












































JOURNAL ENTRY 73 
S1u<'s REscvE PLEA 

"I am the leader of the Swanmays - a 
band of rogue drow. We were resting in 
Zhentil Keep when the evil struck. 

"After the storms came, and the sun was 
covered, drow came up from the sewers 
and attacked the city. They took many 
prisoners, and brought them underground. 
We followed them here, but they were 
expecting us. 

"We were ambushed. I slipped away in 
the confusion, but the drow captured the 
rest. They are being held in the dungeons 
to the east. I need your help to rescue the 
prisoners - my Swanmays, and the citi­
zens of Zhentil Keep. If you do, I'll help 
you get to Kalistes." 

JOURNAL ENTRY 74 
MARKED PACiE IN THE 
BOOI< OF LECiENDS 

Long ago, when the Dalelands were 
being founded, there was a King of Elves 
named Alanor. He had a daughter, 
Laurellin, who was said to be especially 
fair even among the elvenfolk. A human 
hero, Brimwulf, chanced to catch Laurellin 
watering her horse at a forest pond and 
the two fell in love. 

Vnfortunately, Alanor had made plans to 
marry Laurellin to an elven noble and for­
bade her to ever see the human adventurer 
again. Laurellin ran weeping to Brimwulf 
to tell him of her fate, but the hero per­
suaded his princess to run away with him 
to Hillsfar. 

When the city was fully under siege, 
Brimwulf was visited at night by a spirit 
from the hero's patron deity, Tyr. The spirit 
told Brimwulf to take his bride and flee by 
night to preserve his life for Tyr's purposes 
later, else he would surely die on the 
morrow. 

Brimwulf could not stomach leaving his 
men in the High Elf's clutches and instead 
made a bargain to serve Tyr after his 
death. The spirit agreed and left. 

Brimwulf led a sortie against King Alanor 
the next day, and fought valiantly, strug­
gling to the High Elf's standard itself. 
There he slew Laurellin's father, but was 
slain himself. When Laurellin heard of 
the deaths of both her father and her hus­
band, her heart was bereft of all the gentle 
emotions and she flung herself from the 
heights of Hillsfar in despair. 

It is said that Brimwulf now waits in his 
tomb for Tyr's summons and Laurellin is 
doomed to walk the land wailing for her 
dead lover until she finds him again. 

JOURNAL ENTRY 75 
LECjEND OF THE FLAMINCj SWORD 

The Flaming Sword was forged in the bat­
tle fought between Bane and Tempus. The 
battle raged for a year and a day and their 
ringing blows could be heard throughout 
the Realms, but neither could gain the 
upper hand. Finally, they clashed together 
with a tremendous concussion which 
rocked the firmament, and from that blow 
fell a shard of flaming steel. Bane picked 
up the shard and fled the field. That shard 
has become the Flaming Sword and the 
one who wields it will be invincible. 

JOURNAL ENTRY 76 
CADORNA ANNOVNCES 
HIS WEDDINCi 

"Sasha is the final grace which will make 
Dark Phlan the jewel of the new Realms. 
(/othmenes recognizes this and has offered 
to preside over my wedding. I am sure you 
share my pleasure at being so honored. 

"Shortly, you will see my bride as she 
tours our fine city. (jive her the welcome 
she deserves. Make her feel at home. 

"After our certain victoiy has been made 
fact, Sasha and I will enjoy our honey­
moon traveling in our new lands and 
sampling the novel pleasures they offer. 

"Let the celebrations begin!" 

JOURNAL ENTRY 77 
IN THE WINNOWINCj ROOM 

Freed, the slaves of the drow shake off the 
effects of spider poison, and rummage 
about for weapons. A man tells you, "If 
you're going to go on, you have a scaiy 
choice ahead. They divided up the slaves 
here. Most went to the right. If you want 
to free them, go that way. A few of the 
most beautiful were taken to the left. They 
were never seen again!" 

JOURNAL ENTRY 78 
THE RAKSHASA SPEAKS 

"We have lived here for a long time in 
quiet obscurity. Many of my brethren 
were unhappy and now that Bane's shad­
ow stretches across the Realms, we 
thought it best to get involved and help 
him. How to do !hall By returning one of 
his pets to him, Tyranthraxus. 

"The Maharajah discovered how to trans­
fer life essence from one body to the next, 
so we found the remains of Tyranthraxus 

and began the process of reanimating him. 
Since your knights were conveniently 
close, we used their bodies. I assure you 
that you will lose no more. The work on 
Tyranthraxus is all but complete." 

JOURNAL ENTRY 79 
SHAL AND PETRA MEET 

The two women circle each other warily. 
A contest of wills seems to be taking 
place. "Join me," one hisses. "I hold the 
key to the power of a god!" "Join me," the 
other whispers. "I have the strength to 
throw down that key!" They circle each 
other again. 

Suddenly one charges forward, deadly 
magic forming in her hands. The other 
throws down her weapon. They embrace, 
and suddenly there is one woman, a new 
light glancing from her eyes. 

"Hurry!" she calls to you. "The overlord, 
Tanetal, is preparing to leave his lair at 
Moander's core! He will come here in 
force! Flee to the Vessel of Moander!" 
With a flick of her hand she vanishes. 

JOURNAL ENTRY 80 
ARTA'S STORY 

"I rejoiced when you escaped, Storm. I felt I 
could face whatever death my fate decreed. 
When we reached the Parlor and were told 
our duties, I prayed for that death. 

