
you can succeed in passing the guardian."

A few days after that, Stage fhrce will
begin, We have taken the pieces of the

dragon orb that the kender shattered and
have placed them in strategic spots all
around Sanction, Raistlin s researches has

determined that, under the right conditions,

even a piece ofthe draqon orb can act as a

powerful lure for dragons. Furthermore,

each piece can be tuned to a particular type

of draqon, He has been lost to us since the

War; but his dark elf assistant has manaqed

to create the spell out of Raistlin's notes.

With our captured Dragonlances, we will
destroy all the good dragons that remain in
l(rynn, and our finalvictory will then be

all but assured.

5ol At [ast, you've come to rescue me.
\ iru know these things are quite clever.

Nol clcver enough for me of course, l've
lrrsl bccn improving them somewhat,
t )h tlcar. I do hope you didn't come
llrrouqh frorn the North..,oh, sony.

"l suppose you'[ be wanting to get me
,'Lrl of here now. Oh, there are more peo-

t,l,'back there, Strangbourn is around here
,()nrcwhere. He s lookine for Caramon,

Oh, you want to find him, well thats an

interesting story, you see when we first got

together about two weeks aqo,,,

"Uh, I can hclp, you know. Caramon
was taken somcwlrere south of here, l've
been trying lo rcsct traps in cdsc more

draconians and hotleoblins get here,

"Wry don't wc tcam up, Ol(1"

l-.1

",,. the rninotaurs have refused to come

to our aid, They arc touchy beasts and l'm
afraid that our emissary was lcss lhan
diplomatic, We will attempt to contact

them again but don't count on havinrl
their.,."

The fragment ends,

".,.we have contacted the minotaurs,
They will help us. I must go to Qargath,
It is rurnored thaf there is a dragonlance

stored there, We must secure the keep and
find the treasure room that is hidden there,

The map of the keep slrows those places

where we believe the secret door may be

located, Qive this nrap to your officers
and,,."

The fraqment ends

"The cavernous maw of the great beast

is used as the entrance to the temple, The
dragon s head is being artificially preserved

through magic, We need the dragon s

tangs in order to complete our spell, lf they
can be brought to us we can prevent

draconians from ever, . ,



I Gargath

I outpost 2

I Jeleck

Neraka I

I oulpost3

I Sanction

"l am Angar, one of the real guards of
the outpost, We were overrun about a

week ago by a draconian army. I was
coming in from a patrolwhen I saw them
taking over. They were everywhere ,.,"

He slumps down on the bed, You
notice that he desperately needs food and
rest, but he waves off your help and
continues his story

"l hid and they missed me, but they cap-

tured most of the other quards, They are

being held in the outpost jail, Also, they're
guarding the north side of town heavily, I

think they might have hostages there too,"

'Just before the Temple of Duerghast

was closed, dead bodies were seen being
carried into the arena in the Temple s

northwest corner. There were hundreds of
them. lt has been discovered that the

Death l(night, Sir Lebaum, has taken over
the Temple and has gathered together the
exhumed dead for miles around,

"There is no way that you can qet into
the temple through the front gates, You
must get the Shadowpeople s suppod.

They have tunnels that cross from the

Temple of Huezyd to the Temple of
Duerghast." She pulls ouf an amulet. "This

amulet will let you through a secret door,

The Shadowpeople will find you once you
enter Huenyd."

I lcy, Jorclackl You wanta' play
Itrttiohtl I think we can get at least
Ir'r,o other guys. l'm gonna win those
,lccl pieces back from you."

I vcn qiants are being seen nearer the
,,ulpost, Qlad we have some rangers
,rrrtl dwarves in the company."

l(clrren cdn no longer be approached
,rl .rll, Too many dragons in the air,"

I lcy, Jorclackl What in blazes were
y()u doing up in the slum areal You
rrrtrbin' shoulders with the local
,,r ttnrl"

I lrcre are secret doors that lead into
llrc old entrance to the keep. The
I )r,rconians have built up around the
( r)lr(rnce in order to prevent people
lrorn qetting into it."

I hc Castellan of Qargath was
rrrrnored to be holding a dragonlance
n) ()r)e of his treasure rooms. Wth it
\'\/c can prevail against the evil
r I t,tslot1s,"

.

I lt'rc's a drink to all the knights
l,trrit'tl in Jelek's graveyard; may they
r, sl irr peace forever."

"l hear that they're gonna be hiring
mercenaries down in Sanction. I say
we get out of this hick town and go
down to where the realaction is."

"Shange how'those folks in Jelek
fooled us so well. Evilhas always
been skilled at duplicity."

"l hear that Sanction is slowly being
infested with Ogres, Minotaurs and
Draconians. The Temple of Duerghast
is even showing signs of life. lt would
be an dark day indeed if that place
comes back,"

"lt's good to see thatJelek is holding
aqainst the tide of evil."



(l1

"We've been finding lots of emptied
graves. Someone is collecting bodies."

, i,t, ,

t.,

"With Sir Dargaard's treasure rescued,
we are sure to push the draconians
back."

, ., t;'.,-l';i, 
'i:i:t' 

.

"Those blasted Minotaurs have taken
over the entire western section of
town! The docks are almost com-
pletely under their control. Those that
aren't are the pleasure boat docks that
don't have any warehouses. How am
I supposed to get my lumber into the
city if I can't use the portl Things are
going from bad to worse down here. I

should have stayed in Jelek."

, '"i,.t lr.'l'r,: i, , ..- 
.

"Enemy scouts have been patrolling
closer to the outposts, They'll be on
the run when the qood armies qet

there."

..:. t' ;,,.|:,i:",,'r t"l,',.. ''t.''

"Now lissen here, yer Red Dragon is
by far the best at nose-to-nose, claw-
to-claw fightin'. But for breathin',
gimme a green any day."

t<]V'i-- ": 
t'r,,'..t ',,,,

"A young woman has her eye on Sir
l(arl. lts making him uncomfortable."

