

















































































































22
23

24

25
26
27
28
29

30

31

32

33
34
35
36

37

38
39

40
41
42
43

A teleporter leading to location 23.

The characters arrive at this location after using the teleporter
at location 22. Upon arrival, the party activates a pressure
plate which fires a fireball spell trap from the west.

A hidden button on the north wall activates the button at
location 25.

A button which closes the pit at location 27.

A pair of stone giant gauntlets.

A pit closed by the button at location 25.

A button which deactivates a slider trap at location 29.

A slider trap deactivated by the button at location 28. The
characters continue north through the illusionary wall.

The first of four pressure plates along the corridor to the east.
These pressure plates activate fireball spell traps, fired at the
party from the east and north.

A cleric scroll of cure critical wounds, a ring of fire resistance,
and a cleric scroll of cure critical wounds.

A button on the south wall opens the secret door leading to
location 33.

A Tear of Ra.
A pressure plate activating a pressure plate at location 35.
A pressure plate activating a pressure plate at location 36.

A pressure plate which closes the pit at location 37. A potion of
jump lies nearby.

A pit closed by the pressure plate at location 36. A ring of pro-
tection+3 lies in the alcove.

A teleporter leading to location 22.

A hidden button on the north wall opens a secret door immedi-
ately to the south, as well as launching a fireball spell trap at
the party. The button on the east wall launches a fireball spell
trap from the west.

A hidden button on the south wall closes the pit at location 41.
A pit closed by the hidden button at location 40.

A Tear of Ra.

Stairs leading to the Buried Temple of Ra, Lower Level.

Synopsis
On this level the party retrieves the three remaining Tears of Raand
finds the Pharaoh’s Rest Teleport Key.

Opponents
Doom guards and pyre elementals await the party on this level.

Location Descriptions
The characters appear at this location.

A continuous fireball spell trap.

Two dusts of disappearance.

A mage scroll of death spell.

A secret button which deactivates the pressure plate at location 6.

A pressure plate which fires a fireball spell trap at the party
from the south.
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A pressure plate which opens the door to location 9.

The Pharaoh’s Rest Teleport Key.
9 Four potions of extra healing. The teleporter leads to location 36.
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10

11
12
13
14
15
16

by
18

19
20
21
22
23
24
25
26
27

28
29
30
31
32

33

Two potions of extra healing. A hidden button on the west wall
disables pressure plates at the entrances to locations 11, 12,
and 13. (If not deactivated, these pressure plates cast fireballs
from the south.)

A Har'Akiri red robe.

A Har’Akiri red robe and a cleric scroll of cure disease.
A potion of extra healing and three oils of fiery burning.
A teleporter leading to location 15.

Two potions of jump.

A hidden button deactivates the sliders blocking the exit from the
room. (Potions of jump may also be used to avoid the sliders).

A potion of extra healing.

In the northeast and southwestern corners of the room lie two
potions of extra healing.

A potion of extra healing.

A Tear of Ra.

A potion of extra healing.

A potion of extra healing.

A teleporter leading to location 14.
A teleporter leading to location 25.
Three potions of extra healing.

A teleporter leading to location 27.

A Tear of Ra. On the east wall is a hidden button which opens
a secret door to the teleporter at location 28.

A teleporter leading to location 9.

A mage scroll of dragon scales.

A sword of wounding. A teleporter leads to location 31.

The characters arrive here after using the teleporter at location 30.

A hidden button deactivates the spinner at the entrance to
location 33.

A hidden button which deactivates a spinner and allows access
to the room west of location 31. On the east wall of this room is
a hidden button which deactivates the slider trap at the
entrance to location 34.

34
35

A Tear of Ra. The teleporter leads to location 35.
The characters arrive here after using the teleporter at location 34.

The characters exit the level at location 1.

Other Locations of Interest

36

37

Two potions of extra healing. (This location is reached via the
teleporter at location 9.)

This location is reached via the pit at location 27 in the Temple
of Ra, Temple Grounds. A potion of extra healing lies nearby.
Both teleporters return the party to the level above.

Return to Buried Temple of Ra, Temple Grounds

Note: For map and location information, refer to “The Buried Temple
of Ra, Temple Grounds” section on page 70.

Location Descriptions

43
44

45
46

47

48

49

The characters appear at this location.