"We are nursemaids, Storm, nursemaids 
for hellspawn. We warm their eggs, we 
help them hatch, we provide their sport. 
We - " her voice drops as she looks 
away - "feed them. From our own ranks. 
The old and tired provide their suppers." 

Arta catches Storm's arm pleadingly. "Kill 
them! You must kill the children, too!" 



JOURNAL ENTRY 81 
THE ALTAR ROOM - CONTINUED 

Suddenly, Dennia stiffens. 'There," she 
whispers, staring intently at an empty 
dark corner. "The assassin. Help me, 
please. You must help." She bursts for­
ward with a cry. As the guards wheel 
about, Daris rushes forward. 

JOURNAL ENTRY 82 
ELMINSTER's ANALYSIS 

"With this ring, Kalistes robbed the sun of 
its light. Now that she is lost, it will shine 
again. 

'This is a bitter blow to Bane. In the eter­
nal night forced by the power of the 
Crystal Ring, creatures of darkness were 
free to wander as they would. Now, at 
least, they are confined to nocturnal activi­
ty. No longer will vampires fly at noon!" 

JOURNAL ENTRY 83 
LETTER ON FIRE l<NIFE 
COMMANDER'S DESK 

To Vngleow, Leader of the Fire Cjiants, 
We have succeeded in taking over a wing 
of the steading. This hill giant shaman 
seems a fool, and I don't see much opposi­
tion to your plans. He has not even 
noticed all the troops you have siphoned 
off. It is chaos here as usual, and the 
countryside is at its weakest. We should 
move now, or risk Thorne's intervention. 

I would remind you of your promises, 
and, again, pledge my service to you. 

Javin, Fire Knife Commander 

JOURNAL ENTRY 84 
SHALS CONFESSION 

'The woman with Marcus is not my sis­
ter. She is me. A part of me. My evil side. 
Marcus used his cleaving magics to make 
me into two beings, one of whom would 
agree to do his will. He calls her Petra. 

"Do you see why I must be brought to 
her? Only I can bring her - my - pow­
ers back to the aid of Phlan. And even if I 
should die along the way, reunion with 
her could make me live again!" 

JOURNAL ENTRY 85 
THE ALTAR ROOM - CONTINUED 

Suddenly a female drow bursts into the 
room, dagger drawn. "Hern! To me!" she 
cries as guards wheel about, surprised. 

JOURNAL ENTRY 86 
HILL CjlANTS OFFER A PLAN 

The hill giants describe their plan in 
monosyllables, with much fumbling over 
the details. As best as you can make out, 
the giants have rigged a wall of the fire 
giant mage's quarters to collapse. The 
cave-in, they assure you, will kill the 
shaman and cause enough confusion to 
allow you to escape. 

JOURNAL ENTRY 87 
THE SKULL SPEAKS 

"Seek out the Flaming Sword. It's wielder 
is Bane's vengeance manifest and grows 
more powerful with each setback you 
cause him. With the Flaming Sword 
wrested from his control, you will be able 
to defeat him." 

JOURNAL ENTRY 88 
LOCASTE' S ARRIVAL 

Locaste gives a great cry, and the party halts 
before what appears to be an unbroken 
wall of tightly-packed gossamer. It shim­
mers in the pale light. Locaste's mount rises 
up on its rear four legs and waves the oth­
ers, both drow and spider; about, its face a 
mask of fear. Locaste drives it down with a 
word. Even from a distance, her jaw 
appears set, and her eyes burn fiercely. She 
holds up the Ward and waits. 

After a breathless eternity, the gossamer 
wall erupts. Spiders of all shapes and sizes 
squeeze their way through, or leap off the 
top, or pop up through trap doors and scut­
tle toward her. Her escort turns and runs, 
but Locaste waits. Two Pets appear among 
the spiders and approach Locaste in a 
slow, almost stately sidelong march, toss­
ing aside the unlucky spiders that get in 
their way. 

They stop in front of Locaste. One loops a 
noose of new, still-wet silk about the drid­
er's neck. Then both of them turn and lead 
it forward, up to the wall, then through it. 
Locaste is gone. 

JOURNAL ENTRY 89 
S1LK's REscuE SPEECH 

"I thank you for your help. Now my 
Swanmays are free to fight against the 
scourge of Bane. I will now help you. 

"Drow alchemists are draining the life 
force of good creatures, and using it to 
make the evil fluid, Fire of Night. Kalistes 
uses it to make her pets. They store it in a 
fountain on these grounds. Kalistes would 
be greatly hurt if you destroy this fountain. 

'The fountain is guarded by many traps. 
The first is a series of gates. Passing 

through some will harm you. Part of the 
wall is an illusion. The second trap is a 
narrow bridge over a pit of spikes. When 
you step on the bridge, there will be a 
flash of light. Cover your eyes! I know 
nothing of the last traps. There is a secret 
door to Kalistes' temple grounds some­
where in the fountain chamber." 

She hands you a metal amulet with the 
swan symbol of the Swanmays on it. 
"Show this at the west guard post. The 
sergeant is loyal to my family, and will let 
you by. And take these arms, you will 
need them against the drow." 

She leaves and follows the Swanmays 
back to Zhentil Keep. 

