




























0 rr'avern rr'a{e 28 
r[ WO sliips liave 6een WSt trave[{ing to 

Sliadowaa{e. 'Ifie river's gotten very 
aangerous. 

0 rravern r[a{e 29 
JI tliief in a purp{e vest lias 6een raic£ing 

tlie ricli liouses. Slie 's escapee[ witli tlie lie{p 
of a liammer-wieUing deric. 

0 rr'avern rr'ale 30 
'Ifie 'l(niglits of Afytli 1Jrannor fear some 

creatures tliat can Cure peopCe wiCCing{y to 
tlieir aeatfis. 

0 rravern rr'a{e 31 
Jfa{fCings are a{{ tliieves. 

0 rr'avern rr'a{e 32 
'Dar('ECves liave 6een passing tlirougli 

town. rrfieir equipment aCways radiates 
magic. 

0 rr'avern rr'a{e 33 
Zlienti{ 'l(?ep is liiring mercenaries - or 

ratlier severaC factions are eacli liiring tlieir 
own forces. 'Iliey 've also liad trou6Ce from 
an q _- councuman from PliCan. 

0 rravern rfa{e 34 
Crazy peop{e, witli green ro6es, liave 

6een wanaering tlie countrysiie, especiaC(y 
to tlie s au tli. 
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0 rravern rr'a{e 3 5 
Zlientrim forces are gatliering in 

Tesliwave, perliaps tliey wi{{ marcli on 
Sliac£owaaCe or 'Dagger faffs . 

0 rravern rf a{e 36 
JI friena{y viC{age of centaurs is liiiaen 

in tlie forests to tlie soutli. 

0 rr'avern rf a{e 3 7 
'l(jng Jlzoun of Cormyr is liunting for liis 

waywara aaugliter in Ti{verton. 

0 rravern rr'a{e 38 
I lieara tfiat 'Dimswart tlie mage lias 

joinea tlie Zlientrim. 'Wlio 'c{ of imaginea it. 

0 rravern rfa{e 3 9 
rzou{ is senaing speciaffy trainea terror 

teams to liarass ')'u{asli. I liear tliat lie 's 
{ookjng for mercenaries for specia{ training. 

0 rr'avern rr'ale 40 
Its 6een {ucf;y tliat Zlienti{ 'l(?ep is wok_; 

ing westwara for e;rpansion. Jit {east tliey 're 
a cliecK_against J{iffsfar. 

0 rravern rr'a{e 41 
Sometliing liuge ana sf(gletaC lias fauna a 

Cair to tlie soutli. 

0 rravern rr'a{e 4 2 
If you aon 't want to get into trou6{e 

witli tlie Zlienti{ 'l(?ep soUiers, you liave to 
act rea{ lium6Ce. 

0 rr'avern rr'a{e 4 3 
Some wa{fs ana fwors are aangerous{y 

sliaf;y after Afoanaer's rise from rrfie Pit. 

0 rravern r[a{e 44 

0 rr'avern rr'ale 50 
rrfiat crazy lialf Cing running arouna liere 

slie 's a 6arc£. Slie sings 0'1(6ut slie 
ain't as gooa as ZazaniaSwaCwwtounge. 

2?.§a wizard's creatures of fire. Co{a 0 rf avern rf a{e 51 
are often tlie 6est aefense. JI 6{acK_sliip witli a Carge crate came 

------ from 'Jv[u{master - 13ane 's liigli­
0 rravern rr'a{e 4 5 

Cu{tists of Afoanaer are 
starting to roam tlie area again. 

0 rravern rr'a{e 46 
'Ifie 'ECven Court is guaraea 

6y a force of K_niglits. 'Iliey 're 
trying to sometliing in, not 

peop{e out. 

0 rravern rr'a{e 4 7 

est temp{e. rrfie Inquisitors are 
pro6a6(y in town. 

0 rravern rfa{e 52 
rrfie reCease of Afoanaer from 

tlie Pit was a pwt 6y Zlienti{ 
'l(?ep. 

0 rravern r[afe 53 

JI party of insects was seen 
lieading into tlie forest, lieading 
for Af ytli 'Drannor. 

Mysterious Wand 

If you 're poCite ana respectful 
to a 13ane priest, tliey liave to 6e 
respectful no matter wliat 
tliey reaC(y tliint 

0 rravern rr'a{e 48 
'Ifie TempCe of 13ane empwys 6elioUers to 

aiscipCine tlieir priests. rrfiey afso liave an 
entire corps of tlie critters to aestroy major 
enemies. 

0 rravern rr'a{e 4 9 
o/oon{ar 's 6een 6ui£aing up troops again. 

(j{ac{ tliey liave rotten commanaers. 

0 rravern rfa{e 54 
Vragons liave 6een seen f{ying near 

J{if(sfar. Sometliing 's liappening in tlie 
soutli. JI{so creatures liave 6een accumu­
Cating near 'Dagger f a{(s - some ancient 
caverns liave 6een reopenec£. 

0 rravern rfa{e 5 5 
'Ifie Cormyr representative was preparing 

to {eave after liearing tlie king fauna liis 
aaugliter, 6ut lie was caC{ea 6acK._6ecause 
slie escapea again. 
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0 rravern rra[e 5 6 
(jreen roGea cuftists liave Geen seen 

arouna tfie Pit. 'I1iey must Ge pining for O{a 
AfoMy. 

0 rravern rrale 57 
'I1ie city guara is pu{{i.ng out away from 

tfie rfemp{e. 'I1iey aon 't want to get caugfit 
in a crossfire. 

0 rravern rra[e 58 
o/oon{ar fiopes to GuiM an arena for crim­

inafs, {if(g. Zlienti{ 'l(f,ep lias. 

0 rravern rrare 59 
JI young woman witli a purp{e sasli sto{e 

tfie crown jewefs from tlie ruins of tlie 
')'u{asfi palace. 'RJ;ae tfirougli tlie gate ana 
escapee£ witli a man. 
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0 rravern r[a[e 60 
J{uge sliapes liave ffown over tfie forest, 

lieacling soutli. 

0 rravern r[a[e 61 
'I1ie Stojanow 2?jver vaffey is Geing con­

vertecl to farms again. 'I1ie pyramia is now 
usea as part of tfie irrigation system. 

0 rravern r[a[e 62 
'I1ie previous liigli priest of (jonc£, (jliarri, 

was Princess ']{acacias {over for wliue. 

Magical Mystery 
in the Realms 

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

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

Converted to a paper module from the official AD&D 
computer module from SSI , this adventure, written by 
Jeff Grubb, is based on the 
Forgotten Realms™ novel 
Azure Bonds, by Jeff Grubb 
and Kate Novak. 

Don 't miss these exciting 
products from TSR! The novel, 
Azure Bonds and the module, 
The Curse of the Azure Bonds 
are both on sale now at your 
local hobby or book store. 
FORGOTTEN REALMS, AD&D and the TSR 
logo are trademarks owned by TSR, Inc. 
<>19s9 TSR, Inc. All Rights Reserved. 
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