In this room, the party places the eight Tears of Ra in the murals
of the handmaidens on the eight pillars. This is done by placing
a tear in a character’s hand, then left-clicking on that hand in the
Adventure Screen. When the last Tear of Ra is in place, the Light
of Ra opens a path to location 45.

An Hierophant’s Seal Quarter.

A scroll describing the Hierophant's tale lies at the feet of the
Hierophant.

At this location the characters assemble the Hierophant's Seal
by placing all of the pieces in one character’s hand, and then
placing the completed seal key in its place on the north wall.
The gateway to Pharaoh’s Rest cannot be used, however, until
the same procedure is accomplished with the four Anhktepot’s
Seal Quarters in Pharaoh’s Rest.

A Temple of Ra Teleport Key and a mage scroll of true seeing. A
teleporter leads to a location in the Desert of Har’Akir close to
where the party entered the Buried Temple of Ra.

Double doors outside the Hierophant’s inner sanctum.

Instead of using the teleporter at location 48, however, the party uses
the Pharaoh’s Rest Teleport Key to teleport directly outside of
Pharaoh'’s Rest, the party’s next destination.



Pharaoh’s Rest, Tomb of Anhktepot

Note: Refer to the Desert Map on page 15 for the specific location of
“Pharaoh’s Rest.”

Synopsis

The characters find the final piece of Anhktepot's Seal. When the seal is
assembled, it is used to open the gateway between Pharaoh’s Rest and
the Buried Temple of Ra. When that is complete, Anhktepot is awakened
and the party lures him through the gateway to the Buried Temple of Ra,
there to confront Anhktepot's ancient enemy, the Hierophant. The char-
acters must also explore both the Crypt of the High Priests and the
Crypts of the Children.

Opponents

Death heads, pyre elementals, and stone golems attack the party on
this level. Once awakened, Anhktepot is the greatest threat, for the
party has no hope of combating so powerful an enemy.

Location Descriptions
1 The characters appear at this location.

2 Six water skins and two pouches of dust of disappearance. A
pressure plate activates the pressure plate at location 4.

3 A Pharaoh’s Rest Teleport Key and a scroll concerning
Pharaoh’s Rest.

A pressure plate which activates the pressure plate at location 7.
A water skin, a dagger, and a short sword+2.

A Har'Akiri red robe, two water skins, and a potion of speed.

A pressure plate which activates the pressure plate at location 8.

A pressure plate which activates the pressure plate at location 10.
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Two potions of extra healing.

10 A wand of magic missiles, and a pressure plate which activates
the pressure plate at location 11.

11 A pressure plate which activates the pressure plate at location 12.

12 The pressure plates at locations 2, 4, 7, 8, 10, and 11 must be
activated (in that order) for the plate at this location to open
the secret door at location 13.

13 A secret door leading north, opened by the plate at location 12.

14  Stairs leading below to Pharaoh’s Rest, Crypt of the High Priests.
The party later returns to this level.



Pharaoh’s Rest, Crypt of the High Priests

Synopsis

On this level the party acquires the Mallet used to acti-
vate the gong which awakens Anhktepot. Also on this
level is the Iron Shield Key, needed to open the doors
to the Crypts of the Children. The characters may
encounter the undead Isu Rehkotep on this level, if
they have permanently destroyed Senmet.

Opponents

Using a dust of disappearance helps the party avoid detection by the
stone golems on this level.

Location Descriptions

1 The characters appear at this location.

2 The Mallet which rings the gong to awaken Anhktepot.
3 The Iron Shield Key.

Return to Pharaoh’s Rest, Tomb of Anhktepot

Note: For map and location information, refer to the “Pharaoh’s
Rest, Tomb of Anhktepot” section on page 76.

Location Descriptions
14 The characters appear at this location.

15 Stairs leading up to Pharaoh’s Rest, Crypts of the Children.

Pharaoh’s Rest, Crypts of the Children

Synopsis

On this level the party
must find the Gold Anhk
Key. It is needed to open
the door in Pharaoh'’s
Rest, Tomb of Anhktepot,
while the Gold Whistle
is needed to awaken the
Hero’s Falcon and send
it off on a mission to
retrieve the Hero’s Heart.

Opponents
Stone golems oppose the party on this level.

Location Descriptions

All doors on this level are opened by the Iron
Shield Key.

1 The characters appear at this location.

2 Three potions of extra healing.

3 Three water skins and five potions of
extra healing.

+ A chest containing gold plate mail, a gold plate helm, war
hammer+2, cleric scroll of summon insects, and two cleric scrolls
of cure serious wounds.