-'- ,,lii;::'' | :'a:'i\, .)

"Maya's on the warpath, she's always
been sweet on Sir l(arl."

.,,-'.

"Draconians have been seen nedr
Throtl. Things are heating up,"

"...There's something weird going on
here. My son was saying that he saw
a zombie. I told him he was
crazy...but I don't know, he's not
usually given to making up stories..."

, , ; ,-.:. :i,. ,: ,.1'. lr: .:,. 
L

".,.so I was sayin', why we gotta do
all this stuffl Why don't we just go

down there and take tlre thingl And
you know what, that's exactly what
we did. That Lance is ours! Of course,
my officer took all the credit for him-
self. Cretin, He couldn't hold the dull
end of a sword if he didn't have us to
teach him.,."

"Throtl is starting to crawlwith
monsters, Some of our scouts have
been harassed."

"lts been too quiet for too long.
Something's got to happen soon,"

- i '':' ' '- l. : '.).1'.

"Scouts are startinq to report evil forces
on the march everywhere,"

r . , -: I 
-il 

:.'l;: .1.-,

"Enemy patrols hold most of the cities
in the area, Hope the army gets here
soon. lt's galling to let them operate so

openly."

.. ! \.1.._ t ,lt:.,:,,, ...'

"lt's a shame that people on our side
could just abandon the slaves that
way"'

,, ll ii.irr )J'i"

I lrc slaughtered wagon train was
r,rrryirrrl a magic tome, Perhaps it held
llrt' st'cret of the comtption process."

',lat':..,1;:l

I lrc cvil forces have dragon eggs,
\ Vc can look forward to more
,lr,rcorrians if they can rediscover the
r o1Illpf igp process,"

'I 
1:";;;i;11 

(,')t';;

( )rrcc the annies are here, we will
',w('cp the area clean of evil for the
lrrr.rl time."

,: ,,,1',ili;: .it)
I lhouqht that the good armies had

,1, slroycd the Draconiansl Well it just
,,()('s lo show you can't trust anyone
,rryr))ore, Where are the Solamnic
I rrrr.1hls nowl Why weren't they
lr, r,'wl)en those foulreptiles took
,\(t()Urtown."

tolIt
"...1 tellyou that grave was breathin'l
The dirt was risin' up and down, just
like it was takin' in air, I lit outa there
as fast as these stumpy legs could
carry me,.,"

.',,i,i'.:a:.',I Io:l'::,l;r
".,. a silver dragon! They say they
loved each other but how do you
figurel What can a man and a dragon
dol I don't know. I got sick and tired
of all the moping about."
"lt's a shame about Sir lGrl though.
They say he was killed up north
somewhere. He was an Ol( guy.
Treated you right."



"We got the fires out, but the enemy
escaped with Sir l(arl, Those Auraks
can control the rninds of our touqhest
people."

"Nothing's been seen in Throtl for
months, The place is boring."

"Annoying guidcs thcy qivc you in
Jelek, but I suppose they can't be too
careful."

"A moment of silence for Sir l(arl, a

brave l(night of the Rose, He truly
followed the Oath and the Measure."

"The draconiarrs were led by an
Aurak, They're very deadly,"

"l wonder if they could have saved Sir
l(arl's life if they tried harder."

"l tell you I saw dragons! They were
flying around the top of the keepl
Black ones they were. Except for one
real big one, I think it was a red."

"Don't drink the beer. The bartender
washes his feet in it."

"No, he never cafile back. He was on
a boat that went out onto the Blood
Sea of lstar and never came back,
Somebody said they actually went
down tlre Maelstrom...but tlrat's
crazy, nobody would sail close to that
thing.,,anyway I lraven't been able..,"

"What ever happened to that
Dragonlance that the Castellan lrad
during the last warl I know for a fact
that it was never returned to the good
annies. Blast it man, I was witlr the
Castellan's annorel all of the
weapons went through us and that
Draqonlance w.ls never returnedl"

"The enemy's rear quarcl was seen

heading south. Too bad most of us are
stuck guarding this outpost, wc could
chase them down in a few days,"

"Qareath is crawling with evil forces,
Hopefully Caramon can raise tlrc
armies quickly,"

"l've lreard they ignored 5ir l(arl's last
wish and let the slaves fend for them-
se lves,"

"lt was the strangest thinq. I was
walking past the old building by the
graveyard, you know, the one with
no door on this side, and I was hit by
an incredibly cold wind. You know
how wann it was yesterday. lt only
Irit rne for a second, but it was scary."

I l), ,r ntics will be here soon. This
lrirr, rl will be a quick war, The evil
{',rr r', c.llt't cOfnpete,"

,7t',rh, I went to see the guy, He
u,l lrc didn't need tired old scurnl

I lr, lrlccpard said nobody who lives
rrr 

",rnctiorl 
is good enough for his

'rrny, I lc's sprcad the word that
I,r ol1'qqi.,r.,1 soldiers are needed,
I lrrrrrph. Didn't I fight with Tanis
rrr,l (-.uitlltotr in the last warl ...

' ', ,rrrr, hc said I"

I '., hcard that Caramon has gotten
llr, lrrst elements of the anny on the
,,r,rrtl). l-hey'll soon be here,"

r'\/cly gr?Veyard within a hundred
r rrrlt s of this placc lras been lootcd.
, /r,rvcs lcft open, tolnbs cracked alrd
i,r, rl.r'l). lt's eerie, Funny thing
tlr.rrrll), a lot of the valuable stuff lras
1,, r'rr lcft behind, Weapons and armor
,,,r\ rloltc, but any I'ewe[ry or otlrer
rlr n)S of value that was buried alonq
'' rllr lhcm is still there.

