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EVENTS

1 If the party searches this room it will
uncover 100 gems, an Elixir of Youth, a
Potion of Speed and a Longbow +2.

2 The party is ambushed by four Driders
and six Cloud Giants. This is a dangerous
fight since the party is taken by surprise. Be
sure the characters are healthy before enter-
ing the room.

3 The party meets eight 12-Headed
Hydras.

4  The party awakens five Medusae, four
Cockatrices and six Basilisks.

9 The party is attacked by five 12-
Headed Pyro-Hydras.

6 The party awakens six Cloud Giants
and six Driders.

T This is a trap that can be detected and
disarmed by a thief. If the trap is sprung,
the ceiling will collapse on the characters
and inflict 6-36 points of damage.

8 This is a trap that can be detected and
disarmed by a thief, If the trap is sprung,
the floor will cave in and the characters
will take 6-36 points of damage.

9 The party awakens seven Storm
Giants. The giants are willing to sell a map
to the maze for all of one character’s money.
Note that the map is a false one. If the
party refuses, the giants will attack. On the
bodies of the giants is a true map of the
maze, along with the false map. The true
map is Journal Entry 66.

This is a very dangerous fight. Storm
Giants cast powerful Lightning Bolts
which can reflect back off of walls, striking
characters twice. In the dose confines of
this room the party must be willing to drop
damage spells such as Fireball and lce
Storm onto their own characters in order to
hit all of the giants. Mages should cast
either of the Globe spells, which will ren-
der them immune to the lightning.

10 If the party searches this room, it will
find 100 gems, a Wand of Paralyzation, a
Shield +2, Trident +3 and a Potion of
Invisibility.

11 The party will be ambushed by eight
Driders. The party should be uninjured
before stepping into any ambush. It should
cast Bless and Prayer in order to improve
saving throws.

12 This is a trap that can be detected and
disarmed by a thief. If the trap is sprung, a
volley of ballista bolts will strike the party
inflicting 6-36 points of damage.

13 This is identical to location 12.
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14 This room is filled with a huge number
of Basilisks and Cockatrices. The party
needs the amulet from location 18 in order
to walk through the room. Otherwise it
will face an infinite number of battles
against the monsters.

15 This room contains 100 gems, a
Hammer +4, a Scimitar +5, Bracers AC3,
a Potion of Giant Strength and a potion of
Extra Healing.

16 The party meets seven 12-Headed
Hydras.

17 This room contains 100 gems and two
random magic items.

18 The party is ambushed by six Cloud
Giants. The party will find an amulet that
will allow it to pass through location 14.

19 The party will meet a patrol of six
Driders, four Medusae and four
Cockatrices. The party will find a letter

which states that the password is ‘Steeleye’.

This is used to get past the lron Golems in
the maze.

20 This is an old lab. If the party searches,
it will find four potions. If the party contin-
ues to search it will find three more caches
of four potions.

21 The party will spot Sargatha again. She
will try to make the party chase her. If the
characters give chase they will move to
location 22 and trigger the teleportation
trap there. If they do not follow, Sargatha
sends her force of six Storm Giants, four
Cockatrices and four Medusae.

22 This is a trap that can be defected and
disarmed by a thief. If the trap is sprung,
the party will be teleported into the
Dungeon.

23 This is identical to location 21.

24-217 Al of these locations have three
Iron Golems. The golems will attack unless
the party gives the password ‘Steeleye’.

28 This is an obvious trap. Do not pull the
lever.

29 This is identical to location 24.

30 This area is an obvious trap. If the party
advances, it will suffer 6-36 points of dam-
age.

31 Nine Iron Golems guard this location.
A magic mouth will appear and claim that
the password is ‘Fool’. This is false and will
cause the golems to attack. The correct pass-
word is ‘Steeleye’.

32 This is the stairway down to the Castle
Entrance.

33 This is the stairway up to the
Dreadlord’s Sanctum.
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Y. DREADLORD'’S SANCTUM

Synopsis: On this level the party must
overcome a number of illusions and major
guard posts to reach the Dreadlord. This
level contains three doors which each
require one of the keys found in the
Dungeon.

Once the party has located and vanquished
the Dreadlord, it must still find the room
which houses Eldamar’s soul. When the
gem which holds the soul is shattered,

Eldamar will be free of the lich’s taint and
be able to go to paradise with his brother.
The glacier will vanish and the evil threat
to the town of New Verdigris will end.

Resting: It is difficult to rest without being
interrupted here. On the more difficult play
levels, the party will be interrupted several
times before it can rememorize spells. If the
party is badly wounded, it should use the
teleporter at location 26 to return to the
Well of Knowledge and rest there. Once
Eldamar’s soul has been freed, the sanctum
is safe.

The party will be interrupted by Cloud
Giants, Storm Giants and Driders.