5 A Har'ARiri shield +4.

Four potions of extra healing, a cleric scroll of raise dead, and
the Gold Anhk Key. Also, facing north, is the mural of an eagle.
The characters cast a speak with animals spell, then use the
Gold Whistle found at location 49 in the Ancient Sphinx,
Labyrinth of the Magi, blowing it three times. The Falcon
awakens and is persuaded to search for the Hero's Heart of his
master in the desert of Har’Akir.

The characters leave this level at location 1.



Return to Pharaoh’s Rest, Tomb of Anhktepot

Note: For map and location information, refer to the “Pharaoh’s
Rest, Tomb of Anhktepot” section on page 76.

Location Descriptions
15  The characters appear at this location.

16  Two water skins and a Keoghtom’s ointment.

17 A cleric scroll of raise dead.

18 A potion of jump and a potion of fire resistance.

19  The door opened by the Gold Anhk Key.

20  Ahidden button opens the secret door to the north.

21 A hidden button which deactivates the spinner trap at
location 22.

22 Acorridor leading north.

23 Ahidden button facing north which deactivates a north-bound
slider trap at location 26.

24 A second scroll describing the story of the Hero and his Falcon.

To the north of location 24 is the door requiring the Hero’s
Heart to open.

25  The last Anhktepot’s Seal Quarter. Note: Before using the
Mallet on the gong at location 28, the party should place the
completed seal in is place at location 27.

26  Anorthbound slider trap deactivated by the button at location 23.

27  The Gateway to the Buried Temple of Ra. The characters put
together the four pieces of Anhktepot’s Seal and place them
in the location on the wall to activate the gateway. Once done,
a gateway between Pharaoh’s Rest and the Buried Temple
of Ra exists.

28  Using the Mallet, the party strikes the gong to awaken
Anhktepot. Once awakened, Anhktepot must be lured back to
the gateway, where he and the party are teleported to the
Buried Temple of Ra, Temple Grounds.

29  Anorthbound slider trap the party must avoid on its way back
to the gateway. West of this location is a button on the wall
which activates the teleporter to location 36.

30

31

32

A northbound slider trap the party must avoid on its way back
to the gateway. East of this location, in a secret room, is a
button on the wall which activates the teleporter to location 36.

A northbound slider trap the party must avoid on its way back
to the gateway.

A northbound slider trap the party must avoid on its way back
to the gateway.

Note: The characters have a choice of six passageways to travel
between location 19 and location 24. Each has its own advantages
and disadvantages. The path described above is the most effective
method for the party to travel in awakening Anhktepot and in luring
him back to the gateway. Following is a brief description of the other
passageways between location 19 and location 24.

535

34

35

36

37

38

39

40

41

A corridor of doors, each of which is opened by a hidden
button. The hidden buttons to open the doors are scattered
throughout the level. This represents an easy path down which
to lure Anhktepot, but the difficulty lies in finding all of the
needed hidden buttons. The hidden buttons can be found at
locations 28, 35, 36, 37, and 38.

The door which cannot be opened. Illusionary walls allow the
party to travel around it.

A hidden button which opens the door along the hall near
location 33.

A hidden button which opens the door along the hall near
location 33.

A hidden button which opens the door along the hall near
location 33.

A hidden button which opens the door along the hall near
location 33.

A northbound corridor. It contains diseased areas, and
because of its twisting nature may prove more difficult as a trail
down which to lure Anhktepot. To lure Anhktepot down this
corridor, the party may have to remain closer to him.

A northbound corridor. Its primary disadvantage is the large
diseased area through which the party must go to reach
Anhktepot’s Tomb and lure him back toward the gateway.

A 180 degree spinner.



42 A straight corridor, but one containing three continual spinners
which block the party’s progress.

43 A continual spinner.
44 A continual spinner.
45 A continual spinner.

46 A corridor which is a combustible area laden with fireball traps.
It should be avoided unless the party has acquired enough fire
resistance to endure its danger. Except for its fiery nature, the
path is a straight one.

Other Locations of Interest
36 Two potions of fire resistance.

47 A potion of extra healing and a potion of fire resistance.

48  Six water skins, two potions of extra healing, a cleric scroll of
heal, and a cleric scroll of raise dead.

49 A potion of flying and a ring of fire resistance.
50 Two Keoghtom’s ointments.

Return to the Buried Temple of Ra,
Temple Grounds

Note: For map and location information, refer to “The Buried Temple
of Ra, Temple Grounds” section on page 70.