\rrolhcr thing, sorne of these tombs
l,rlrli ,15 if they were opened from the
r t trttlt'.,."

' 
t',rh, Sanction is qonna starl up trade

r , ', r rrr. Me and Lancrent are qonna qo
,1, 

'r.v11 11,.t and start up our lumber
rrrr;ro1l business aqain. The docks are
,' i ,rrrll and open for business."

"Too bad about all tlrose slaves in
Neraka, slauglrtered and hauled off
and enslaved again as undead,"

",..the Slradowpeople are still around,
They say they've got tunnels that run
allaround uncierncath thc city, That
captain that's trying to hire lnercen.lr-
ies is pumpinq peoplc for infonnation
about the Shat'lowpcoplc and tlreir
tunnels, Fle's stupid though. Nobody
finds those tunnels if the Slradow-
people don't want 'cm found-at
least, if they're fountl, nobody rcturns
to tell about it."

"lt was a good thinq tlrey found thc
good dragon eggs in the prison. l've
heard that the good draqons are
heading down because of that."

"That was the draconian leader that
led the attack. He's an Aurak named
Myrtani."

"Who are tlrese quys that have taken
overl I see soldiers with the number
101 tattooed on their arms. What
givesi"

"Those rescued slaves had horrible
stories to tell. We're sure glad they
were lrelped to escape."
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[-irst fl "r:r,,cll Clrr"ir:ili [il:ie$ [r
Bless improves the THAC@ of friendly
characters by I. The bless spell does
not affect characters who are adjacent
to monsters when the spell is cast. This
is a good spell to cast before going into
combat.

Cure Light Wounds heals l-8 HP (up
to the target's normal maximum HP).

Detect Magic indicates which equip-
ment or treasure is magical. View a
character's items or Take treasure
items. Equipment or treasure preceded
by an '.' or a'+' is magical.

Protection from Dvil improves the AC
and saving throws of the target by 2
against evil attackers.

Kesist CoId halves the damage and
improves saving throws vs. cold attacks
by J.

Secor-rrj fl-ev:l Cilericail !ipr,:iis
Find Traps indicates the presence of
traps in the character's path.

flold Person may paralyze targets of
character type (human, etc), goblin or
hobgoblin. You may aim a hold person
spell at up to 5 targets (hold person
target less).

Resist Fire halves the damage and
improves saving throws vs. fire attacks
by 5.

Silence l5' Radius must be cast on a
character or a monster. That character
or monster, and all adjacent to him,
cannot cast spells for the duration ol
the spell.

Slow Poison revives a poisoned
person for the duration of the spell.

Snake Charm paralyzes as many HP

of snakes as the cleric has HP.

Spiritual llarnmer creates a temporary
magic hammer that is automatically
Readied. It can strike at range and does
normal hammer damage.

ii Iurrii i"n el illeric;rl l,:r.rrll::
Cure Blindness removes the effect of
the Cause Blindness spell.

Cure Disease removes the efflects of
disease caused by some monsters or
caused by a Cause Disease spell.

Dispel Magic removes the effects of
spells that do not have specific counter
spells. This is a recuperation spell for
any of the party that has been held,
slowed or made nauseous.

Prayer improves the THACO and saving
throws of friendly characters by I and
reduces the TI-IACO and saving throw of
monsters by L This is a good spell to
cast before going into combat.

Remove Curse removes the effects of
a Bestow Curse spell and allows the tar-
get to unready cursed magic items.

fljounth i-evell e[crie;rl ir1;ri is'

Cure Serious Wounds heals 5-17
HP (up to the target's normal maxi-
mum HP).

Neutralize Poison revives a poisoned
person.

Protection from Evit lO'Kadius must
be cast on a character or a monster. lt
improves the AC and saving throws of
the target and all adjacent friendly
characters by 2 against evil attackers.

ir ()

"lr< 
hs to Snakes causes snakes to

lr,rr,rrs lhe target. The target is unable
tr r ,rll,r<:li or cast spells for the duration
, ,1 llrc sltcll.

: ' ii"li;1g19 Slerlls
llrrrnilrg Hands causes I HP of fire
r l,rrrr,trlc per level of the caster. There is
rro sirving throw.

( lrirnn Person changes the target's
,rlk'rliance in a combat. It only affects
, lr,rr.rr:ter types (human, etc), goblins or
lrolrtylblins.

l)r'lcct Magic indicates which equip-
rrrlnl ol' treasure is magical. View a
, lr, rr.r<.te r's items or Take treasure
rl' ilIs, f:quipment or treasure preceded
lry,u) '*' or a'+'are magical,

I rrl.rrge makes the target larger and
'.l r ( )n(lcr. The higher the caster's level,
I lr( l;lrger and stronger the target gets.
ll llrc caster is 6th level the target
lr.r ()llt€s as strong as an Ogre. If the
, ,r',lt:r is lOth level the target becomes
,r', slrong as a Fire Ciant. A target can
r rnly be under the effect of I enlarge
',; ,r'll a[ a time. Unwilling targets get a
',,rvirr<1 throw against this effect. The
',1 rcll lvill stay in effect for more than I
r r )nll)at, and should be cast before
, ontl)at.

I ricnds raises the caster's charisma
.' tt l)oints. It is often cast just before
, rn r:r'tcounter.

ttl:r<1ic Missile does 2-5 fP per missile
rL'illr no saving throw. A mage throws I
rrrrssilc at lst-2nd level,2 missiles at

'rrl /tth level, 5 missiles at 5th-6th
l, r'r'1, and 4 missiles at 7th-8th level.
t lri,, spell will damage any target within
rt , r,nr(le unless the target is magic
r, ,r,,l,rrrt or has certain magical
I 'r.lt < lior.l. Casts instantaneously.

Protection from Evil improves the AC
and saving throws of the target by 2
against evil attackers.