Wandering Monsters: There are no wan-
dering monsters within the sanctum.

1 This is the stairway down to the
Middle Level of the Castle.

2 A guard room containing eight Cloud
Giants.

3 Aniillusion of the Dreadlord guards this
doorway. If the party attacks the image, it
will be teleported to location 4 first, to loca-
tion 5 the second time and to location 6 on
all subsequent times. The party should let
the lich attack. This will end the illusion
and allow the party to proceed.

4 The party is teleported onto spikes and
then ambushed by six medusae.

9 The party is teleported between four
Iron Golems.

6 The party is teleported in front of six
Iron Golems.

7 Ateleportation gate stands here which
leads to location eight.

8 This is the Prison of Delight. The party
appears amidst six Iron Golems and six
Driders. There is a treasure of 8,000 plat-
inum pieces, 80 gems, 30 pieces of jewelry
and eight random magic items. The mon-
sters will not attack unless the party attacks
or touches the treasure.

If the party does nothing, then it can rest
unmolested in this room.

9 llusionary lightning sheets across this
door. Any character trying to pick the locks
will take 5-30 points of damage. The illu-
sion fades away when a character bashes
through the door.
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10 A sign on this door correctly states that
it does not lead to the Dreadlord.

11 The room contains four lron Golems,
six Cockatrices and five Dread Guards.

12 A sign on this door correctly states that
the Dreadlord is in this direction.

13 This door requires the Silver Key to
open. Using any other key will summon
five lron Golems.

14 This room contains a trap which can be
detected and disarmed by a thief. If the trap
is sprung, the characters suffer 4-24 points
of damage.

15 Four inactive Iron Golems are here.
They will attack if the inscription on their
base is read, or if they are attacked.

16 This door poses a riddle. The answer is
"Oswulf’,

17 Sargatha, six Dread Guards, four
Cockatrices and four Banite Priests attack

the party.

18 This door requires the Gold Key to
open. Using any other key will summon
five 12-Headed Pyro-Hydras.

19 A fighter with Plate +5, Shield +5,
Girdle of Giant Strength and Long Sword
+5 will attack the party along with six
Dread Guards, four Medusae and four
Banite Priests.

20 This door requires the Brass Key. Using
any other key will summon eight
Medusae.

21 Six 16-Headed Hydras will attack the
party.
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22 The Dreadlord is awakened upon the
party’s entry into this room. He will attack
with his guard of ten Storm Giants and six
Banite Priests.

This is the most difficult battle in the game.
Before entering the room, the characters
should cast Enlarge on every fighter, and
cast Haste, Bless and Prayer on the party.
All mages should cast Globe of
Invulnerability to protect them from the
enemy spells.

If the enemy gains initiative and starts cast-
ing spells first, the party should retreat
around a corner and wait for the monsters
to come to the party. Otherwise, cast
Fireballs and Ice Storms to prevent the
enemy from casting. The fighters should

move to the Dreadlord and attack him. It is
virtually impossible to injure the Dreadlord
with spells or ranged weapons. His excel-
lent armor class makes him difficult to hit

by any but the best fighters.

The Dreadlord carries a Ring of Invisibility,
a Ring of Protection +3 and a Cloak of
Displacement.

23 This is the secret door which leads to
the Vault of the Soul.

24 This is the Vault of the Soul and con-
tains the gem which holds Eldamar’s soul.
It is protected by 12 Iron Golems and six
Medusae. Winning this battle completes
the game.

25 This teleporter leads to location 12 of
the Well.

26 This teleporter leads to location 5 of the
Well.
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Monsters

HOW TO DEAL WITH THEM

The following describes the interesting features of the monsters you will confront
as you travel through the game. If the monster is dangerous, then specific combat

techniques are included.

These creatures have a deadly gaze.
This can be turned back against them by
readying a mirror.

Cockatrice:
Their touch can turn a character to stone.
Do not allow them near characters with
high armor dlasses. Use missile fire and
spells to kill them.

Crocodile (Giant):
This monster has a damaging bite, but no
special abilities.

Displacer Beast:
These vicious beasts benefit from a good
armor class and saving throws. Their two
tentacles can inflict nasty damage.
R \iﬁ

E R 8
Ancient Red Dragon:

The breath from this dragon can kill many
characters outright. Cast Resist Fire on all
characters before the battle. During the
combat, be sure to spread the party out.
Mages should retreat as far as possible and
cast damage spells.
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GIANTS

A ranger does +1 point of damage per level against giants. The Sword vs. Giants
is also very effective against them. All giants, except for Storm Giants, throw boul-

Sub-Adult Red Dragon:

These dragons are not as dangerous as their
older cousins, but several breaths from them
can kill the toughest fighter. Cast Resist Fire
on all characters before the battle,

§ Ay <
Red Dragon Hatchling:
The weakest of the red dragons, they are
still dangerous. If the party meets a group of

hatchlings, use mass damage spells such as
Fireball and Ice Storm to kill them quickly.