Location Descriptions

47  The characters appear just south of this location. Anhktepot
follows.

49  When Anhktepot and the Hierophant begin to fight, the party
retreats to this location.

Note: There are three ways to exit the level.

First, a mage can use a teleport spell to move the party to an area
outside of the Temple of Ra.

Second, the Temple of Ra Teleport Key can be used to take the party
directly outside the Temple of Ra.

Third, the party may exit the level at location 48.

Escape from Har’Akir

Note: Refer to the Desert Map on page 15 for the specific locations
described in this section.

Synopsis

While Anhktepot and the Hierophant are engaged in battle, the Wall
of Ra falls. The Wall of Ra is under Anhktepot’s control, but now he
needs all of his will and strength to oppose the Hierophant. Only a
short time remains in which the party may find the Scroll of Return
and leave Har'ARir forever.

Location Descriptions
17  The Buried Temple of Ra.

19  The Scroll of Return. The characters acquire and use the
Scroll of Return.

In battle with Anhktepot, the Hierophant weakens. Upon his defeat,
the villagers of Muhar come to realize that the plague and the
desert storms were the Hierophant's doing. The characters have
saved the lives of many villagers and have fulfilled the prophecy of
the Stone Prophet.

Having braved the desert of Har'Akir and the wrath of Anhktepot for
many a day, the adventurers enter a column of swirling dust and
light. It transports the party safely to the peaceful land of Elturel,
where a hero’s welcome awaits.

CONGRATULATIONS, THE PARTY WINS!



TREASURE GUIDE

The Forgotten Shrine of Neferti, Main Level

LOCATION ITEM(S)
& v nir Tl Two water skins, two Keaghtom's ointments, potion of fire resistance
&4 it Sack
T B B o White Circle Key, potion of fire resistance, two potions of healing, key ring
8 e et Scroll of Neferti, robe, cleric scroll of raise dead, Village of Muhar Teleport Key
11 e Eye of Neferti, suit of padded armor, scale helm+1, mage scroll of feather fall
13a ........Anhktepot's Seal Quarter, two potions of healing, two water skins, suit of ring mail,
bronze helm, white robe+1
10 v v Silver Clover Key, stone of good luck, lock picks, potion of extra healing, leather helm+1
200 e Two oils of fiery burning, potion of extra healing
o1 [T Suit of leather armor, two water skins
By el Eye of Neferti
200 8 Mage scroll of ice storm
24 o Har'Akiri battle axe, suit of chain mail, Helm of Brilliance+1, two water skins, sack
s I Wand of magic missiles
26 .ot IS Two Keoghtom's ointments, two water skins
2T i s Mage scroll of shield
28 ey Mage scroll of chill touch
28, i hok Ivory scroll case, mage scroll of Agannazar’s scorcher
0L s Cleric scroll of raise dead
BN e i Mage scroll of stinking cloud
B2% 5 v cuna Mage scroll of feather fall
LA N Potion of healing
G4 R Potion of extra healing

The Forgotten Shrine of Neferti, Lower Level

LOCATION ITEM(S)
s S Blue robe, two Keaghtom's ointments, two potions of extra healing, three water skins
2 skt Helm of Telepathy, mage scroll of lightand scroll of burning hands, white robe
AR W Two cleric scrolls of cure light wounds, green robe, two water skins
The Village of Muhar
LOCATION ITEM(S)
S v o Two mage scrolls of magic missile, five water skins
B4 v el Suit of chain mail, broad sword, shield, two water skins, scroll pertaining to the
Awakening of Anhktepot
B o Mage scroll of armor and scroll of blur
8 sy idlos Scroll describing desert trolls, three water skins

o (8 Eight water skins, eight oils of fiery burning, three Keoghtom’s ointments

The Obelisk, Lower Level 1

LOCATION ITEM(S)

AR, Obelisk Teleport Key, mage scroll of flame arrow

L e Two potions of extra healing, two water skins

e e LSRN Har'Akiri light helm, Stone Prophet parchment piece

0L L Mage scroll of hold monster

107 e ek Silver Axe Key, key ring, khopesh sword+2, two potions of healing, potion of extra healing,
potion of speed, two water skins