Read Magic allows a mage to ready a
scroll and read it. For scrolls, this works
as if they have been identified. A mage
may scribe the spells from a scroll (if
appropriate lor his class and level) after
it has been read.

Shield negates the magic missile spell,
improves the mage's saving throw, and
may increase his AC.

Shocking Grasp does electrical dam-
age of I -8 HP, + I HP per level of caster.

Sleep puts l-16 targets to sleep with
no saving throw. Up to sixteen I hit'die
targets are affected. One 4 hit-die target
is affected. Targets ol 5 or more hit-
dice are unaffected.

5rtf(.): iqil $-r:ve{ &4u,,,,, Speili;
Detect Invisibility allows the target to
spot invisible targets.

Invisibility makes the target invisible.
The THACO of melee attacks against
invisible targets is reduced by 4. It is
impossible to aim ranged attacks at
invisible targets. Invisibility is dispelled
when the target attacks or casts a spell.

Knock is used to open locks. It can be
cast from the door-opening menu if the
active character has a memorized
knock spell.

Mirror Image creates I -4 illusionary
duplicates ol the mage. A duplicate
disappears when it is attacked.

Ray of Enfeeblement reduces the
target's strength by 25o/o + 2010 per level
of the caster.



Stinking Cloud paralyzes those in its
area for 2-5 rounds. If the target saves,
it is not paralyzed, but is nauseous and
has its AC reduced for 2 rounds. This
spell has a very short range and care
should be taken to avoid including
party members in the cloud.

Strength raises the target's strength by
l-8 points, depending on the class of
the target.

Blink protects the mage. The mage
'blinks out' after he acts each round.
The mage may be physically attacked
before he acts each round, but he may
not be physically attacked after he acts.

Dispel Magic removes the effects of
spells that do not have specific counter
spells.

Fireball does I d6 HP per level of the
caster to all targets within its area. lf
the target makes its saving throw, the
damage is halved. A fireball has a2
square radius outdoors and a J square
radius indoors. Fireball is a slow-casting
spell and the spell's power demands
that you target carefully. Otherwise, you
may inadvertently destroy party
characters. When indoors, the only safe
area on the screen at the time you
target the spells are the squares in each
corner of the screen and the squares
directly above and below these corner
squares. Be sure to center to determine
who will be in the area of effect.

llaste doubles the target's movement
and number of melee attacks per
round. Haste has a shorl duration and
you should wait untila fight is immi-
nent to cast it. Warning: each time a
haste spell is cast on a character, that
character ages one year.

Ilold Person may paralyze targets of
character type (human, etc), goblin or
hobgoblin. You may aim a hold person
spelt at up to 4 targets (Exit to target
less).

lnvisibility, I O' Radius malies all
targets adjacent to the caster invisible.
The THACO of melee attacks against
invisible targets is reduced by 4. It is
impossible to aim ranged attacks at
invisible targets. Use this spell to set up
a battle line while the bad guys seek
you out. Characters lose invisibility if
they do anything but move. Some
monsters can see invisible creatures.

Lightning Bolt does I dO I-lP per level
of the caster to targets along its path.
If the target makes its saving throw, the
damage is halved. A lightning bolt is 4
or 8 squares long in a line away from
the caster. For best results, move the
spell caster to send the bolt down a
row of opponents. It will attacli all
opponents along the line rvithin its
range. Target the first creature in the
row (closest to caster). Lightning bolts
will reflect off walls back toward the
spell caster. This permits targets
adjacent or close to a wall to be hit
twice by the same bolt. Be careful the
caster isn't hit by the reflected bolt.

Protection from Evil, l0'Radius pro-
tects the target and all characters adja-
cent to the target. The spell improves
the AC and saving throws ol those it
protects by 2 against evil attackers.

t'r olr'<.tiorr flom Normal Missiles
r r, rl\, \ thc target immune to non-
rrr. r, 1ir ,ll rttisSiles.

"krrv 
,tllr:cts I target per level of caster.

llr, spr:ll halves the target's movement
,rrrrl 1111111[s;of melee attacks per
r()un(1. Slow can be used to negate a
Ir,rrlc sltell. This spell is useful against
,rrv lti(llt-damage creature. Only affects
l lr, si<lc opposing the spell caster.

( h.rrrn Monster changes the target's
rll.r{iirrrce in combat. It will work on
rrrl' living creature. The spell affects 2-8
l ,l l('vcl targets, l-4 2ndlevel targets,
t ' rrtl-level targets, or I target of 4th-
l,\(lot'above.

t orrklsion affects 2- l6 targets. Each
I rrrlr'l rnust make a saving throw each
r' rln(l ol"stand confused, become
, r rr . u lcd, flee in terror or go berserk.
t ,rrlrrsion is most effective when used

1, 1, rirrst ? large number of enemies.

lrirncnsion Door allows the mage to
tr lr lx)l-t himself to another point on the
I ,, rllk:f ield within his line of sight and
I lr, r,111gs of the spell. Mages can use it
lr r1 1111iqfi escapes. Fighter/mages use
I lrr "l)66y" to reach the opposition's
r( ,rl ;ll'ea.

Fear causes all within its area to flee.

Fire Shield protects the mage so that
any creature who hits the mage in
melee does normal damage, but takes
twice that damage in return. The shield
may be attuned to heat attacks or cold
attacks. The mage takes half damage
(no damage if he makes his saving
throw) and has his saving throw against
the opposite lorm of attack improved
by 2. He takes double damage from the
form of attack the shield is attuned to.

Fumble causes the target to be unable
to move or attack. If the target makes
his saving throw, he is alfected by a
slow spell.

Ice Storm does 5-30 HP to all targets
within its area. There is no saving
throw. This spell will inflict damage on
opponents protected by Minor Clobes
of Invulnerability.