JOURNAL ENTRY 90 
PHLAN COUNCIL CjUARD 

"When we left the crater; Council 
Member Sasha ordered us to continue to 
Thar. As the only surviving member of 
the council, she was the only person capa­
ble of gathering the scattered forces of our 
army. She pressed on to Thar to see if Quil 
and Kimarr really had found Taydome's 
Keep. With the Keep in her possession, 
she could rule the giants as Taydome had 
ages ago. With ogre and giant allies, she 
thought Phlan could resist the evil of 
Bane's minions. 

"We found the Keep, following the 
mages' map. The place was quiet so we 
began to relax. When we were resting, 
ogres ambushed us and the Captain went 
down right away. As I escaped, I saw one 
of those mages just watching the fight. I 
am not sure which one was the traitor; 
Quil or Kimarr; but if you ask me, I 
wouldn't trust either of em'. 



"You must rescue the council member. I 
know she is trying, but without her, we 
cannot rally our scattered forces. I would 
go, but my wounds would only slow you 
down." 

JOURNAL ENTRY 91 
RVOLN'S STORY 

"We encountered citizens in the wilder­
ness, speaking of horrors happening 
throughout the land. Council Member 
Sasha told them she would not detour 
from her task, but some joined us to fol­
low the Phlan banner. We met many 
ogres and giants in Thar, and our party 
was less than a dozen when we reached 
Taydome's Keep. We were ambushed in 
the Library by the two mages, Ouil and 
Kimarr. They came out of nowhere. I 
think they must have found secret pas­
sages in the Keep. We were captured, but 
I managed to elude my guards. I fear that I 
cannot retrace my steps. I am weak, but 
will give you what aid I can." 

JOURNAL ENTRY 92 
DENNIA EXPLAINS THE 
DACiCiERS AND AMVLET 

'These are called Daggers of the Mind. Be 
careful - the blades are coated with a 
deadly poison. The slightest scratch will 
kill you. 

"Each drow who must face Shest is given 
this weapon. During the final test, Shest 
decides if the drow is too weak to become 
a great magic user. All who fail become 
driders, as my daughter did. But it is said 
that during one terrible instant, while he 
yet retains his will and thoughts, a drow 
can feel the transformation begin. At this 
time the drow may use this dagger to end 
it. Permanently. 

'The amulet is prized among my people. 
Those who carry it cannot be sensed by 
spiders." 

JOURNAL ENTRY 93 
THE ORACLE SPEAKS 

"(/uard yourselves. Cjuard our Lady. 
Cfuard the hands that open doors. I sense 
among us someone who is not of us and 
who wishes us harm. Everyone, go now. 
Cf uard our Lady and her hands that open 
doors." 

JOURNAL ENTRY 94 
PETRA MOVRNS 

The woman sees the body of Sha!, and 
utters a long unearthly wail of despair. 
Then, with a mad glint in her eyes, she 
turns on you. "Could you not have saved 
me? Now my will to resist evil is most 
certainly dead. There is nothing left but 
the dark forgetful embrace of Moander -
for me and for you." Darting forward, she 
snatches up the body, and flees to the 
north. 

JOURNAL ENTRY 95 
SERVANT'S JovRNAL 

.. . and it has been made known that my 
Lord Taydome has agreed to help the ogres 
and giants with their concerns, especia .. . 

... and their war with the (/old Dragons, 
in return for their servitude. The debt is to 
be extended to one thousand generations. 
I have seen him work this contract into a 
spell confined to the walls of the Keep. 
Not all of the giant tribes have agreed, for 
many consider extension of debt to poster­
ity a grave injustice. But those who have 
agreed to his treaty ... 

... has cast the spell several times today, 
each time enslaving more ogres and 
giants. My Lord considers it payment for 
the number of his human servants the 
monsters have slain outside the walls of 
his Keep and hence outside of the range of 
his spell. They dare not take his life, for he 
still has some usefulness to them, but I 
fear for mine. 

JOURNAL ENTRY 96 
SHAL Rmvx 

"Yes, I am back here. You remember I 
tried to ascend the tower. I fell with 
wounds that seemed fatal. But Marcus 
had me healed and imprisoned once 
again. Perhaps he is afraid of what Petra 
might do if I were to die." 

JOURNAL ENTRY 97 
TRANED 

'Traned, my dear fellows, at your service!" 
The irrepressible halfling woman takes a 
bow. "Vntil lately a Tragedian, now I act 
like a drow female for a living! And look! 
It pays well!" She displays her drow 
armor, weapons and a silver shield. 

"Hey, good to see someone's come to help 
us folks out. Did you happen to step on 
that vile Manshoon on your way in? He's 
the evil man that's partners with the drow. 
Magic or no, I'd like to put an arrow into 
him. Can I join up with you?" 

JOURNAL ENTRY 98 
MAP TO THE RED RIDER'S LAIR 

KEY ..J> Secret Door 

JOURNAL ENTRY 99 
THE 0MINOVS TOWER 

You see in the distance a tall black slab ris­
ing out of the trees of the Elven Court. 
Around the base, a stone wall surrounds a 
wild garden. As you draw closer, the foul 
mists that shroud the top of the monolith 
dissipate for a moment, and you see the 
tower rises to meet a small dot suspended 
high in the sky. 