18 zarets. sut Stone Prophet parchment piece, two potions of exira healing, green robe

20, ¢ R A Map depicting portion of the Obelisk

218 L v Two Keoghtom'’s Ointments

28 sy Short sword, two water skins, two arrows, composite bow, two potions of extra healing,
throwing knife+1

24 Yr: Mage scroll of feather fall

25 il e Suit of Har'Akiri light armor

26 3k e Mage scroll of improved identify

2 B L Sling of seeking, twelve sling bullets, sling pouch

The Obelisk, Lower Level 2

LOCATION ITEM(S)
B b 1o 01 Cleric scroll of raise dead and scroll of neutralize poison, wand of fireballs, two water skins
SR e Potion of speed
P Silver Star Key
O Stone Prophet parchment piece
I Bracers of defense
12 5 et Keoghtom's ointment, water skin, potion of fire resistance
16045 e Potion of extra healing
it RO M Stone Prophet parchment piece
PV et il W Potion of extra healing
AR L L ok Water skin, two potions of extra healing
28 s vt Potion of extra healing, mage scroll of protection from evil 10' radius
26 b PR L0 Stone Prophet parchment piece
K11 [T S Potion of extra healing, water skin
<y - TR | Two dusts of disappearance
B2 Mage scroll of flaming sphere, two water skins
83 St I Halberd, powder of coagulation
<7 IR Five stones, war hammer, water skin, shield, cleric scroll of magical stones, magical stone
S5 Two water skins
B0 e wthrass ot Water skin, potion of extra healing
BT sronstea v Water skin, pation of fire resistance, white robe, quarterstaff
Blee N . Potion of healing, water skin
AL e B Ring of protection+1



The Obelisk, Lower Level 3

LOCATION ITEM(S)
Sl oss o b Stone Prophet parchment piece
Ty PR Silver Moon Key
Bl A Stone Prophet parchment piece
P, A Hierophant's Seal Quarter
B oo Two water skins
L S AT Wand of enemy detection
] 5 WS e, 1 Stone Prophet parchment piece, Scroll of Gifts, four Keoghtom'’s ointments
i e Seven stones, shield+1, suit of scale mail armor, cleric scroll of create water,
cleric scroll of cure light wounds, khopesh sword, two water skins
20 e T Two water skins
2 s 1 Two water skins
22 i Mage scroll of cone of cold
28 oivnva Powder of coagulation, water skin, broad sword, banded mail+1
TR ¥ - Two water skins, potion of giant strength
25 o Mage scroll of fireball
s SRR RRRE Four potions of healing
N Mage scroll of shocking grasp

The Temple of Set, Temple Grounds

LOCATION ITEM(S)

" AR Tree Key, three water skins, scimitar, suit of chain mail+3, shield, suit of leather armor, lock picks,
short sword, ring of wizardry, green robe, mage scroll of invisibility 10' radius and scroll of Melf's
acid arrow, potion of extra healing, bronze helm, suit of bronze plate mail, war hammer+2

R e Potion of speed

G . e Anhktepot Seal Quarter

& o s o S Magical Watering Urn, two potions of extra healing

Base s oot Mage scroll of venom bolt, Keoghtom's ointment

2 [ PR A Eight potions of extra healing, twelve water skins, two Keoghtom's ointments, oil of fiery burning,
seven green robes, one green robe+4

12 . inin s Serpent Key

130, LI Staff of swarming insects

T o8 Village of Muhar Teleport Key

LT R MR Temple of Set Teleport Key

R Potion of extra healing

1, e Potion of extra healing, Keoghtom'’s ointment

The Temple of Set, Upper Level 1

LOCATION ITEM(S)
B0 Cleric scroll of speak with animals, four Keoghtom's ointments
O S Two potions of extra healing, three Keoghtom's ointments
0 B S Periapt of proof vs. poison+1
jIELINE e Two powders of coagulation, water skin, Har'Akiri red robe
ol Wl Iron Set Idol Key
i [ R P Iron Set Idol Key
L Speme Keoghtom's ointment, potion of extra healing
f ;g Mo Two potions of extra healing
} RN s Iron Set ldol Key
B s vaisics Iron Set Idol Key
o) At e Iron Set Ido! Key
74 [l AR, Iron Set idol Key, two potions of extra healing
23 Jiaaty oxs Mage scroll of ice storm
/S Mage scroll of acid bolt, two potions of extra healing

