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MOANDER’S HEART
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(useful though not necessary). Find tools
with which to fashion weapons. Locate the
huge arrow shaft containing residual magic
and fashion weapons from it (this disturbs
Moander’s sleep, speeding up his pulse).
Find and fight Tanetal, only to discover that
he is a fake. Find and rescue the Watcher
from bits of Moander, which make off with
an unguent that she needs. To retrieve the
unguent (stashed deep in the pulmonary
artery), the Watcher tells you that you must
first slow the heart; otherwise, you will
always be “lubbed” from the heart before
reaching it. This can be done with the gold-
en cornucopia.

Find it, give it to the Watcher, and help her
cast spells into it that [ull Moander back into
a deep sleep. You will be rewarded with a
tuning fork. Ping it hereafter when you spot
Tanetal, which exposes him as a fake and
saves you the trouble of fighting him —
with the exception of the real Tanetal, who
lurks in the left ventricle.

Now that the heart has slowed, go retrieve
the unguent from the pulmonary artery (you
will fight magnetic Iron Golems en route,
which magnetize your weapons). Find and
give the unguent to the Watcher, who
laments that Tanetal is untouchable in the
left ventricle, able to spontaneously flush
anyone who comes near by using the
Talisman of Bane. :
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The Watcher then takes note of your mag-
netic weapons. Per her instructions, now
venture into the left ventricle and use them
to shock the wall membrane before Tanetal
spots you. This will flush both you and
Tanetal from the heart and in the process he
will lose the Talisman of Bane. Re-enter the
heart and find the Watcher, who has pre-
pared a trap in the right ventricle and needs
your help driving Tanetal into it. Help the
Watcher do this. Finally, when the trap goes
awry, defeat Tanetal and his minions in a
final battle.

Wandering Monsters: Wherever you are,
you encounter Iron Golems, Moander
Cultists, Fire Elementals, bits of Moander
(crafted by Tanetal), and the natural defen-
sive organisms of the heart (slimy things
that can hinder your movement).

Resting: Rest is a risky affair in the heart, as
Tanetal likes to sneak up on people and slit
their throats as they sleep. Avoid it if possi-
ble. Also, you cannot rest in the conduits of
the heart, as you would quickly be flushed.

MAP LOCATIONS:

1 You get a map of the heart from a dying
soldier. He also gives you a staff sling +4.

2 You find a big gold cornucopia. It requires
all of you to carry it. You should only pick it
up after the Watcher tells you to (#12); oth-
erwise, your encumbrance is severe. You
should find the Watcher as quickly as possi-
ble after picking it up.

3 After #13, magnetic Iron Golems strip
you of your weapons here. You must charge
to retrieve them, in the process suffering
injuries. After winning, you discover that
your weapons are now magnetized. As
spoils of battle, you get scale mail +4.

4 You find the unguent that the Watcher
lost at #19. You also find a dagger +4.
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5 You encounter the real Tanetal here (in
left ventricle). He uses the Talisman of Bane
to shock the muscle tissue, producing a
spontaneous LB that flushes you from the
heart. (To outwit him, get magnetic
weapons at #3 and go to #0).

6 YYou shock the muscle tissue here to dis-
lodge Tanetal from the left ventricle (requires
getting weapons magnetized at #3).

7 The blade and shaft of a monstrous arrow
are embedded in the muscle. This near-fatal
injury to Moander ocgurred long ago in his
battle with the elves. You sense a residual
magic in this weapon. If you have weapons-
making tools (acquired at #8), you can try
repeatedly to fashion magic weapons from
the blade and shaft (these weapons are reg-
uisite to fighting Tanetal and his minions).
You will succeed on the first four attempts,
each time receiving two weapons +3. All
further attempts will result in injury as the
arrow begins to glow.

NOTE: In the process of making these
weapons, you irritate Moander's wound,
disturbing Moander’s sleep and causing his
heart to speed up, which increases LUB and
DUB dangers.

