














































JOURNAL ENTRY 55 
THE STORY OF RVATHYM 

The book is a history of Ruathym, with 
much about its early days and founders. 
Many pages are devoted to their leaders, 
who bore the title "The First Axe." 
Rhaumon Bloodaxe is the first such king 
mentioned. 

The early days of the island nation were 
turbulent, filled with frequent wars against 
Luskan and other coastal cities. 

One later chapter describes an old water­
front mansion, the original residence of 
Bloodaxe. It tells a story that the long­
dead king has never truly left the man­
sion, and that only loyal residents of 
Ruathym may stay there safely. 

JOURNAL ENTRY 56 
A Hmo's WELCOME 

We walked down the ship's gangplank and 
onto the pier. The Captain and crew stood 
waiting there, heads hanging in shame. 

The Harbormaster said, just loudly 
enough for us to hear, "It's a strange day 
when the Captain comes home in a row­
boat and the passengers fight off pirates 
and bring his ship back to port!" 

The Captain kept his eyes on the warped 
planking of the ancient pier, saying 
nothing. 

Then the Harbormaster raised his voice to 
address the big crowd that was gathering 
to see what was going on. 
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"The First Captain said Heroes would 
come to help Port Llast, and he did not 
lie! Three cheers for the Heroes of 
Ascore! They have won a great victory in 
our war to reclaim the Trackless Sea from 
the pirates! Now, and forever, they will be 
our Heroes too! " 

As the crowd roared its approval. the 
Harbormaster leaned over to us and whis­
pered, "The First Captain has something 
for you. He lives in a mansion in the 
south east corner of town." 

JOURNAL ENTRY 57 
THE PRIESTS TALE 

"The pirates have created much sadness 
and despair in Port Llast. They have 
burned this temple - you can see the 
scorch marks on that wall - attacked the 
merchant ships, and taken over the north­
west corner of the village. 

"And we keep finding their little scraps of 
paper. 'You shall have good fortune 
today' is all they ever say. What is the hid­
den code? For whom does this have 
meaning? 

"These papers of good fortune have 
brought us nothing but sorrow. " 

JOURNAL ENTRY 58 
THE FAT MAN'S TALE 

"Three cheers for the Heroes of Ascore! " 
the Fat Man bellowed to the crowd. They 
gave three great, lusty roars. "There!" he 
says, "The Heroes of Ascore are still 
heroes here in Neverwinter! 

"We hear your recent mission to Leilon 
went poorly, when our poor ambassador 
disappeared. Messengers from Waterdeep 
said you were responsible for the kidnap­
ping, but we didn't believe it. Did we 
believe it, everyone?" 

"Nooooo!" roared the crowd that filled the 
tavern. 

"We've had messengers from Waterdeep 
tell us all sorts of crazy things. Big cities 
confuse people, make them believe silly 
tales when they should be giving the 
tale-teller a skeptical eye. No one here 
in Neverwinter tells tall tales, do we, 
everyone?" 

"Nooooo!" the crowd cried out once 
more, to the Fat Man's delight. 

"But enough of this. I hear that you're 
here to find the kidnappers and prove to 
everyone that these stories were naught 
but poppycock. You've come to the right 
place! Barkeep! A round for my friends! " 

JOURNAL ENTRY 59 
WIMECi'S STORY 

"Froal said that you could save us, that 
you'd somehow defeat their plan and res­
cue us! And now you've done it! 

"As you now know, the Krakens captured 
the Neverwinter Ambassador Froal and 
myself in Leilon. They imprisoned you 
and then purposely allowed you to 
escape. How that furthered their plans I 
do not know, but they later brought us 
here to Neverwinter and told us you had 
been blamed for our disappearance. 

"The forces of the Lords' Alliance may 
have scoured the countryside, but never 
thought to search for us here in Froal's 
back yard. Before you arrived I had begun 
to despair of ever being rescued. 

"Froal himself is being held in one of the 
other gardens - he is a noble man and 
must be rescued! I shall make my way to 
Lord Nasher and tell him of these events. 
I am certain that a great reward awaits 
you when the last Ambassador is saved!" 