The Temple of Set, Upper Level 2

LOCATION ITEM(S)
2 ..........Helm of True Seging
Y. LI A Iron Set Idol Key
D i Keoghtom's ointment, mage scroll of lightning
BF. v Iron Set Idol Key
. Mage scroll of haste
81, A InfE Iron Set Idol Key
s A s Two Keoghtom’s ointments



The Ruined Temple of Harvest, Temple Grounds

LOCATION ITEM(S)

T Water skin, mage scroll of detect invisibility

i o U Mask of Hathor, water skin, cleric scroll of create water

O % it s Temple of Harvest Teleport Key

e s e Blue robe, staff of thunder lightning, cleric scroll of raise dead and scroll of cure critical wounds,
Feline Figurine

LRI Water skin Keoghtom'’s ointment

S Ten air spores (after restoring the Temple of Harvest)

12 v e sl Water skin, Keoghtom's ointment

- OO Three oils of fiery burning, four stones

i A Water skin, Keoghtom's ointment

. i ccmimip Keoghtom's ointment, dagger

18 it ged ) Blue robe, water skin, cleric scroll of flame strike

A e a0 Five potions of extra healing

v NI Three water skins, blue robe, chain mail+1, chain helm+1, cleric scroll of heal, two cleric scrolls of
CUre Serious wounds, mace

e e Three potions of extra healing, to oils of fiery burning

R X Cleric scrall of summon insects and scroll of true seeing

The Ruined Temple of Harvest, Underground Chambers

LOCATION ITEM(S)
AN Ivory scroll case
i A Two water skins
[ i 925 - Water skin
Bl e e Two potions of extra healing
e ;.. SR Scroll of Sphinx’'s Name, Lioness Figurine
(PR Jackal Figurine
18 e v Falcon Figurine
i I Cleric scroll of heal
20 ks 20 Vulture Figurine
Sl s Cleric scroll of create water and scroll of cure serious wounds
B2 i S Two potions of extra healing, two javelins of lightning
A R Two potions of extra healing
¢ KA £ 1. Special Scroll of Retirement
S s o5 Mage scroll of claws of the umber hulk
S e Two Keoghtom'’s ointments
3B cvvsrs ook Two pations of extra healing
G N Coffer of Ra, water skin, powder of coagulation, dagger+2
BBisc..n P Large Chain
41 b e e Keoghtom's ointment
[ e & Scorpion Figurine
43 s Anhktepot Seal Quarter (left by Immortal Soul)

The Ruined Temple of Harvest, Underground Chambers, cont.

LOCATION ITEM(S)
TN R Staff of thunder and lightning
L1 IRESIEL Three potions of extra healing, wand of paralyzation, ring of protection+1, mace
BAUS ekl Shield, suit of plate mail
[ ), A Scimitar of speed
X Mace+2

The Burial Catacombs, Ground Floor

LOCATION ITEM(S)
o e Mage scroll of fly
SR 11 Three potions of extra healing, mage scroll of jump, Silver Circle Key, two water skins,
two potions of extra healing
1Bk ad s st Two water skins
1 NN, Battle axe, shield, adamantite plate mail, adamantite plate helm, water skin, powder of coagulation
T Cleric scroll of heal
WBiews votaia Mage scroll of slow, two potions of flying
P RS Tekhen's Lute
el et v o Burial Catacombs Teleport Key
7 R Three potions of extra healing
D1 e ] Four potions of extra healing, two-handed sword+3, mage scroll of hold monster, cleric scroll of

raise dead and scroll of cure critical wounds, composite bow, wand of frost, Keoghtom’s ointment,
wemic armor, troll armor

2B Three water skins, mage scroll of detect undead, potion of extra healing
) (R Two water skins

The Burial Catacombs, Upper Excavation

LOCATION ITEM(S)
DO M Two waler skins, mage scroll of enchant weapon, cloak of protection+2, staff of thunder and lightning
RIS Cleric scroll of cure disease
AP Gold Circle Key
100 Four potions of extra healing
12 devins Periapt of wound closure
iR Cleric scroll of raise dead
@003y T Calcite Wishing Cup
2. 5 Cleric scroll of create water, mage scroll of ice knife

The Burial Catacombs, Lower Excavation

LOCATION ITEM(S)
B85 fsui Two water skins, mage scroll of dispel magic
(R o Har'Akiri shield, Har'Akiri battle axe+3
i e Two potions of extra healing
(R Water skin, potion of extra healing
| R Hierophant's Seal Quarter
R Water skin, Keoghtom's ointment