8 Here you find the weapons-making tools
to be used at #7.

9 You find an obnoxious bit of Moander
shaped like a mouth. You should feed it and
put up with its constant whining, and it will
warn you of impending lubs and dubs when
you are in an affected area.

11 This is the final showdown with
Tanetal, which occurs in the right ventricle.
The Watcher and you have just chased him
all over the area and into this trap laid by
the Watcher (see #15). After you win and
take the Talisman of Bane, you are done
with the heart.
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(SPECIAL NOTE: The following five loca-
tions (11-15) are interchangeable, though
each can be used only once.)

11 The Watcher introduces self, demands
that you leave. When you decline, she tells
you how to get rid of slimy organisms that
hinder your movement — mix the two
potions you got from Aeghwaet.

12 After you've made magic weapons at
#7, you rescue the Watcher from bits of
Moander here. These make off with her
unguent. When you offer to retrieve i, she
laments that they will stash it in the pul-
monary artery, out of reach with the heart
beating so fast. She tells you that someone
has disturbed one of Moander’s old wounds,
so that Moander now dreams of the battle in
which he suffered it (a battle with the elves).
The Watcher asks you to find a gold cornu-
copia into which you will be able to cast
deep-sleep spells upon Moander.

13 If you have the cornucopia (found at #9),
you give it to the Watcher here. Then you
and the Watcher cast spells into the cornu-
copia to put Moander into a deep, dreamless
sleep. With this done and Moander's pulse
slowed far down, the Watcher rewards you
with a tuning fork that will dispatch the
countless fake Tanetal that confuse you, and
asks you to retrieve the unguent from the
pulmonary artery.

14 You give the unguent to the Watcher,
who laments that Tanetal is untouchable in
the right ventricle. She then takes note of
your magnetic weapons and tells you to
enter the left ventricle and use them to
shock the wall membrane before Tanetal
sees you (#0).
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Mulmaster

Synopsis: The Banite priesthood is based in
Mulmaster which is ostensibly ruled by the
High Imperceptor, though in reality it is
Arcam and the Beholders who wield the
power. They are wary of strangers and weed
out the unwanted visitors by forcing them to
prove themselves in the Arena by fighting
monsters. Arcam will interview those who
survive the Arena. This is the only way to
get into the Cave of the Beholders, and ulti-
mately, the Dark Dimension.

Wandering Monsters: Banite Clerics,
Swordsmen and Mammoths (post victory).

Resting: At the inn (location 13).

MAP LOCATIONS:

1 Swordsmen man the front gates here. If
they are attacked, an alarm is raised.

2 These are guard rooms manned by Banite
Clerics, Swordsmen and Evil Knights. The
alarm is raised if you do not obey them.

3 A man is recruiting mercenaries to fight
for Bane.

4 This is the Arena where you are required
to fight a series of battles to move on to the
Cave of the Beholders. The number of
rounds you must fight will depend upon

how much you have offended the city offi-
cials. If you refuse the interview with
Arcam, you will have to fight the Beholder
and some Swordsmen. The types of mon-
sters you may face are Black Dragons,
Displacer Beasts, Purple Worms,
Salamanders, Pyro Snakes, Ettins, Ogres,
Otyughs, and Carrion Crawlers.

5 A maimed warrior encourages you to
take the Arena challenge.

6 This is the First Justicar’s office. He tries
to make you confess to crimes and send you
to the Arena. If the alarm has been raised
and you do not take the Arena challenge,
Beholders will attack.

1 These are the pens where the monsters
are kept.

8 This is a rundown bar where a woman
warns you against being taken to Arcam.

9 These gates lead to areas of the city to
which you are denied access. You will not
be able to get through them.

10 This is the training hall.
11 This is a Temple of Bane.

12 This is a store. You can purchase ranged
weapons +2 here.

13 This is an inn where you can rest.

14 You must bribe the clerk (100 platinum
pieces) to get into the training hall.

15 Banite Clerics recite a chant. The chant
provides the instructions on how to get
through the labyrinth in the Beholder's cave
(later in the game).