JOURNAL ENTRY 60 
THE SON'S STORY 

"My father, the Waterbaron, has been kid­
napped! He is being held by the 
Triboarians! They are mustering an army 
against us, because they think that with­
out our leader we will crumble like a sand 
castle before the rising tide! --

··--

& • 

' ' 

Erek 
grunted as 

we entered. For 
him this was the 
same as a hearty 
handshake and a 
slap on the back. 

Amanitas ' ' was wait-

a -· 
"But they are wrong! I have assumed lead­
ership in my father's absence, and we will 
defend our homeland against Triboar! 
They will be made to pay for this! 

"My father will be so proud!" 

JOURNAL ENTRY 61 
THE QvlET ONES' TALE 

"Throughout the years of Fireshear," the 
dwarf continues. "We Quiet Ones have 
lived here, beneath the town, in and 
around this chamber. There are never 
many of us, but we do know of the events 
and of the people above. 

"The recent happenings are evil, and 
behind them is a very evil being. It is a 
large spherical creature - four of us saw 
it when it came, but only one of us 
returned. The others remain stone-solid, 
like the bones of the mountains. 

Continues .. . 
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"The Evil is a large round monster, with 
many eyes - and powers. A glow or a 
twinkle, and our friends were stone. 
others simply vanished or fell dead. 

"Take care as you explore! The monster 
remains in Fireshear, near the docks. It 
must be destroyed, or the town will 
become wholly evil, and we Quiet Ones 
shall be gone. " -- • 

'' 

l'vehad 
enough of 

them hlack-robed 
hooligans, I have! 
Next one I see is 
going to feel my 
fist on his fa t face, 

he will! ' ' ·--
JOURNAL ENTRY 62 
THE ZHENTIL CAPTAIN'S OFFICE 

Scattered across the desk were several 
maps of the farmlands around 
Waterdeep. A number of them had been 
crossed off, with notes such as "Burned" 
and "Poisoned crops." others were 
marked with a large "X." 

Another note was a list with only two 
entries: 

More uniforms 

• 

Weapons - Forge crests from Waterdeep 
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JOURNAL ENTRY 63 
THE TRIBOAR ACiENTS' STORY 

"The Waterbaron of Yartar has been kid­
napped, and we're being blamed by his 
people! War will break out between our 
towns if we do not find who really com­
mitted this crime, because Yartar will 
attack us for something we didn't do! 

"If they attack we'll defend ourselves and 
save our city from conquest, but we'd 
rather find the Waterbaron and avert a 
needless war. 

"We need to find out who it is who wants 
Yartar and Triboar to fight and destroy 
each other - it is in their hands that we 
will find the Waterbaron!" 

JOURNAL ENTRY 64 
MALCHOR HARPELL'S STORY 

When he had solidified from the explod­
ing black cloud that appeared so sudden­
ly beside us, he began to speak. 

"You have done very well, Heroes of 
Ascore! You have removed the Kraken 
slime from the pond of Longsaddle. You 
have destroyed their plans to house mon­
sters here for use in battles against 
Mirabar, Triboar, and Yartar. 

"You have the gratitude of the people of 
Longsaddle, and of all the Savage Frontier! 

"But you cannot rest, not yet! More 
Kraken and Zhentarim plots are still 
unfolding! 

"Soon the autumn meeting of the Council 
of Mirabar will be held in that powerful 
northern city. They will vote there on 
whether to support the Waterdeep and 
the Lords' Alliance in the battles against 
Luskan. 

"Without their help the tide of battle 
might turn against us, and the Krakens 
are working mightily to show the Lords' 
Alliance as weak, corrupt, and backstab­
bing. They hope that Luskan and 
Zhentarim allies will win, so that together 
they will control the North. 

"Only the Heroes of Ascore can uncover 
all their plans in time, then go to Mirabar 
and present proof of the Kraken decep­
tions! May Helm guide you on your way!" 

JOURNAL ENTRY 65 
THE SPIES' MAP 

JOURNAL ENTRY 66 
MENASTER'S STORY 

"Great adventurers! I have just now been 
recording your acts of heroism while they 
are fresh in my memory. I shall transmit 
this letter to all members of the Lords' 
Alliance, and your names shall ring 
throughout the Council Halls in the great 
City of Waterdeep! 