JOURNAL ENTRY 100 
DROw'sTALE 

"Deliberately, we think, Marcus chose to 
destroy one of our underground cities 
when he entombed Phlan below this 
tower. He hates the drow! We hear tell 
that a woman mage with him is key to his 
burgeoning power. We aim to kill her. 
Will you help us? Do you know anything 
about her?" 
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Constitution Table 

ABILITY 
SCORE 

3 

4 

5 

6 

7 

B 

9 

10 

11 

12 

13 

14 

15 

16 

17 

1B 

HITPOINT 
ADJUSTMENT 

-2 

-1 

-1 

-1 

0 

0 

0 

0 

0 

0 

0 

0 

+1 

+2 

+2 (+3)* 

+2 (+4)* 

RESURRECTION 
SURVIVAL 

40% 

45% 

50% 

55% 

60% 

65% 

70% 

75% 

BO% 

B5% 

90% 

92% 

94% 

96% 

9B% 

100% 

• Bonus applies only to fighters. 

Ability Score Modifiers by Race 

Dwarf 

Elf 

Gnome 

Half-elf 

Halfling 

Human 

Constitution+ 1, Charisma-1 

Dexterity+ 1, Consti tution-1 

None 

None 

Dexterity+ 1, Strength-1 

None 

Dexterity Table 

ABILITY 
SCORE 

3 

4 

5 

6 

7 

B 

9 

10 

11 

12 

13 

14 

15 

16 

17 

18 

Strength Table 

ABILITY 
SCORE 

3 

4-5 

6-7 

B-9 

10-11 

12-13 

TH ACS 
BONUS 

-3 

-2 

-1 

Normal 

Normal 

Normal 

14-15 Normal 

16 Normal 

17 +1 

1B +1 

*1B/01-50 +1 

*1B/51-75 +2 

*18/76-90 +2 

*1 B/91-99 +2 

•18/00 +3 

REACTION/ 
MISSILE 
BONUS 

-3 

-2 

-1 

0 

0 

0 

0 

0 

0 

0 

0 

0 

0 

+1 

+2 

+3 

AC 
BONUS 

+4 

+3 

+2 

+1 

0 

0 

0 

0 

0 

0 

0 

0 
c 1 

-2 

-3 

-4 

WEIGHT 
AUOWANCE 

DAMAGE {IN GOLD 
ADJUSTMENT PIECES) 

-1 

-1 

None 

None 

None 

None 

None 

+1 

+1 

+2 

+3 

+3 

+4 

+5 

+6 

-350 

-250 

-150 

Normal 

Normal 

+100 

+200 

+350 

+500 

+750 

+1,000 

+1,250 

+1,500 

+2,000 

+3,000 

' These bonuses only·available to fighter classes 
(Fighter, Paladin, Ranger). 

Maximum Level Limits by Race, Class and Prime Requisite 

CLASS 

Cleric 

Fighter 

Paladin 

Ranger 

Magic-User 

Th ief 

ABILITY 

Any 

STR 16-

STR 17 

STR 1B+ 

Any 

STR 16-

STR 17 

STR 1B+ 

INT16-

INT 17 

INT1B 

Any 

DWARF 

No 
7 

B 

9 

No 
No 

No 
No 

No 
No 
No 

max 

No 
5 

6 

7 

No 
No 
No 
No 
9 

10 

11 

max 

GNOME 

No 
5 

5 

6 

No 

No 

No 

No 

No 
No 

No 
max 

HALF· ELF 

5 

6 

7 

B 

No 
6 

7 

B 

6 

7 

B 

max 

No: Characters of this race cannot be of this class. Max: Highest Level Available in Pools of Darkness. 

Range of Ability Scores by Race 

ABILITY 

Strength 

Min. 

Max• 

Intelligence 

Min. 

Max. 

Wisdom 

Min. 

Max. 

Dexterity 

Min. 

Max. 

Constitution 

Min. 

Max. 

Charisma 

Min. 

Max. 

DWARF 
{M/F) 

BIB 
1B(99)/17 

3/3 

18/1B 

3/3 

1B/1B 

3/3 

17/17 

12/12 

19/19 

3/3 

16/16 

ELF 
{M/F) 

3/3 

1B(75)/16 

BIB 

1B/1B 

3/3 

18/1 B 

717 
19/19 

6/6 

1B/1B 

BIB 

1B/1B 

GNOME 
{M/F) 

6/6 

1B(50)/15 

717 
1B/1B 

3/3 

1B/1B 

3/3 

1B/1B 

BIB 

1B/1B 

3/3 

1B/1B 

HALF·ELF 
{M/F) 

3/3 

1B(90)/17 

4/4 

1B/1B 

3/3 

1B/18 

6/6 

1B/1B 

6/6 

18/1B 

3/3 

1B/1B 

Exceptional strength bonuses available only to fighter-type characters (fighters, paladins, and rangers). 