Post Victory:

Once the game has been won, you will find
that the monsters have escaped their pens
and are causing great havoc in the city.
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Cave of the Beholder Wandering Monsters: These include

Synopsis: The elder Beholder Arcam guards
the Pool of Darkness that leads to Bane's
Dark Dimension. In order to divert the party,
and to attempt to destroy it at no risk to him-
self, the crafty Beholder will inform it of
other good heroes still oppressed by evil, and
of powerful evil competitors as yet unbro-
ken. The party is allowed to leave the cave
and return via tunnels from the Overland.
Eventually the party will drive the Beholder
into his chamber and defeat him. Beyond
are three Sentinel Halls, which summon
monsters if the party is bearing Objects of
Power. The last Hall is closed by a tremen-

dous fist that only opens in the presence of
the Talisman of Bane.

human mercenaries, Bane minions and even
Beholders and Death Tyrants.

NOTE: Avoid melee attacking Blue Bane
Minions. Use Magic and Missiles against
them.

Resting: Small side rooms offer the best
chance to fix the party and recover spells.

NOTE: Helping other good heroes across the
Realms will deplete the size of Arcam’s mer-
cenary army in the Chancellor’s Chamber.

MAP LOCATIONS:

1 Ladder. After triumph in Mulmaster’s
Arena, the party descends here to meet the
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High Lord Arcam in his Caves. The entry
is sealed behind them.

2 You see large groups of mercenary forces
beyond the arches.

3 Tunnel to the Realms Overland. If it
leaves this way, the party may return to
Arcam’s Cave when it finds the tunnel
entrance on the Realms Overland.

4 V/oices Through The Arches. The Party
may overhear a conversation that reveals
Arcam'’s design: by sending the party out
against other commanders of evil, he hopes
to get the party killed at no loss to himself.
The Chancellor notes that by defeating the
other contenders for evil, there is an oppor-
tunity for Arcam to control all the Realms.

5 The Chancellor of Arcam. When it
chooses, the party can enter the large cham-
ber and assail the Chancellor, battling the
mercenary squads, Margoyles, Iron Golems
and the Chancellor himself — a Lich.
Arcam, an elder Beholder, flees. Treasure is
a magic quarter staff, long sword, and cloak.

6, 7 Captives. Following Arcam, the party
is met in these chambers by a released cap-
tive. Each one urges the party to go toa
place where good is being attacked. If it
chooses, the party will be led to the over-
land exit at 3. It is free to complete the
episodes and return.
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CAVE OF THE BEHOLDER (continued)

Hall of the Dead
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8

8 Ambassador of Arcam. In this room the
party is met by an emissary of Arcam. His
bag is filled with Fire Elementals.

9 The Brave Prisoner. In Arcam’s cruel
prison, the party learns from a dying prison-
er that the slow-moving Beholder is
attempting to distract the party in order to
win time to construct a strong defense
against it. Treasure includes a silver shield.

10 The Hall of the Dead. Arcam’s undead
allies defend here.

11,12 Undead Ambush. The undead will
ambush the party at 11 from either side,
unless the party first flushes out the
ambushers at 19.

13 Other groups of undead may be encoun-
tered here.

14 Undead lairs filled with Spectres and
Banshees.

15 Second Overland exit. If it leaves this
way, the party may return when it finds the
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Arcam’s Chamber

11 12 13 14 18
23 0

23 22 14
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To Sentinel Halls

tunnel entrance on the Realms Overland.

16 Entrance to Arcam’s wily Labyrinth. To
successfully negotiate the magical maze, the
party should recall the chant of Bane's
Minions recorded as Journal Entry 46. “Left
and "Right” mean to turn in that direction;
“step” means to move one square forward.

17 Arcam’s Antechamber. The party may
choose here to go north into Arcam’s
Chambers, or east to the Sentinel Halls. If
Arcam is alive, he will often send sallies
into this room to oppose the party.

18 This tunnel leads to the Sentinel Halls
and to the back entrance to Arcam’s
Chambers.

19 Arcam'’s Defenders: Margoyles, Ettins,

Medusa, and a Beholder. The less the party
has rested since 8, the fewer the number of
foes facing them.