Minor Globe of Invulnerability pro-
tects the caster from incoming first,
second, or thirdlevel spells. The Clobe
is very effective when used in combina-
tion with fire Shield.

Remove Curse removes the effects of
a Bestow Curse spell and allows the
target to unready cursed magic items.



CHAKTS
Spell Parameters List
This is a listing of spells available to player characters as they gain in level.
The following are abbreviations used in the list:

l:i;ie !ls
SPETI I{AIIIE W{El{ AREA DURATIllIIIfltl

tt

ttw
lt

W

ilw
W

IrW

Iw
lr

W

IYPE

il\^/

lt

Ir

lr

W

ilw
lt

l tpE

lt

ilw
l1

W

lt

tt\/V

ll

TYPE

lr

lr

rr\.4/

ilW

Burning Hands

Charm Person

Detect Magic

Enlarge

Friends Camp

l\4agic Missile Cmbt

Protection from Evil Both

Read Magic Camp

Shield Both

Shockinq Grasp Cmbt

Cmbt

Cmbt

Both

Both

T

12

0

.5/lvl

0

6+lvl

T

0

0

T

3+lvl

RAl{GE

2rllul
1t/lvl

1ilIv1Gmbt = Combat only spell

Gamp = gspp only spell

Both = Camp or Combat spell

T = Touch Range

dia = diameter

rad = radius

All = All characters in combat

1st-Level Clerical Spells
SPEtt TAME

r = combat rounds

t = turns

flvl = per level ol caster

tatgets = aim at each target

R = Red Mage Spell

W = White Mage Spell

Ail

1- 16Cmbl

2rllul

2rllvl

5rllvl

Sleep

:r'iritie . pells
SPEtt I{AME WHEII

5rllvl

DURATIltI{
ItuRAfl0l{

Bless

Cure Light Wounds

DetectMagic

Protection from Evil

Resist Cold

2nd-Level Clerical Spells
sPEtt ilAitE

Both

Both

Both

Both

Both

6

T

J

T

T

5 dia

AREA

6r

1t

3rllvl

lVlvl

IIURATIlllI

Detect lnvisibility

lnvisibi lity

Knock

Minor lmage

Ray of Enleeblement

Stinking Cloud

Strength

,T;rare $pells
SPEII.IIAME

Both

Both

Camp

Both

Cmbt

Cmbt

Camp

WHElI

lvl

T

6

0

1+.25llvl
a
J

T

RAIIGE

5/lvl

2rllul
1rllvl

1/lvl
6Vlvl

DUBATIOT

Ail

I

lvl

1

1

2x2

1

WHEII RAIIGE

Find Traps

Hold Person

Resist Firc

Silence l5'Radius

Slow Poison

Snake Charm

Spiritual Hammer

3rd-Level Clerical Spells
SPEtt I{AIIIE

Camp

Cmbt

Both

Cmbt

Camp

Cmbt

Cmbt

WHEII

J

6

T

12

T
D

3

1

1 -3 targets

1

3 dia

1

Ail

1

ABEA

3t

4r+lvl

1t/lvl

2rllul
't hour/lvl

5-8r

1rllvl

I'URATIllI{

0

12

10+lvl

6

12

T

4+llul

T

T

9+lvl

RAIIGE

1

3x3

2rad
5 dia

1-4

2 dia

2 dia

1

5 dia

AREA

'lrllvl

3r+lvl

2rllul

Blink Both

Dispel Magic Cmbl

Fireball Cmbt

Haste Both

Hold Person Cmbt

lnvisibilityl0'Radius Both

Lightning Bolt Cmbt

Cure Blindness

Cure Disease

DispelMagic

Prayer

Remove Curse

4th-Level Glerical Spells
SPEI.I.I{AME

T

T

6

0

T

Both

Camp

Cmbt

Both

Both

1

l
3x3

3 dia

1

AREA

1 r/lvl

DURATIOII

Protection from

Evil l0'Rad

Protection from

Normal Missile

Slow

' fJlagge $pells
SPEtt iIAME

Both

Both

Cmbt

WHEI{

2rllul

lVlvl
3r+lvl

IIURATIllII

Cure Serious Wounds

Neutralize Poison

Protection from

Evil 10' Radius

Sticks to Snakes

Both

Camp

Both

Cmbt

T

T

T

3

1

'l

2dia
1

lVlvl
1 r/lvl

Cmbl

Cmbl

Cmbl

Cmbl

Both

Cmbl

Cmbl

b

12

0

0

0

lvl

lvl

Charm Monsler

Confusion

Dimension Door

Fear

Fire Shield

Fumble

lce Storm

Min Globe of

lnvul nerabi I ity

Remove Curse

l+
2-16 2r+lvl

l
6x3 cone 1 r/lvl

1 2r+lvl

1 1 r/lvl

5 dia

1 lrllvl
1

0

T

Both

Both
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Armor List
WEIGHT

ABMOR TYPE 11{ SP
MAXIMUM
MOVEMEI{T-

Constitution Table
A8I[ITY
SCllRE

BESURRECTIOII
sunvtvAt

HIT POIlIT
AOJUSTIIIIEIIT

: iLhility Adjustments
THACO
B0ltus

WEIGHT
ALI0UTAI|GE (tX STEET PTECES)

None

Shield, Small#

Leather

Ring

Scale

Chain

Banded

Plate

12 squares

9 squares

6 squares

9 squares

9 squares

6 squares

t
-1

-1

-1

0

0

0

0

0

0

0

0

+.1

+2

+2 (+3).

+2 (+4\.

0 10

509
508
250 7

400 6

300 5

350 4

450 3

ABITITY
SCllRE

Fighter any

Ranger any

Knight any

Mage none

Thief leather

-A 
cnaracter carrying many objects, including a large

number ol coins, can be limited in movement to a maxi-
mum ol 3 squares per turn,

#A Shield subtracts 1 AC from any armor its used with.