208 4% N Mage scroll of vampiric touch



The Temple of Set, Dungeon of the Serpent

LOCATION ITEM(S)

T oimnsnes Three spears, two chain helms, two halberds, three potions of extra healing

The Ancient Sphinx, Stairways

LOCATION ITEM(S)

U TRy Har'Akiri red robe, cleric scroll of create water

The Ancient Sphinx, Halls of Insight

LOCATION ITEM(S)
< Two water skins
RO Two potions of extra healing
B cviaonbn Two potions of extra healing
Qi e Potion of extra healing, water skin, mage scroll of summon swarm
g Two water skins
N0 o v ol Gold Key with Red Gem
TH L e ] Gold Key with Blue Gem
181 nmerdit Six potions of extra healing, the Thought Bottle
) P! Staff of swarming insects, two potions of extra healing
284 el Map to the Buried Temple of Ra
P S Scroll describing the gateway of the Temple of Ra
o M Two potions of extra healing, scroll of the Hero and his Falcon
B2 . oo A Wand of frost
B s e Scroll on the Tears of Ra
K SRBP Two water skins
B0 e LS Ring of protection+4
28] . T Two potions of extra healing

The Ancient Sphinx Labyrinth of the Magi

LOCATION ITEM(S)
IR, Cleric scroll of cure serious wounds
e Mage scroll of disintegrate
L Two cleric scrolls of cure serious wounds
G T Crocodile Figurine
: RO Mage scroll of claws of the umber hulk, two water skins
18 s o Cleric scroll of create water
| Mage scroll of haste
| (PR Mage scroll of disintegrate, cleric scroll of raise dead
21 i 1 Ram Figurine
v I Bag of holding
R Frog Figurine
29 vz e Two Keoghtom's ointments

7 e | Scarab Figurine

The Ancient Sphinx Labyrinth of the Magi, cont.

LOCATION ITEM(S)
L T Suit of elven chain mail, elven chain helm
.t T Mage scroll of cloudkill, cleric scroll of heal
) o sols Mage scroll of death spell
) [ Two potions of extra healing
8 . radd Cleric scroll of neutralize poison and scroll of summon insects, two water skins, Gold Key with Black
Gem, mage scroll of teleport, two Keoghtom'’s ointments
A Gold Whistle
51 RSUECS. Mage scroll of knock

The Royal Burial Hall, City of the Dead

LOCATION ITEM(S)
B 5.k Cleric scroll of heal and scroll of raise dead
LNy LT Three potions of extra healing, four oils of fiery burning, potion of fire resistance, potion of jump, two
Keoghtom's ointments
188 oo o Mage scroll of cloudkill, quarterstaff+2, wand of fireballs
[T Nine water skins
[ S Cleric scroll of raise dead, potion of extra healing
s Iron Circle Key
2B v Lock picks, ring of feather fall, dagger of throwing, powder of coagulation
o) PN Three potions of extra healing, ring of regeneration
S Demon Key
A Two potions of extra healing, periapt of health
< T Mage scroll of lich touch
A, b Two water skins, shield
St R Dragon Tooth Key
P e Two Keoghtom's ointments, padded helm+2
B3 i v Two potions of extra healing
B0 Four water skins, potion of extra healing
71 T Hierophant's Seal Quarter
L ol N Mage scroll of disintegrate, two potions of extra healing
B9 v SR Ring of fire resistance
B0 i emet Potion of extra healing
81 . Lo Potion of exira healing
02 .00, 1% Potion of extra healing
B87es oo oinne Potion of extra healing
B s i Thorn Key
s S Two potions of extra healing

The Royal Burial Hall, Lower Crypts

LOCATION ITEM(S)

T AR Four Keaghtom’s ointments, five water skins, periapt of proof vs. poison+4



The Buried Temple of Ra, Temple Grounds

LOCATION ITEM(S)

B8 e s o Two potions of extra healing, potion of fire resistance, Tear of Ra, two potions of extra healing,
cleric scroll of raise dead

7 (P A Mage scroll of freezing sphere, two potions of extra healing, potion of fire resistance, five water skins

T ol s, 0 Tear of Ra

(8 WO Four potions of extra healing, mage scroll of wizard eye

1% 9. 08, Tear of Ra

2 S S Suit of Har'Akiri light armor, Har'Akiri light helm, three powders of coagulation, four Har Akiri red
robes, two war hammers, cleric scroll of create water