HALFLING 
{M/F) 

6/6 

17/14 

6/6 

1B/1B 

3/3 

17/17 

BIB 

1B/1B 

10/10 

19/19 

3/3 

1B/1B 

HALF UNG 

No 
4 

5 

6 

No 

No 
No 

No 
No 

No 
No 
max 

HUMAN 
{M/F) 

3/3 

HUMAN 

max 

max 

max 

max 

max 

max 

max 

max 

max 

max 

max 

max 

1 B(00)/1 B(50) 

3/3 

1B/1B 

3/3 

18/1 B 

3/3 

1B/1B 

3/3 

1B/1B 

3/3 

1B/1B 



Annor Permitted by Character Class Multiple Attacks for Fighter-Type Weapons Table 

CLASS M AX ARMOR SHIELD 
Characters 

DAMAGE VS. DAMAGE VS. LARGER NUMBER 

CLAss· lEVEL ATTACKs/RDUND 
NAME MAN SIZED THAN MAN SIZED OF HANDS CLASS 

Cleric Any Any 
AY.e, Battle 1-8 1-8 

Fighter Any Any Fighter 1-6 1/1 
AY.e, Hand 1-6 1-4 

Paladin Any Any Paladin 1-6 1/1 
Bow, ComRosite Long' 1-6 1-6 2 

Ranger Any Any Ranger 1-7 1/1 
Bow. Composite Short ' 1-6 1-6 2 

Magic-User None None Fighter 7-12 3/2 
Bow, Long ' 1-6 1-6 2 

Thief Elfin Chain Mail None Paladin 7-12 3/2 Bow.Short ' 1-6 1-6 2 f,th 
Ranger 8-14 3/2 Club 1-6 1-3 1 f,cl,th 

Fighter 13+ 2/1 Crossbow, Light' 1-4 1-4 2 f 

Paladin 13+ 2/1 Dagger 1-4 1-3 f,mu,th 

Ranger 15+ 2/1 Dart 1-3 1-2 f,mu,th 

Flail 2-7 2-8 f,cl 

Halberd 1-10 2-12 2 f 

Hammer 2-5 1-4 1 f,cl 

AnnorTahle Javelin 1-6 1-6 1 f 

Mace 2-7 1-6 f,cl 
WEIGHT MAXIMUM 

ARMOR TYPE IN GP. AC MOVEMENT1 Morning Star 2-8 2-7 f 

None 0 10 12 squares Pick, Military 2-7 2-8 

Shield' 50 9 Pike, Awl 1-6 1-12 2 

Scimitar 1-8 1-8 1 f,th 
Leather 150 8 12 squares 

Padded 100 
Sling 1-4 1-4 f,th, mu 

8 9 squares 
Staff, Sling 1-8 2-8 2 f, cl 

Studded 200 7 9 squares 
Staff, Quarter 1-6 1-6 2 f,mu,cl 

Ring Mail 250 7 9 squares 
Sword, Bastard 2-8 2-16 2 f 

Scale Mail 400 6 6 squares Sword, Broad 2-8 2-7 f.th 
Chain Mail 300 5 9 squares Sword, Long 1-8 1-12 f,th 
Elfin Chain Mail 150 5 12 squares Sword, Short 1-6 1-8 f,th 

Banded 350 4 9 squares Sword, 2-Handed 1-10 3-18 2 f 

Splint Mail 400 4 6 squares Spear 1-6 1-8 

Plate 450 3 . 6 squares Trident 2-7 3-12 

1 A character carrying many objects, including a large number of co ins, can be limited in movement to a minimum of 3 squares per turn. 1 Must have ready arrows to fire. Two Attacks per round. 
2 A Shield subtracts 1 AC from any armor it is used with . 2 Must have ready bolts to fire. One Attack per round. 

!=fighter, c l~ l eric , th=thief, mu=magic-user 



Spell Parameters List fourth Level Clerical Spells 

This is a listing of spells available to player characters as they gain in level. Following are SPELL NAME WHEN RNG AREA DURATION 

abbreviations used in the list: Cure Serious Wounds Both T 

Cmbt = Combat only spell All = All characters in combat dia = diameter Cause Serious Wounds Cmbt T 

Camp = Camp only spell /lvl = per level of caster rad = radius Neutralize Poison Both T 
Both = Camp or Combat spell targets = aim at each target t = turns Poison Cmbt T 
T = Touch Range r = combat rounds 

Protection from Evil 10' Radius Both T 2 dia 1Vlvl 

Sticks to Snakes Cmbt 3 2r/lvl 
First Level Clerical Spells 
SPELL NAME WHEN RNG AREA DURATION fifth Level Clerical Spells 

Bless Both 6 5 dia 6r SPELL NAME WHE.11 AllEA DURATION 

Curse Cmbt 6 5 dia 6r Cure Critical Wounds Both T 
Cure Light Wounds Both T Cause Critical Wounds Cmbt T 
Cause Light Wounds Cmbt T Dispel Evil Cmbt T 1 r/lvl 
Detect Magic Both 0 1t Flame Strike Cmbt 6 
Protection from Evil Both T 3r/lvl Raise Dead Camp 3 
Protection from Good Both T 3r/lvl Slay Living Cmbt 3 
Resist Cold Both T 1Vlvl 

Sixth Level Clerical Spells 
Second Level Clerical Spells SPELL NAME WHEN RNG AREA DURATION 

SPELL NAME WHEN RNG AREA DURATION Blade Barrier Cmbt 3 special 3r/lvl 
Find Traps Camp 3 3t Harm Cmbt T 1 
Hold Person Cmbt 6 1-3 4r+ 1/lvl Heal Both T 1 
Resist Fire Both T 1 1Vlvl 
Si lence 15' Radius Cmbt 12 3 dia 2r/lvl Seventh Level Clerical Spells 
Slow Poison Both T 1 hour/Iv! SPELL NAME WHEN RNG AREA DURATION 