White Dragon:
Not quite as deadly as the red dragons.
Cast Resist Cold on all characters before
the battle. If the party meets a group of
white dragons, use mass damage spells
such as Fireball and lce Storm.

Drider:

All driders are capable of casting spells.
They also have an innate magic resistance
and a poisonous bite. Be sure to damage as
many driders as possible each round to pre-
vent them from using their spells. Protect
characters with high armor dasses from
being bitten.

" Ettin:
These large humanoids can cause great
damage with their heavy clubs. They have
no special defenses so most spells and
weapons will be effective.

; % |
Gargoyle:
The main defense o1 inese monsters is an
immunity fo normal weapons. Be sure to
equip the fighters with magical weapons
when battling these creatures.

ders with great force. Any character with a high armor class should move out of

sight of the giants to avoid being hit.

Cloud Giant:

Second toughest of giantkind. They have
no special immunities. All mass damage
spells are effective against them.

Fire Giant:
They are immune to fire, so do not use fire-
balls against them.

Frost Giant:

Similar to Fire Giants, but immune to cold
rather than fire.

Hill Giant:
Weakest of the giants. They have no spe-
cial immunities.

Storm Giant:

These giants cast lightning bolts rather than
throw boulders. They are immune to elec-
tricity. Use mass damage spells to prevent
as many as possible from casting. All char-
acters able to cast Minor Globe or Globe of
Invulnerability should do so. The globes
render the caster immune to the lightning
bolts.
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Golem, Iron:

One of the deadliest creatures the party can
meet. They are immune to all spells, except
Lightning Bolt which slows them and
Fireball which heals them. Only weapons
which are enchanted to +3 or better can do
any damage. Their main disadvantage is
their slow movement. Be sure to keep any-
one who cannot do damage well away
from the golem. If the characters are having
great frouble, cast Haste to double the
number of attacks done by the fighters.

Griffon:
This creature has no special abilities.

Hell Hound:

Their fiery breath is only mildly dangerous.
These creatures are susceptible to Dispel
Evil. They are not immune to fire.

Hippogiff:

This creature has no special abilities.

The monster’s large number of heads allow
it to hit most characters, and the damage
can quickly add up. The Hydra’s main dis-
advantage is its large size. Maneuver your
characters so that the hydras in front block
those behind.

Lich:
The deadliest creature in the game. With
his undead nature, powerful spells and pro-
tective items, the lich is immune to nearly
all magic. His excellent armor class and hit
points make him difficult to kill quickly.
The best chance is to slay the lich’s guards
and then use a thief to back stab him.

Lizard Men:
These creatures have no special abilities.

Lizard King:
These creatures lead tribes of lizard men.
They are tougher and have some resistance
to magic.

Margoyle:
These are tougher versions of gargoyles.

Surprisingly dangerous creatures. Their
massive size allows them to hit frequently
and with great force. Use mass damage
spells to kill them quickly.

Medusa:

Their main attack is a petrifying gaze,
which can be reflected back upon them by
readied mirrors. Their hair is a mass of poi-
sonous snakes so avoid melee combat
when possible.
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Megalo-centipede:
These creatures have few hit points and
poor THACOs. However, their poisonous

bite makes them dangerous in melee
combat.

Minotaur:
This humanoid has no special abilities.

Mobat:
This monster has no special abilities.

Neo-Otyugh:
The neo-otyugh’s many tentacles allow it to
inflict frequent damage. Target this monster
first if it is found with others. They are
immune to Stinking Cloud.



Ogre:
This creature has no special abilities.
Rangers will do extra damage against
them.

o

tyugh:

Weaker versions of the neo-otyugh.

Phase Spider:
Once these creatures have attacked in a
combat round, they are immune to all
attacks except area effect spells. Their bite
contains a particularly virulent poison.
Fireball and Ice Storm are the best choices
against them.

A o
Purple Worm:
Large monsters with a poisonous stinger.
Their size allows them to hit frequently and
absorb large amounts of damage. Try to
slay them at range. Otherwise, arrange the
characters so that the closest Purple Worms
block the others from reaching the party.

Remorhaz:
These worms are capable of swallowing
and killing a character in a single bite. Use

the tactics described under Purple Worm to
defeat Remorhaz.

Slug (Giant):
Subterranean horrors that spit an acid
stream. The creatures are immune to bash-
ing weapons such as maces and flails. The
spit becomes inaccurate at long range, so
low hit point characters should stay far
back and attack with missile weapons and
spells.

Snake (Giant):
Another creature with a poisonous bite. Try

to slay the snakes before they can melee
with the party.

Sphinx:
The ancient creature has spell casting abili-
ty, so should be damaged every round.