Armor and Weapons Permitted by
Character Class
CLASS MAXARMllR SHIETO WEAPOI{S

club, flail,
hammer, mace,

staff, stafl, slinq

any any

any any

any any

none dagger, dart, staff

none club, dagger, dart,

sling, short bow,

one-handed

swords

Cleric's Wisdom Bonus Table
BOI{US SPETIS PER tEVEt
1234

+i
+1 +l

Note lhat these bonus spells are only available when the
clcric is cntitled to spells ol the applicable level. Thus a
Olh-level cleric wilh a Wisdom ol 18 can memorize the
Iollowing spells:

I{UMBER OF SPETI.S PEB TEVET

12345
6th-Levcl Cleric of
Good with 18 Wisdom 5 5 3

J

4

5

6

7

8
0

10

11

12

13

14

15

t6
17

1B

- 
Bonus applies only to lighters; all other classes may

be given a maximum hit point bonus adjustment for cbn-
stitution o{ +2.

Dexterity Tahle

t

-2

-1

normal

normal

normal

n0fmal

normal

+t

+l
+l
+2

+2

+2

+3

I I r(',ir) ltonuses available t0 fighter classes only.

ri llhiiity Scores hy Raee
Ailil.rTY SC0BE STR.

40o/o

45%

50%
EEO/JJ lO

60%

65%

70o/"

750k
on0/ou /0

oEo/0J /0

90%

92%

940/"

96%

98%

100%

8

I
8

8

-3
,)

1

0

0

0

0

0

0

0

0

0

0

+l

+l
+J

+1

+t
+2 +l
+2 +2

+l +l
+2 +2

^fliltYil:ilil1.

I

1,,

l, i
ll,l
til ll
t.'t,l
r,|5
llt
l/
llr
^llyO1-50
' ill/ri1 -/5
'il|//0-90

I lr/{) 1 -99

'liv00

DAMAGE
ADJUSTMEIIT

-1

-1

n0ne

n0ne

n0ne

n0ne

n0ne

+1

+l
+2

+3

+3

+4

+5

+6

-350

-250
,150

normal

n0rmal

+1 00

+200

+350

+500

+750

+1,000

+1,250

+1,500

+2,000

+3,000

REACTIOI{/
AC
B0[us

MISSI.E
B0tus

I lrttnrrn

{l r rrr,rlcs)

';tlv,lil0sti Elves

{l rrrrr,rkls)

llrr,rlirrosti Elves

ll r rnrles)

I lrll l)warves

1l lrrrirlcs)

Mrrrrrrlain Dwarves

ll r rrralcs)

I l,rll I lves

(l IrrIrlcs)

hrrrrir;r (Both)

{;lorio

I rrllrlcr

I I il l{lor

lrrtrllrl

M,rr1c

llrrl

3-8 3-B

3-18 3-18

10-18 6-18

10-18 6-18

3-18(00)

3-1 8(50)

3-18(/5)

3-1 6

7-18(75)

3- 16

e-1 8(9e)

3-17

8-1 8(99)

3-17

3-18(e0)

3-17

6-1 6

8-1 I
8-1 B

3-t 8

3-1 B

3-1 8

3-1 I
4-1 8

4-18

6-1 I

6-1 I
6-1 B

3-1 8

3-1 8

3-1 8

3-1 8

3-1 B

3-1 8

3-1 6

3-8

3-1 8

7-19

7-1 I
7-19

7-t 9

3-1 i
a 1a

3-1 /
3-17

b- td

6-1 8

8-1 I

3-1 I
3-1 I
6-1 8

6-1 I
7-18

7-18

14-19

14-19

12-19

12-19

6-1 8

6-1 8

10-18

3-1 I
3-1 8

12-18

12-18

8-1 8

8-1 8

3-12
J- IL

J- tb

3-1 6

3-1 8

3-1 8

6-1 8

3

4

5

6

7

8
o

10

11

12

13

14

15

16

17

t8

+4

+3

+2

+1

0

0

0

0

0

0

0

0

-1

-2
c-J

-4

Ir,4 rxrnrum percentage for 1 B strength for fighter type classes only (fighter, knight, ranger)

' rrr Level Limits lry Race, Class and Prime Requisite
slwAl{ESTt oUAut{ESTt HAIF(;rAss ABtuTy HUitAt{ EwES EwES EwES

MOUIITAII{
OWARVES I(EI{OER

Httt
DU'ARVES

9-12

13

14

15

10

17

1B

88
85
B6
87
No5
Noo
No7
No No

No No

No No

No No

89

8

I
8

B

7

7

7

No

NO

No

NO

o

88
88
88
88
77
77
77
No No

88
B8
88
No9

Any

Str 1 6-
Str 17

Str 18+

Str 16-

Str 17

Str 1 8+

Any

lnt 16-

lnt 1Z

lnt'18

Any

I
B

I
9

I rrlrrr , rrrarked with'No'indicate that class is not available to that race.
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!-eval Ae.flvar"reem nemi 
-fr 

ah[es
(Lvl=Level, XP=Experience Points, HP=Hit Points,
Spl Per Lvl=Spells Per Level)