Snake Charm Cmbt 3 Al l 5-8r Destruction Cmbt T 
Spiritual Hammer Cmbt 3 1 1r/lvl Energy Drain Cmbt T 

Resurrection Camp T 
Third Level Clerical Spells Restoration Camp T 
SPELL NAME WHEN DURATION 

Cure Blindness Both First Level Druid Spells (For nigh-Level Rangers) 
Cause Blindness Cmbt T SPELL NAME WHEN RNG AREA DURATION 

Cure Disease Camp T Detect Magic Both 0 12r 
Cause Disease Cmbt T Entangle Cmbt 8 4 dia 1t 
Dispel Magic Both 6 3x3 Faerie Fire Cmbt 8 8 dia 4r/lvl 
Prayer Both 0 All 1 r/lvl Invisibility to Animals Both T 1t+1r/lvl 
Remove Curse Both T 
Bestow Curse Cmbt T 1Vlvl 



Second Level Druid Spells (For lligh·Level Hangers) Third Level Magic-User Spells 

SPELL NAME WHEN RNG AREA DURATION SPEll NAME DURATION 

Barkskin Both T Creature 4r+ 1 r/lvl Charm Blink Both 0 1r/lvl 

Person/Mammal Cmbt 8 1 special Dispel Magic Both 12 3x3 

Fireball Cmbt 10+1vl 7 dia 

Third Level Druid Spells (For lligh-Level Hangers) Haste Both 6 4x4 3r+1/lvl 

SPELL NAME WHEN RNG AREA DURATION Hold Person Cmbt 12 1-4 2r/lvl 

Cure Disease Camp T Invisibility 10' Radius Both T 2 dia special 

Hold Animal Cmbt 8 1-4 2r/lvl Lightning Bolt Cmbt 4+1vl 4,8 

Neutralize Poison Both T 1 Protection from Evi l 10' Both T 2 dia 2r/lvl 

Protection from Fire Both T 1 Special Protection from Good 1 O' Both T 2 dia 2r/lvl 

Protection from Normal Missile Both T 1Vlvl 

First Level Magic-User Spells Slow Cmbt 9+1vl 4x4 3r+1/lvl 

SPELL NAME WHEN RNG AREA DURATION 

Burning Hands Cmbt T 3 squares Fourth Level Magic-User Spells 
Charm Person Cmbt 12 1 SPEll NAME WHEN llNG AREA DURATION 

Detect Magic Both 6 1 2r/lvl Charm Monster Cmbt 6 special 

Enlarge Both .5/lvl 1t/lvl Contusion Cmbt 12 2-16 2r+1/lvl 

Reduce Both 5/lvl Dimension Door Cmbt 0 

Friends Cmbt 0 All 1 r/lvl Fear Cmbt 0 6x3 cone 1 r/lvl 

Magic Missile Cmbt 6+1vl Fire Shield (2 Types) Both 0 2r+ 1/lvl 

Protection from Evi l Both T 2r/lvl Fumble Cmbt 1/lvl 1 r/lvl 

Protection from Good Both T 2r/lvl Ice Storm (Dmg only) Cmbt 1/lvl 4 dia 

Read Magic Camp 0 2r/lvl Min Globe of Invulnerability Both 0 1r/lvl 

Shield Cmbt 0 5r/lvl Remove Curse Both T 

Shocking Grasp Cmbt T Bestow Curse Cmbt T 11/lvl 

Sleep Cmbt 3+1vl 1-16 5r/lvl 

Fifth Level Magic-User Spells 
Second Level Magic-User Spells SPELL NAME WHEN DURATION 

SPELL NAME RNG AREA DURATION Cloudki ll Cmbt 1 3x3 1r/lvl 

Detect Invisibi lity Both 1/lvl 5r/lvl Cone of Cold Cmbt 0 .5/lvl cone 

Invisibil ity Both T speci al Feeblemind Cmbt 1/lvl 1 

Knock Camp 6 1/lvl Hold Monster Cmbt .5/lvl 1-4 1 r/lvl 

Mirror Image Both 0 1 2r/lvl 

Ray of Enfeeblement Cmbt 1+.25/l vl 1 1r/lvl 

Stinking Cloud Cmbt 3 2x2 1 r/lvl 

Strength Both T 61/lvl 



Six th Level Magic-User Spells Level Advancement Tables 
SPEU NAME WHEN RNG AREA DURATIDN The following charts show the amount of experience a character must eam in order to 

Death Spell Cmbt .5 /lvl gain a level in his character class. The charts also list the number of spells_ that a character 
Disintegrate Cmbt 5/lvl Special can have memorized at one time. Fighters and Thieves can never memonze spells. 
Globe of Invulnerability Both 0 1 1 r/lvl Remember that all experience eamed by a non-human, multiple-class character is divided 
Stone to Flesh Both 1/lvl by the number of classes the character has. The experience is divided even after the char-
Flesh to Stone Cmbt 1/lvl acter has reached his maximum level in a particular class. A Human dual-class character 

only earns experience in his second class. The character cannot use the abilities of his first 
Seventh Level Magic-User Spells class until his level in his second class exceeds his level in his first class. 