"The deceptions of Luskan, the Krakens 
and the Zhentarim have been exposed, 
but our victory is not yet certain. 

"You may have heard stories of a great 
and powerful magical item, a Gem creat­
ed in ancient times to fight the great evils 
of its day. We know little more of its pow­
ers and its history. 

"My brother leads the miners of Fireshear. 
He has written to me of the Gem, and 
may know more. You must seek him out. 

"In no event can we allow our enemies to 
gain the Gem, for if the stories of the 
ancients are true its power could crush 
our mightiest battlements. " 

JOURNAL ENTRY 67 
BLEAK SJ<Y'S STORY 

"Long have we waited," the old man 
said, his words measured and thought­
ful. "From grandfather to father, from 
father to son, from generation to gener­
ation, has the secret been passed. 600 
years have we waited. And now you 
have come. " 

The old man rises. He gestures to the 
rear of the room, to a door. "The way 

'

L. •• ,,, .... ,,, ......... ~ is there. Long have we watched. 
Long has it waited. Through the door you 
must go. Climb the steepest climbs; find 
the Lair of the Dragon. The ancient power 
you seek is there, in the great cavern." 
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JOURNAL ENTRY 68 
KINQ STEELFlsTS OFFER 

"The dwarves of Mirabar and their King 
thank you for your efforts in saving our 
city from the deceptions of our enemies." 
He bowed low, and descended from his 
throne to approach our party. 

"But greater events still threaten us. You 
may have heard stories of a magical Gem 
from ancient times, and the chance that it 
may be rediscovered. 

"To the north and west of here lies The 
Ice Peak, a mountain that rises from the 
freezing waters of the Trackless Sea. It 
was the ancient home of the merciless 
white dragon named Freezefire, who terri­
fied the Northern Realms for centuries. 

"It was this magical Gem that was used to 
destroy Freezefire centuries ago, although 
we have no record of how the deed was 
done. The powerful magic item may still 
be there, awaiting adventurers with the 
strength and courage to come find it in 
the barren wastes. 

"It was the same dragon Freezefire that 
stole the treasure of our ancestors, trea­
sure that generations Iabored mightily to 
wrest from the hearts of so many north­
ern mountains. 

"We are going to the Ice Peak to find the 
hoard of the White Dragon. We seek the 
Gem to strengthen the Lords' Alliance, 
and to keep it from our enemies. And we 
seek to recover the gold stolen from our 
ancestors. 

"We hope that you, too, will choose to 
come to the Ice Peak, and help us in this 
noble mission." 
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JOURNAL ENTRY 69 
BLACKROBED MAN'S TALE 

"Freezefire's Lair, the Gem, the Heroes 
of Ascore have arrived before we could 
find the way. All is wrong! 1 have failed! 
The Masters will torture me and never 
let me die! 

"The Masters of Hellgate Keep, they sent 
us to stop you, they sent us to retrieve the 
Gem. And now my group is lost, I am lost, 
and I have failed!" The man slumps limply 
against a boulder in complete despair. 

JOURNAL ENTRY 70 
ELASTVL RAVRYM'S OFFER 

Raurym's massive jowls jiggled as he 
talked, and with every word the chicken 
scraps stuck in his beard would dance in 
a macabre revue. 

"You adventurers (chomp) have done a 
(chew) splendid j ob! Come feast with 
me!" Raurym grabbed a dagger and used 
it to tear a chunk of meat from the roast 
beside him before driving it point-first into 
the table. 

We had already decided that the food did 
indeed look good, and sat down to enjoy 
the meal. After we had eaten our fill (which 
in Raurym's case was enough to empty 
several local ranches) we retired through a 
hidden door in the back of the room. 

Seated in a plush chair in his comfortable 
study, Raurym told us, "Now that the city 
is safe for the moment, what are we going 
to do about the Gem?" 

He reached into a large bowl beside his 
chair and stuffed a fistful of candies into 
his mouth. "If our enemies find it before 
we do, everything you've accomplished 
will be lost. " Another mass of sticky candy 
entered his mouth, some brightly colored 
pieces saving themselves from destruc­
tion 'by clinging to his thick, red beard. 