Fightmr Adllaneement 
-frahir

wL xP HP

!{nieltrts rri ihc itcse Acitransenrent [ahie
SPT PER tvt

HP 12 3 /t

4

5

o

7

B

27,000-59,999 5d10

66,000-124,999 6d10

125,000-r99,000 7d10

200,000-424,000 8d10

425,000+ 9d10

1

2

21

T [ii*{ lldvane anient Tahle
tvt XP HP

iii iqdv;r['icetnent Taille
SPL PER tvt

HP 123 4

Ch:rc:; arf ltle utrniiiy ]\rlvancel"nemt [able
SPL PEB tVT

HP 12 3 4wt xP IYI XP wt xP

1 0-2,000

2 2,001-4,000

3 4,001-8,000

4 8 001-18,000

5 18,001-35,000

6 35,001-70,000

7 70,001"125,0m

B 125,001+

2 000-3,999

4,000-7,499

/ 500-15,249

r5 250-24,999

25 000,39,999

40 000-89,999

90,000-1 59,s99

I 60,000+

r;? $-i-st

1 1,500-2,999

2 3,000-5,999

3 6,00012,999
4 13,000-27,499

5 27,500-54,999

6 55,000-109 999

7 110,000-224,999

8 225,000+

2

21
Jal
422
432
4321
4 4 3 1

443 2

1d1 0

2d1 0

3d10

4d1 0

5d'10

6d1 0

7dl0
8d1 0

I

I

.l

fr

lr

I

1d8

2d8

3d8

4d8

5d8

6d8

7d8

8d8

2d8 1

3d8 2

4d8 21
5d8 22
6d8 331
7d8 332
8d8 332 1

9d8 3332
1

2

3

4

5

o

7

8

I

0-1,250

1,251-2,500

2,501-5,000

5,001-10,000

10,001-20,000 5d6

20,001-42,500 6d6

42,501-70,000 7d6

70,00'l-t 1 0,000 8d6

110,fi11+ 9d6

Axo, I land

ll,l,l,ird Sword

I l; rll lrlaxe

llrrr;trl Sword
(iIttt

I ),lrl(li)r

l)irrl

ll,rrl

llitllrurd+

lIropak (Melee)

I Irrpak (lt4issile)

I l,rrrrrtter

,lirvcl in

lrrrrq Sword

M;r;c

It/rrrning Star

I'ir:k, lVilitary

l'rkc, Awl+
(lr rarterstaff

lilirnitar

lilrort Sword

l ;l )0ar

lwo-Handed Sword

I rrrrq Bow..
lilrort Bow..
: ilin(l

iil,rlf Sling

r I'rrlttarm

1d6

2d6

3d6

4d6
Fia mqer Adwaricenremt TalrIc
tVL XP HP

1

2

J

4

5

6

7

0-2,250

2,251-4,500

4,501-10,000

10,001-20 000

20,001-40,000

40,0001 -90,000

90,000+

Knights of the Cr,rivm Atlvance:"rellt lirhh:
tut XP HP

2d10

3d1 0

4d1 0

5d1 0

6d10

7d1 0

8d10

9d1 0

Kniqhts ol the $v,rorrl ftdvnricenient Tahls
SPt PER tvt

HP 12 3 4

4d10

5d1 0

6d1 0

/d] 0

8d10

9d1 0

White $lohe Arlvancemeni Tahlr;
sPt PER wL

wt xP HP ,1,2.3 4

1

2

3

2,500-4,99S

5,000-9,999

10,000-'t9,999

1

2

21
4 20,000-37,999

5 38,000-54,999

6 55,000-99,999

7 1m,000-199,999

8 200,000+

OAMAGE VS.

MAII SIZED

DiIAGE VS.
TARGERTI{AII

MAil S|ZE0

I{UMBER

llF HA]IDS ctAss
2d8

3d8

4d8

5d8

6d8

7d8

8d8

1-6

a-o

1-8
ooa-o
'1-6

1-4

1-3

L-t

1-10

3-8

2-5
OE

1{
1-8

t"t
2-8
2-5

1-6
'l-6

1-8

1-6

t-b

1-10

1-6

1-6

2-5

2-8

1-4

2-16

1-8

2-7

1,3

I-J

1-2

2-8

2-12

3-6

2-7

1-4

1-6

1-12

1-6
n7

1-4

1-12

1{
1-8

1-8

1-8

3-18

1-6

1*6

3-9

f,rh

f,cl,th

f,mu,th

f,mu,th

f,cl

f
.special

1 2,500-4,999

2 5,000- 9,999

3 10,000-1s,499

4 18,500-36,999

5 37,000-85,999

6 85,000t39,999

7 140,000-219,999

8 220,000+

1d4

2d4

3d4

4d4

5d4

6d4

7d4

8d4

t,th

f,th

f,cl

1d4 1

2d4 2

3d4 21
4d4 32 1

5d4 43 1

6d4 432
7d4 4321
8d4 4332

1

2

3

4
R

6

7

I

JL

421
422
4321
433 2

2

2

L

1

1

'1

1

1

1

1

Z

2

2

2

1

2

I,cl

I

f,th

f,ci

f,cl,mu

f,th

f,th

Re d ffiuhe Acivancement Tablc

wt xP

SPt PER tV[
12 3 4

wt xP

2,50tr4,999

5,000-9,999

10,00&17,999

1 8,000-35,999

36,000-49,999

50,000-89,999

90,000-1 79,999

1 80,000+

3 12,000-23,999

4 24,000-44,999

5 45,000-94,999

6 95,000-174,999

7 175,000-349,999

8 350,000+

1

2

21
I lIly ilsable by Kender (of any class).
'Mrrsl have ready arrows to fire. Two attacks per round

I hrllrlrlr, cl=cleric, mu=mage
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Ability Scores. These are numbers
that describe the attributes of the
characters. There are six ability scores:
Strength, Intelligence, Wisdom,
Dexterity, Constitution, and Charisma.

Adventurer. This is a term for one of
the characters you play in this game.

Alignment. This is the basic philosophy
of a character. See Alignment in the
Character Classes section.

Armor Ctass (AC). This is a rating of
hol difficult a target is to damage.
The lower the AC number the more
difficult it is to hit.

Character. This is another name for
one of the persons you play in the
game. A party consists of several
characters.

Class. This is a character's occupation.
For example mage, fighter or cleric are
classes.

Command. A one or two-word option
in a menu. Activating that command
allows you either to view another menu
or have your characters perform an
action.