SPELL NAME WHEN RNG AREA DURATIDN 

Delayed Blast Fire Bal l Cmbt 10+1 /lvl 7 dia Special Magic-User 
Mass Invisibility Both 1/lvl Special Special NUMBER OF MAGIC·USER 

Power Word, Stun Cmbt 5/lvl 1 Special 
HIT SPELLS PER LEVEL 

lEvEL EXPERIENCE DICE 1 2 3 4 5 6 7 8 9 

0-2,500 1d4 
Eighth Level Magic-User Spells 2 2,501-5,000 2d4 2 
SPEU NAME WHEN RNG AREA DURATION 3 5,001-10,000 3d4 2 

Mass Charm Cmbt 5/lvl Special Special 4 10,001-22,500 4d4 3 2 
Mind Blank Both 3 1 1 day 

5 22,501-40,000 5d4 4 2 
Otto's Irresistible Dance Cmbt T 1 2-5r 6 40,001-60,000 6d4 4 2 2 
Power Word, Bl ind Cmbt 5/lvl 3 dia Special 7 60,001 -90,000 7d4 4 3 2 

8 90,001-1 35,000 8d4 4 3 3 2 

Ninth Level Magic-User Spells 9 135,001-250,000 9d4 4 3 3 2 1' 

SPELL NAME WHEN RNG AREA DURATION 10 250,001-375,000 10d4 4 4 3 2 2 

Meteor Swarm Cmbt 4+1/lvl Special 11 375,001-750,000 11d4 4 4 4 3 3 

Monster Summoning Cmbt 0 Special 1 battle 12 750,001-1,125,000 11d4+1 4 4 4 4 4 1' 

Power Word, Kill Cmbt .25/lvl Special 13 1, 125,001-1,500,000 11d4+2 5 5 5 4 4 2 

14 1,500,001 -1,875,000 11d4+3 5 5 5 4 4 2 1' 

15 1,875,001-2,250,000 11d4+4 5 5 5 5 5 2 

16 2,250,001-2,625,000 11d4+5 5 5 5 5 5 3 2 1' 

17 2,625,001-3,000,000 11d4+6 5 5 5 5 5 3 3 2 

18 3,000,001-3,375,000 11 d4+7 5 5 5 5 5 3 3 2 1' 

Each level after 18th requires 375,000 experience points and character gains 1 hit point. 
1 Usable on ly with 10+ Intelligence. 2 Usable only with 12+ Intelligence. 3 Usable only with 14+ Inte lligence. 4 Usable only with 
16+ Intelligence. 5 Usable only with 18+ Intelligence. 



Cleric Ranger 
HIT NUMBER OF CLERIC SPEUS PER LEVEL NUMBER OF SPEUS PER LEVEL 

LEVEL ExPERIENCE DICE 1 2 3 4 5 6 7 HIT DRUID MAGIC·USER 

1 0-1 ,500 1d8 1 l.EVEL EXPERIENCE DICE 1 2 3 1 2 

2 1,501-3,000 2d8 2 0-2,250 2d8 

3 3,001-6,000 3d8 2 1 2 2,251 -4,500 3d8 

4 6,001-13,000 4d8 3 2 3 4,501-10,000 4d8 

5 13,001-27,500 5d8 3 3 4 10,001-20,000 5d8 

6 27,501 -55,000 6d8 3 3 2 5 20,001-40,000 6d8 

7 55,001-1 10,000 7d8 3 3 2 6 40,001 -90,000 7d8 

8 110,001-225,000 8d8 3 3 3 2 7 90,001-150,000 8d8 

9 225,001-450,000 9d8 4 4 3 2 8 150,001 -225,000 9d8 

10 450,001 -675,000 9d8+2 4 4 3 3 2 9 225,001-325,000 10d8 

11 675,001 -900,000 9d8+4 5 4 4 3 2 1' 10 325,001-650,000 11d8 2 1 

12 900,001-1 ,125,000 9d8+6 6 5 5 3 2 2 11 650,001-975,000 11d8+2 2 2 

13 1, 125,001-1,350,000 9d8+8 6 6 6 4 2 2 12 975,001 -1,300,000 11d8+4 2 2 

14 1,350,001-1 ,575,000 9d8+ 10 6 6 6 5 3 2 13 1,300,001-1,625,000 1 d8+6 2 2 

15 1,575,001 -1,800,000 9d8+12 7 7 7 5 2 14 1,625,001-1,950,000 11d8+8 2 2 2 

16 1,800,001-2,025,000 9d8+ 14 7 7 7 6 5 3 1' 15 1,950,001-2,275,000 11d8+10 2 2 2 2 

1 2,025,001 -2,250,000 9d8+16 8 8 8 6 5 3 16 2,275,001-2,600,000 11d8+12 2 2 1 2 2 

18 2,250,001-2,475,000 9d8+18 8 8 8 7 6 4 17 2,600,001-2,925,000 11d8+14 2 2 2 2 2* 

18 
Each level after 18th requires 225,000 experience points and character gains 2 hit points. 1 Usable only with 17+ wisdom. 2 Usable only with 

2,925,001 -3,250,000 11d8+16 2 2 2 2 2 

18+wisdom. Each level after 18th requires 325,000 experience poi nts and character gains 2 hit points. 