Spider (Giant):
Beware of the poisonous bite of this mon-

ster. Kill them while they are still at range.
The Death Spell can be very effective.

Umber Hulk:
Looking into this monster’s four eyes can
cause confusion. Characters battling this
aeature may suddenly stare blankly or
attack their comrades.

Worgs:
This monster has no special abilities.
gy e

Wyvern:
The main danger posed by this creature is
its poisonous stinger. As with other poi-
sonous monsters, use ranged attacks to kill
them before they dlose on the party.
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Major Magic

WHERE TO FIND THEM

Weapons
Composite Longbow +2 (Well, 20)

Long Sword +3 (Ming, 11)
Quarterstaff +3 (Mines, 71)

Six Arrows +4 (Dungeon, 10)

Flail +4 (Dungeon, 45)

Scimitar +4 (Dungeon, 55)
Quarterstaff +4 (Dungeon, 55)

Staff Sling +3 (Dungeon, 55)

Long Sword +4 (Ice Giant Village, 13)
Silver Long Sword +5 (Eastern Crevasses, 16)
Hammer +4 (Mid Level of Castle, 15)
Scimitar +5 (Mid Level of Castle, 15)
Long Sword +5 (Sanctum, 19)

Long Sword vs. Giants (Mines, 81)
Fine Longbow (Dungeon, 6)

Armor, Shields and Other
Defensive Magic Items

Scroll of Protection from Dragon Breath
(New Verdig, 3 & Ruins, 5)

Cloak Of Displacement (New Verdig, 3; Ruins, 13;
Mines, 81; Sanctum, 22)

Leather +5 (Ruins, 5)

Bracers AC3 (BCHQ, 25 & Mid Level of
Castle, 15)

Bracers AC2 (Dungeon, 39)

Shield +3 (Temple, 7 (x2) & Mings, 11)

Shield +4 (Dungeon, 45 & Ice Giant Village, 13)
Shield +5 (Sanctum, 19)

Silver Shield +5 (Eastern Crevasses, 16)

Plate Mail +3 (Mines, 11)

Plate Mail +4 (Ice Giant Village, 13)

Plate Mail +5 (Sanctum, 19)

Banded Armor +5 (Mines, 81)

Ring of Protection +3 (Sanctum, 22 & Mines, 41)
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Wands and Necklaces Boots of Speed:

wand of Fireballs (Ruins, 2; Mines, 21; When Readied these boots double the
Dungeon, 55) wearer's movement,

Wand of Ice Storms (Well, 22 & Mines, 71)
Wand of Lightning (BCHQ, 25 & Mines, 71)

Wand of Paralysis (Mines, 71; Dungeon, 39;
Mid Level of Castle, 10)

Necklace of Missiles (Well, 22; Mines, 61;
Dungeon, 39)

Miscellaneous Items
Ring of Invisibility (Ruins, 13 & Sanctum, 22)

Girdle of Giant Strength (BCHQ, 25 &
Sanctum, 19)

Ring of Fire Resistance (Mines, 11)
Periapt of Health (Mines, 21)

Boots of Speed (Mines, 31)

Stone of Good Luck (Mines, 51)
Eyes of Charming (Mines, 61)

Ring of Wizardry (Mines, 71)

Descriptions of Some Items

Silver Shields:

These reflect Basilisk and Medusa gazes
just like mirrors.

Periapt of Health:

If Readied, the wearer is immune to dis-
ease.

Stone of Good Luck:

If Readied, the wearer gains a +1 to most
saving throws.

Eyes of Charming:

Whenever this device is used, it casts a
Charm Person spell. This item does not run
out of charges.

Ring of Wizardry:

When Readied by a Magic-User, the
wearer can memorize twice as many fifth
level spells as normal.

Journal Entries:
True or False?

The following Journal Entries are true:

1, 2,534, 5,0, 7 5191815, 16, 17,18,
19, 20, 21, 29, 23, 25, 29, 30, 31, 32, 33,
35, 37, 38, 39, 40, 41, 43, 44, 45, 47, 49,
50, 51, 52, 53, 54, 55, 56, 57, 58, 60, 62,
63, 64, 65, 66, 67, 68, 69, 70, 71



nimaginable terror flows from a
l |gaping wound in the earth of

New Verdigris — threatening to
engulf the Forgotten Realms
in a flood of evil! And you
stand helpless before this
abomination. The ancient
secret that will stay the flow
of horror has eluded you.

Until now!

This SECRET OF THE SILVER BLADES
CLue Boox provides the answers
you've searched for! It's a treasure
trove of inside information — tips
and tricks for the adventuring
trade include:

«+ 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
major magical treasures.

«+ Checklists of encounters and
treasures — you won't miss any
part of the adventure or loot!
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A No more secrets!
Highly detailed maps, such as these,
lead you straight to the truth that you seek.
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