Encounter. This is what happens when
a party meets a monster. You are given
a menu of choices of how you want to
handle the situation.

Dnter. The act of giving a command to
the computer. How this is done varies
depending on the computer.

Experience Points (XP). Every
encounter the characters have yields
experience points lor every character
depending on how successful the
encounter was for the party. A character
who gains enough XP can advance a
level.

Facing. In combat, a character faces a
certain direction. An attacli lrom the
direction he is not lacing has a greater
chance of doing damage. A character
will always face an opponerrt il he has
only one opponent.

Grimoire (Spell Book). The book a
magic-user carries his spells in. lf he
doesn't have a magic book, hc has no
spells to memorize.

IIit Points (IlP). This is a rncasure of
how healthy a character is. Darnage
from weapons subtracts hit 1>oints lrom
the character's total. When hc has lost
all of his hit points, he is uncorrscious
and dying. If his wounds are bound by
another party member, he is sirnply
unconscious.

Icon. This is the small picturc o[ a

monster or a character seen in the
initial stages of an encounte r arrd
during combat. Character icons can be
altered using the Alter comrnand in the
Camp Menu.

lnitiative. This is a senri-randorn
determination of lvhich character in a
combat acts first. The characters with
higher dexterities have a better chance
for a higher initiative.

Level. This describes the power of a
number of dillerent items, The power
ol characters, dungeons, monsters, and
spells are all described with levels.

r tr,uacter Level. This is a deternti-
rr,rlion of how much experience a
, lr,rr,lc.ter has. The higher the level,
I lrl rrrore experienced and important
llrl r haracter is. lligh-level spell-
, ,rslc:rs can cast high{evel spells.

I)ultgeon Level. This is a measure
ol ltol far down in the earth a
rlurrgeon is. for the most part, the
Irrrther down one is, the more
Itrrrcious the monsters. Thus, a
Iri<1h-level dungeon refers either to
lrolv deep it goes or the relative
lorrghness of the monsters.

Honster Level. This is a measure of
Irorv powerful monsters are. The
lrirlher the level, the more powerful
llrr: nronster.

Snrcll Level. Spells come in degrees
, rl difficulty. The higher the level of
llrt: spell, the greater the difficulty.
( )nly very experienced magic-users
,lrrl clerics can learn highJevel spells.

ttl.r<1ic. This term covers spellcasting,
I n( llanted items, and any other appli-
' , rlion of the supernatural.

Itk'lce Combat. This is hand,to-hand
, ornbat with weapons such as swords,
',1)(tAl-S, and fists.

ttlissile Combat. This is ranged combat
\'" illt weapons such as bows and
,l ro\vs, crossbows and quarrels, and
.lirrrls and slingstones.

iu(llrster. This term actually inclucles
lrrrrrralt and other player races as rvell
,r.' o(lres and dragons. In general, if it
r',rr'l paft of your party, it's a monster.
\l( )llsters are not necessarily hostile;
,, rnro rn?! be helpful. That's what the

| ', r l,ly command in the Encounter
l, ilu is for.

Mtllli-('l.r.rr ( lt.tt.tr lrlq. Ilorr lrrrrrr,rrr
t lt,tt,tr lrt', trr,r1'l', llrrrl ll lrr, ol llrrt.t.
t l,tsst',,,t1 llrr' .,,trrr, lirrr, ',1' lt nntlli
t l,tss t lt,tt,tr lr r,, ,,1,111 llr, rr , rlrr tir.nr r.

;illr()n(l,rll lltlir r 1,r,,',,', | \' l il llt(.\/
ll;lvt'tt,tr ltlrllltr ir t,r, t,rl lt,t\lnunt
<:litss.

Non.l'l:rycr ( lr.l.rr lrr (Nt"{ ). llri,, i,,,r
tlttltttllt't ol,t 1rl,1yr'1 Lt| rrltU t', trol
c:tlttltollcrllry llrr ;rl,t\'r r ',lnr l'll'( ,,

t.att llc lrtortrllrl irrlo.r 1r,1111.

Party. lltc rltorrlrol ,trl\', rrlrrrr r., \'orl
[cltttt ltl ltr'tlotilt llr, rrrt.,,,trrn,, \rru,lll
givcrt. A lr,ttly r,rrr lrr tr lot rrrlrllor r.,rr lt
aclvtlttltttt', ,ln(l ('\'t rr,rllr r, rl rlurrrrrl llrt'
couftio ol ,trt ,rrlvlrrlrrrr

Player Clr.l.rr lcr (l'{'). llri,, r'. ,r

mctttllttt ol ,t 1r1,11,r'1 t,ti r t!'ltn t,,

contrtllkrr l lry llrr' ; rl, r\ r r l lr, r lr, rr, rr lr.rs
in yottr;trlvt'nlrrrirrrl lr,1l\ ,tr' l'{ ,,

Race.'lltt: slrt r ir',, r lr,rr,rr lr r,, rrr,ty lrt irr
the gatttc. lirt cr,rrrrlrll lrrrrrr.rrr ,.ll ot
dwarf art: t,tr t's,

Spell.'l'his is ;r rrr,rrlir trrr,rrrl,rlron llr,rl
can altet'tltt: rt,rlrrrc ol rr',rlily l\l,rr1ir
users, clcrics ;rrrr I I rir 1lr lr,r'r.l lrr rir (l rl,, r, rrr
cast spells zllto rnt.rrrorizrrrrl llrr.rrr ll llrc
spell is cast, il is rlonr. lrorrr llrr rr,,r.r's
mind ancl rttrrsl llc rr.ntr.trror izlrl.

TIIACO (To tlil" Alrnor ('t.rss /l). ilris
is the nutnbt:r'(lt,rl ,rt lr,rr,rr lr.r rnrr,,l
make or exccc<l lo lril ,rrr olrprrrrr.rrl
with AC@.
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