Cleric 's Bonus Spells 
• Maximum spell abil ity 

WISDOM 2 3 4 Paladin 
9-12 

13 +1 HIT NUMBER OF CLERICAL SPEUS PER LEVEL 

14 +2 
LEVEL EXPERIENCE DICE 1 2 3 4 

15 +2 +1 
1 0-2,750 1d10 

16 +2 +2 
2 2,751-5,500 2d10 

17 +2 +2 +1 
3 5,501 -12,000 3d10 

18 +2 +2 +1 +1 
4 12,001-24,000 4d10 

5 24,001-45,000 5d10 
Note that these bonus spells are only avai lable when the cleric is entitled to spel ls of the appl icable level. Thus an 8th-level cleric with a Wisdom 6 45,001 -95,000 6d10 of 18 can memorize the following spells: 

NUMBER OF SPEUS 
7 95,001-175,000 7d10 

1 2 3 4 5 8 175,001 -350,000 8d10 

8th-Level Cleric with 18 Wisdom 5 5 4 3 9 350,001 -700,000 9d10 

10 700,001-1 ,050,000 9d10+3 2 

11 1,050,001-1,400,000 9d10+6 2 

Paladin continues ... 



Paladin continued ••• 
HIT NUMBER OF CLERICAL SPELLS PER LEVEL 

LEVEL EXPERIENCE DICE 1 2 3 4 

12 1,400,001-1 , 750,000 9d10+9 2 2 

13 1,750,001-2, 100,000 9d10+ 12 2 2 

14 2, 100,001-2,450,000 9d10+15 3 2 

15 2,450,001-2,800,000 9d10+18 3 2 

16 2,800,001-3, 150,000 9d10+21 3 3 

17 3, 150,001-3,500,000 9d10+24 3 3 2 

18 3,500,001-3,850,000 9d10+27 3 3 3 

Each level after 18th requires 350,000 experience points and character gains 3 hit points. 

Fighter Thief 

LEVEL EXPERIENCE DICE HIT 

0-2,000 1d10 
LEVEL EXPERIENCE DICE 

2 2,001-4,000 2d1 0 1 0-1,250 1d6 

3 4,001-8,000 3d10 
2 1,251-2,500 2d6 

4 8,001 -18,000 4d10 3 2,501-5,000 3d6 

5 18,001-35,000 5d10 4 5,001-10,000 4d6 

6 35,001-70,000 6d10 5 10,001-20,000 5d6 

7 70,001 -125,000 7d10 6 20,001-42,500 6d6 

8 125,001 -250,000 8d10 7 42,501-70,000 7d6 

9 250,001-500,000 9d10 
8 70,001-1 10,000 8d6 

10 500,001-750,000 9d10+3 9 110,001 -160,000 9d6 

11 750,001-1,000,000 9d10+6 
10 160,001-220,000 10d6 

12 1,000,001 -1 ,250,000 9d10+9 11 220,001-440,000 10d6+2 

13 1,250,001-1 ,500,000 9d10+12 
12 440,001-660,000 10d6+4 

14 1,500,001 -1,750,000 9d10+ 15 
13 660, 001-880, OOO 10d6+6 

15 1,750,001-1 ,925,000 9d10+ 18 
14 880,001 -1, 100,000 10d6+8 

16 2,000,001-2,250,000 9d10+21 15 1, 100,001-1 ,320,000 10d6+10 

17 2,500,001-2,750,000 9d10+24 
16 1,320,001-1,540,000 10d6+12 

18 3,000,001-3,250,000 9d10+27 
17 1,540,001-1,760,000 10d6+ 14 

18 1,760,001 -1,980,000 10d6+16 
Each level after 1 Bth requires 250,000 experience poinls and charac-
ter gains 3 hit points. Each level after 18th requires 220,000 experience points and charac-

ter gains 2 hit points. 
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IBM COMPATIBLE COMPUTER INFORMATION: 

Many of our games will work on IBM compatible computers. If you own an IBM 
compatible computer we suggest that you consult with our Technical Support Staff at 
(408) 737-6850 between 11 a.m. and 5 p.m., Pacific Time, Monday through Friday, 
(holidays excluded) to see if an SSI game you're considering purchasing is compatible 
with your computer. If we have insufficient data to determine compatibility, you may 
wish to purchase the game and test for compatibility yourself. If the game proves to be 
incompatible, you may return it within 14 days with your dated receipt and we will 
refund your money. Or, if you return the game within 30 days, you may exchange the 
game for another. 

ADVANCED DVNCiEONS & DRACiONS, AD&D and FORCiOTIEN REALMS 
are trademarks owned by and used under license from TSR, Inc., Lake Cieneva, WI, VSA. 

Copyright 1991 Strategic Simulations, Inc. All Rights Reserved. 
Copyright 1991 TSR, Inc. All Rights Reserved. 

These rules, any accompanying printed material, and the computer programs, on floppy 
disks or cassettes, described herein, are copyrighted and include proprietary information 
belonging to Strategic Simulations, Inc. and TSR, Inc. No one is permitted to give or sell 
copies of this handbook, any accompanying printed material, and the computer programs, 
on floppy disks or cassettes, or listings of the programs on floppy disks or cassettes to any 
person or institution except as provided for by written agreement with Strategic 
Simulations, Inc. and TSR, Inc. No one may copy, photocopy, reproduce, translate, or 
reduce to machine readable form this handbook or any other accompanying printed materi­
al, in whole or in part, without the prior written consent of Strategic Simulations, Inc. and 
TSR, Inc. 
Any person/persons reproducing any portion of this program for any reason, in any media, 
shall be guilty of copyright violatio~ and subject to the appropriate civil or criminal legal 
action at the discretion of the copynght holder(s). 