2h e Potion of jump

2B e Stone giant gauntlets

I, Two cleric scrolls of cure critical wounds, ring of fire resistance

33 v Tear of Ra

360 Sl Potion of jump

37 e Ring of protection+3

L i e Tear of Ra

LI Hierophant's Seal Quarter

48 e n Temple of Ra Teleport Key, mage scroll of true seeing

The Buried Temple of Ra, Lower Level

LOCATION ITEM(S)
LR - = Two dusts of disappearance
e e Mage scroll of death spell
B Pharaoh’s Rest Teleport Key
8 o Four potions of extra healing
N0 Two potions of extra healing
i RS Har'Akiri red robe
12 ..o Har'Akiri red robe, cleric scroll of cure disease
I3 w.s s e Potion of extra healing, three oils of fiery burning
)N Two potions of jump
) I Potion of extra healing
1SR Two potions of extra healing
19 oo vsinti s Potion of extra healing
e A Tear of Ra
-3 I Potion of extra healing
20 Potion of exira healing
VLA A Three potions of extra healing
o R Tear of Ra
v L Mage scroll of dragon scales
B L N Sword of wounding
- Tear of Ra
B8 o Two potions of extra healing

2L G A Potion of extra healing

— e ———

Pharaoh’s Rest, Tomb of Anhktepot

LOCATION ITEM(S)
2T, Six water skins, two dusts of disappearance
(1], B Pharaoh’s Rest Telgport Key, scroll concerning Pharaoh’s Rest
DR e smie Water skin, dagger, short sword+2
A Har'Akiri red robe, two water skins, potion of speed
O e i g Two potions of extra healing
i (0 = Wand of magic missiles
| Two water skins, Keoghtom's ointment
W Cleric scroll of raise dead
B Potion of jump, potion of fire resistance
2L B Second scroll of the Hero and his Falcon
OB st Anhktepot's Seal Quarter
T Two potions of fire resistance
o S Potion of extra healing, potion of fire resistance
/(1] £ B Six water skins, two potions of extra healing, cleric scroll of heal and scroll of raise dead
e Potion of flying, ring of fire resistance
BOEN i Two Keoghtom's ointments

Pharaoh’s Rest, Crypt of the High Priests

LOCATION ITEM(S)
IR gt Mallet
b L I Iron Shield Key

Pharaoh’s Rest, Crypts of the Children

LOCATION ITEM(S)
A ok Three potions of extra healing
| R Three water skins, five potions of extra healing
LRSS LY Gold plate mail, gold plate helm, war hammer+2, cleric seroll of summon insects, two cleric scrolls
of cure serious wounds
Ok il Har Akiri shield +4
0 bt Four potions of extra healing, cleric scroll of raise dead, Gold Anhk Key
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IT’S TIME
YOU SAID
GOODBYE
TO YOUR

Detailed
maps help you
navigate the
nightmare of
Har’Akir.

THE STONE PROPHET
CLUE BOOK - When there’s
absolutely no place like home.

s if the accursed desert of Har’ Akir
wasn't bad enough all by itself, the

mummy lord, Anhktepot, has awakened

and is gathering his forces. A conflict of
cataclysmic proportions is on the horizon,
and the ancient one intends to inflict his
wrath on every last living thing in this

desert wasteland!

And your party is stuck right in the path

of Anhktepot’s evil designs.

It’s time you said goodbye to Har’ Akir and

got back to the world of the living. This
STONE PrOPHET CLUE BOOK is one sure
way to do that — here’s how it can help:

«%» DETAILED MAPS. Easily locate all
major events in this eerie adventure!

¢ LISTS. Don’t miss a thing — all
major magical treasures
are revealed.

+3» DESCRIPTIONS. All

creatures are described
in full detail.

ADVANCED DUNGEONS & DRAGONS, AD&D, RAVENLOFT, the TSR logo,

) and all TSR characters, character names, and the distinctive likenesses thereof, are
. trademarks owned by and used under license from TSR, Inc.
- S ©1995 TSR, Inc. All rights reserved.
AC i ©1995 Strategic Simulations, Inc. a MINDSCAPE Company. All rights reserved.

MADE INUS.A.

ISBN 0-917059-02-

0""6685"19034
Part # 190341