"We think it is somewhere in the Ice Peak, 
in the hoard of the long-dead dragon, 
Freezefire. Of course, (more candy) the 
Krakens almost certainly know as much 
or more than we do. 

"And the dwarves, (more candy) they 
claim that Freezefire's hoard is really 
theirs. Now, (more candy) that simply is 
not true! My great great grandfather, 
Prejudge Raurym, himself, brought his 
own great wealth north when he moved 
here, and the dragon stole it from him 
and his people! 

"Now, (more candy) 1 would send an army 
to the Ice Peak now, but we still have to 
defend Mirabar against raids by ogres and 
(more candy) ores and ettins and so on. 

"So, I'm afraid our hopes must ride with 
you." He reached for the bowl once more, 
and frowned to find it empty. Reaching 
beneath his chair, he withdrew a large vel­
vet bag from which he poured a stream of 
nuts and raisins. 

"The gem must be recovered to ensure 
the safety of the north. When it comes to 
the division of any treasure you may 
recover, (nuts and raisins) I will depend 
upon your sense of honor." 

JOURNAL ENTRY 71 
THE WATERBARON'S WELCOME 

"I have been successful in spreading the 
word among our people that Triboar had 
no hand in my kidnapping. Thanks to you, 
the relations between our towns are nor­
mal once again. " 

The Waterbaron laughed, the first time 
we'd ever seen him do so. "Of course, 
normal relations with Triboar means that 
sometime this week a placard will appear 
on the statue of me here in the town 
square. It will cover the inscription and 
say 'Jilbo the Goatherder. " 

.. -.. - -, .. -

We looked at each other, not sure 
whether or not to laugh. 

"I suppose," said the Waterbaron, "that 
you have to be born here to appreciate 
Yartar-Triboar humor." - .. 

mm•& 

u -· 
'' 

So," Ougo 
asked, 

"don't I seem 
normal to you!" 
We all looked at 
each other, not 

quite sure ' ' what to say. 

-· 
JOURNAL ENTRY 72 

JAQAERDA'S STORY 

"No sooner did I arrive in Ruathym than 
some fool pirate guards ambushed me. 
What was I thinking? Daydreaming about 
going home to Gundarlun and rock-climb­
ing in all my favorite places, I suppose. In 
any event, they came up behind me, and 
I woke up with a big headache in a 
Luskan troop ship that brought me here. 

"I was just about to break free from these 
ropes when you came along, really." 
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JOURNAL ENTRY 73 
THE LEADERS MEET 

The Lord Protector eyed us suspiciously. 
"If you have come to demand our surren­
der, you have severely miscalculated the 
mettle of the people of Triboar! " - .. 

- .. 

&! •• 

'' 

lfwe 're 
attacked 

one more time by 
the pirates, I fea r 
the city will fa ll. 
Only the Heroes 
of Ascore have the 

power to ' ' save us. 

&! -· 
"Nothing could be farther from the truth 
honorable Lord Protector, " the ' 
Waterbaron began, and then told the 
story of his kidnapping. We added details 
as he went, confirming how the Krakens 
and their allies had tried to turn the two 
towns against each other. 

"Before my return to Yartar," the 
Waterbaron, "I shall transmit a message 
to my son. He is to order my troops to 
search out every Kraken stronghold in the 
city, and inform the populace that the 
people of Triboar are innocent of any hos­
tile acts against Yartar. I shall remain here 
as your hostage and proof of my good 
faith until you can see that all threats to 
Triboar cease. " 

The Lord Protector strode forward and 
embraced his counterpart. "Our towns 
have often been rivals in the past, but in 
the end you and I have always had a 
bond of trust. No hostage is necessary. 
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Your word - and that of the Heroes of 
Ascore - is good enough for me. I shall 
order our forces to hunt only for the 
Krakens, and to help the people of Yartar 
in any way they can. " 

Both leaders turned to us and repeated 
their thanks. "Without you," they said, 
"thousands of innocent people would 
have been killed in a useless war! " We 
bowed and prepared to leave and contin­
ue our mission. 

JOURNAL ENTRY 74 
THE NEWS OF RVATHYM 

"It is good to see you all again. Since we 
last talked on Mintam I have learned much. 