20 Arcam’s Defenders: Medusa and a
Beholder. The less the party has rested since
8, the fewer the number of foes facing them.

21 Arcam’s Chambers. Spectres and a
Beholder will stand against the party when
it enters the Chamber.
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22 Beholders. Arcam’s servants float about
the cluttered chamber and may surprise the
party.

23 Arcam. The party will find the elder orb
and his bodyguards at one of these locations.

24 This passage leads back to Arcam's
Antechamber at 18.

25 The Back Entrance to Arcam’s Chamber.

26 Entrance to the Sentinel Halls. If Arcam
is alive, he will often send sallies here to

oppose the party.

27 Magical Sentinel: Dragon. This idol lis-
tens for the Horn of Doom. If present, sum-
moned Dragons will roar out of the room to
the north.

28 Magical Sentinel: Spider. This idol
watches for the Crystal Ring. If present,
Spiders and Pyro Snakes will tumble out of
the room to the north.

29 Magical Sentinel: Bane’s Fist. This idol
senses the presence of Bane's Talisman. If
present, the fist will open, releasing Bane
Minions to oppose the party. A portal in the
palm, shaped like a fierce eye, leads to a
Pool of Darkness at 30.
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30 Beyond this Pool of Darkness is the
Dark Dimension, where Bane's champion
Gothmenes resides and where the evil repli-
ca of Phlan is being constructed.

31 Chamber of the Chancellor. The party
can observe as Arcam’s Chancellor, coun-
seled by Arcam himself in the shadows,
receives reports and doles out missions to his
many squads of mercenaries. The
Chancellor will reveal to them where
Realm heroes and heroines are still vulnera-
ble to evil, and will offer to hire the party to
go attack the good forces. The party may
choose to leave and attend to these uncom-
pleted tasks. Every task successfully complet-
ed by the party reduces the number of mer-
cenary squads defending the Chancellor.

32 The party may find Arcam and his body
guards here. Arcam’s treasure is at this loca-
tion. It consists of a potion, Eyes of
Charming, a scimitar, and a cloak.
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Synopsis: Bane has created an evil version
of the true Phlan in the Dark Dimension.
West of Dark Phlan is the Iron Wall,
through which you must pass to reach
Gothmenes, a Balor and Bane’s most highly
placed lieutenant. The only way to pass this
barrier is with the Horn of Doom.

The city is ruled by the undead form of
Prophrys Cadorna, formerly a council mem-
ber of the true Phlan. He has kidnapped
Sasha with the intent of marrying her. The
wedding is presided over by Gothmenes.

Wandering Monsters: \ampires, Vampire
Mages, Vampire Clerics, black Bane min-

Giant Zombies, Wights, Spectres, and
Giant Skeletons.

Resting: You may rest at the inn at
location 2.

MAP LOCATIONS:

1 Passing through the Dimensional Gate,
you find female Drow tormenting Sasha.
One takes her away while the others attack.
In addition to their standard items, the
Drow are carrying a Cloak of Displacement,
darts +4, quarterstaff +4, composite short
bow +4, arrows +4, and arrows +3.

2 This is a rather unpleasant inn where you
can rest.
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3 Vampires attack.

4 This is the Town Hall where Black Bane
minions, Dark Warriors, and Skeletons
stand guard.

5 This is the Council Chamber where
Cadorna is making his wedding plans. He
threatens you and Blue Bane Minions and
Wights attack.

6 This is the town treasury guarded by
\/ampires, Vampire Clerics, Vampire
Mages, and Vampire Thieves. The treasure
includes: arrows +3, arrows +2, short sword
+4, Elfin chain +3, Javelin of Lightning,
Bracers of Defense AC2, Ring of Protection
+4, shield +4, javelins +4, banded mail +4,
and plate mail +4.

7 You meet Gragnak Ulfim here and he
fells you how he betrayed Sasha into
Cadorna’s hands out of jealousy.

8 Swordsmen, Evil Knights, and Evil
Champions are stationed here. It may be
possible to bluff them.

9 A Dark Lord is instructing blue, black
and red minions. They will attack.

10 You see Sasha being paraded around
town.

11 Gothmenes presides over Cadorna’s
wedding, attended by Dark Lords, Banite
Clerics and Red Bane Minions. If you
watch the wedding take place, the Banites
will take Sasha away for good. Rescuing her
will earn you many experience points and
Sasha will give you two Rings of Protection
+2, and promise you more when you refurn
to Phlan.

12 These gates lead out of the city to the

Iron Wall. To break the wall, you must

blow the Horn of Doom once for each

member of your party. Gothmenes, seeing

your intentions, will send red, blue and
lack Bane minions against you.
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13 Cadorna is undergoing a ritual in prepa-
ration for the wedding. Red Bane minions,
Banite Clerics and Skeletons attack in
response to your intrusion. On the altar are
a composite long bow +3, arrows +4 and a
shield +3.

14 Female Drow are casting a spell of pow-
erlessness on Sasha’s wedding gown.
Burning the gown will earn you experience
points. Also in the room are a Cloak of
Protection +4, a composite long bow +4,
arrows +2, plate mail +3, scimitar +3, and a
Cloak of Protection +4.

15 This is the park. Walking trees prow! the
grounds here.

16 You become trapped in a throng of mon-
sters which carries you along to the town
hall where Prophrys Cadorna announces his
wedding to Sasha. Attacking or trying fo
sneak away will result in a fight with black
Bane minions, Wights, and Whaiths.

17 Bane minions are erecting monuments.

18 Gothmenes invites you to enjoy Dark
Phlan, sending a welcoming party of red,
blue, and black minions.
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The Palace of Gothmenes

Synopsis: Blowing the Horn of Doom
cracks the iron wall and allows entry to
_C/othmenes' palace. After distributing the
items of power, the party is tested in a first
encounter with Rakshasa disguised as Sasha
and Phlanerians. The party meets
Gothmenes' guard in an entry hall, and
then proceeds into the inner palace to face
Rakshasa again, this time disguised as
Elminster. Gothmenes confirms his suspi-
cions about Elminster, and the party then
hefxrs him plan to go and capture the good
wizard. Bragging, he wagers with the
underling that he can accomplish his mis-

sion in one hour, starts a clock ticking, and
promises to destroy the party upon his
return. The party races to find the Crystal of
Bane, the key to Gothmenes’ power, before
the Balor returns. It searches through elegant
horrors in Gothmenes’ chambers, and even-
tually uses the Crystal Ring to recover
Bane's Crystal from a dark pool in a rock
garden. Gothmenes reappears with
Elminster gamely struggling within his
whip. Elminster escapes and duels the Balor,
allowing the party to deal with Gothmenes’
servants, Eye Tyrant and bodyguards.

After the tyrant is defeated, Gothmenes
throws Elminster into the pool to drown,
and summons minions to help defeat the

party. When he is destroyed, the Crystal
turns to sand, and good powers Tush in to
restore balance in the Realms.

wandering Monsters: In the outer Palace,
the party may encounter Bane minions,
\/ampires, Beholders and Dracoliches. There
are no wandering monsters in the inner
Palace if the clock is ticking.

Resting: Resting is possible only in the
outer Palace.

NOTE: Without the Crystal Ring, the party
cannot recover Bane’s Crystal, and
Gothmenes will not bother to appear.

MAP LOCATIONS:

1 Cracked Wall. Passages here lead to
Dark Phlan.

2 Secret Doors (use LOOK to find them).
Characters divide up the Objects of Power
they carry; they may redistribute the Objects
at any time by selecting LOOK.

3 Whispers. Sounds heard in this area are
overheard conversations echoing in the
Horn of Doom.

4 "Sasha.” Rakshasa impersonating
Phlanerians will ask questions about
Elminster, then attack.

5 Dragon Guards. A large force waits here.
A blast on the Horn of Doom undermines
their morale.

6 Minion Guards. A large force waits here.
They can be daunted by brandishing the
Talisman of Bane.

7 Beholder Lair. They must be defeated
before the party can rest here.

8 Slither Room. Seemingly empty, resting
here will allow large numbers of Snakes and
Salamanders to creep into the chamber.
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9 Entrance to the Inner Palace; “Elminster.”
Players are met by a Rakshasa mimicking
the gray wizard. After this encounter, the
party hears Gothmenes reveal his aim to
find and defeat Elminster, a foe he fears
more than the party. Gothmenes then winds
the Tantalus Clock. If the party has not
divulged information to the Rakshasa, his
search takes longer. Players trying to exit the
Inner Palace discover that swarms of Bane
Minions, summoned from all over the Dark
Dimension, bar the path out of the Palace.

10 The Atifact Hall. There are many dis-
plays here of mankind's achievements that
mankind would just as soon forget. They
crumble into ruin as the party searches
through them. The party may find some
weapons, including staff slings and arrows,
among the artifacts.

11 The Library. All walls are covered floor-
to-ceiling with books. They dissolve to dust
when opened. The party will find more mis-
sile weapons in the Room of Flags.

12 Gothmenes' Chambers. Xoham, the
Beholder attendant of Gothmenes, will
escape the party over the deadly pool at 16.

13 The Alcove of Tapestries. Servants bear-
ing magic items hide among the hanging
tapestries. The quickest way to flush them
out is to torch the curtains. Rich treasure.

14 Cowering Monsters. Various groups fry
to hide from the party in these corners. They
will only fight if forced.

15 The Tantalus Clock. Stopping the clock
will free a large number of undead creatures.

16 The Pool of Death, a low dark pool
ringed by crystalline stones, surging to the
pulse of Gothmenes. The Crystal of Bane
gleams under the icy water. Braving terrible
damage, a character wearing the Crystal
Ring can reach into the icy waters to recover
Bane's Crystal.
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17 Finale. Gothmenes will reappear here,
with Elminster in his whip, and summon
the party to appear before him. Struggling
free, Elminster will occupy the Balor while
the party first engages a huge force of
Moander bits, Dracoliches, Bane minions,
and Pets of Kalistes that rise from the Pool
of Death. The character holding the Crystal
may repel about half of the servants of
Gothmenes, but will lose almost all hit
points. Then the party must destroy the
elder orb Xoham and his black guard.
Gothmenes pitches an exhausted Elminster
into the deadly pool to drown and tempts
the party to learn the power of Bane’s crys-
tal. Repeating the word “panajuxid” is a
lethal trap. Gothmenes then joins battle
with the party, assisted by Bane’s power
which prevents the party from using magic.
When he is defeated, the Crystal crumbles
to sand, ending Bane's threat to the Realms.
As good powers return, Bane's gains are
undone. All was put as it was before and all
memory of these bizarre events are erased
from the minds of those in the Realms. The
party is healed and returned to the peaceful
streets of Phlan.
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Dave’s Challenge

Synopsis: This is a special adventure
designed to be extra challenging. The diffi-
culty level is always Champion (most diffi-
cult). Due to its nature and the fact that it is
entirely optional, only the following infor-
mation is provided:

1 You get to the challenge by taking the
boat from the Phlan docks after you have
won the game (defeated Bane's plan and
everything is put back as it was).

2 Having a Mage, a Thief, a Cleric, and a
Fighter class character is necessary (at least
one of each).

3 Conserve your power, there is only one
place to rest.

4 Do not become too dependent on spells.

5 After defeating Bane's four lieutenants,
search the northeast corner of the room. The
code phrase: Oh, well.

Good luck.
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PREVENT HAIR
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here you are, pulling your hair out by the
Troots because you're stuck! Stuck in the

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

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

This valuable player’s guide
provides:

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

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

¢ Locations and

descriptions of all Highly detailed
major magical maps like these
treasures. will guide you

through the
game, right up
to the last Pool
where you'll fight
the final battle.

%+ Checklists of
encounters and
treasures — you
won't miss any
part of the adven-
ture or loot!

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