"Ruathym is backing Luskan in its plan to 
blockade Waterdeep, despite the fact that 
they are ancient enemies. 

"Ruathym's power lies in its fleet, one of 
the strongest on the Trackless Sea. 
Captain Redleg is their commander. His 
men say he commands the fleet, but not 
with his own voice - he may be under 
someone's magical control. 

"This is no empty threat. As powerful as 
Waterdeep is, it lives and dies by its trade 
across the seas. If the combined fleets 
block the harbor and they lay siege to the 
city gates, it is possible that even Lord 
Piergeiron 's power would not be sufficient 
to save the city. 

"We must go to Ruathym and find Captain 
Redleg. With or without his help, we must 
break the Ruathym-Luskan alliance. " 

JOURNAL ENTRY 75 
THE DvrNq (jNOME's STORY 

"They came out of the hills and holes and 
mountains. Huge white furry snow mon­
sters. They brought white hounds from 
hell. They leapt at us in our sleep, in our 
mining, in our business, in the very center 
of our city. No mercy. No mercy. 

• I --- ---~. --~- -·---

"They killed everyone. We could not stop 
them. And our leaders they carried away. 
The ShearMaster gone. What will happen 
to Fireshear, to us .. .. " With a deep sigh 
the gnome's voice fails, and he is dead. 

JOURNAL ENTRY 76 
MENASTER' S LITTER 

Dear Brother, 

I have great news! The Heroes of Ascore 
were just here. They interceded at the 
Council just in time, exposed the Kraken 
plot to divide the Lords' Alliance, and 
unmasked their spies! The Krakens were 
posing as Neverwinter Representatives! 

I have sent the Heroes on to you, with the 
hope that from there they will continue to 
the Ice Peak. Please give them every hos­
pitality. They may be the answer to our 
quest for the Gem. I shall be along as 
soon as possible. 

Menaster 

JOURNAL ENTRY 77 
THE SHEARMASTER'S WARNINCi 

"The Ice Peak is a very dangerous place, 
and your enemies have knowledge of 
your coming. You will arrive at the chief 
city, Aurilssbarg, and the people there will 
be hostile, for their leaders are allied with 
Luskan. Get through the city as fast as 
possible. 

"Head east to the settlement called Bjorn's 
Hold. His people care not for Luskan, but 
watch for enemies everywhere. 

"Next go North to the village of Icewolf. It 
is a town of gentle people, the Ice 
Hunters, but Northmen also live there. If 
the stories are true, it is from Icewolf that 
you will be able to set out in search of the 
Gem. Good luck!" 

We climbed into a small boat, and min­
utes later they had rowed us out to a ship 
Waiting close to shore. 

JOURNAL ENTRY 78 
THE ICE HUNTER'S STORY 

"It is said," one very old, leather-skinned 
Ice Hunter began, "That the Lair of the 
ancient Dragon Freezefire was in the Peak 
above us. With his power he held all in 
terror. In his heart he held great greed. 

"It is also said that the dragon tormented 
the old city of Nimoar's Hold, now known 
as Waterdeep. Then a man of great 
courage, Stramling the Wise, called upon 
the magic of the land. He gathered to him­
self all great power and tempered great 
evil with itself. He created The Gem. 

"On a field in high summer, to his people 
Stramling presented this most marvelous 
and magical Gem. High aloft he held it, 
and it gleamed in the sunlight. And this 
brought forth Freezefire, just as Stramling 
had desired. 

"The beast swooped down upon the man, 
attacking him, striking him to the ground 
with the great wind from its wings. It tore 
the Gem from Stramling's hands with its 
mighty claws. Off the dragon flew with 
its new treasure, to its lair high on the 
Ice Peak. 

"And there the dragon stayed. Upon no 
man or beast did Freezefire make evil 
again. The centuries past, and the story 
was forgotten . But somewhere deep with­
in the Ice Peak lies the dragon with _its 
hoard. And the Gem." 
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JOURNAL ENTRY 79 
BLACKROBED ORDERS 

Unfolding the heavy paper, you see care­
fully written, gold script letters that read: 

"Our time has come. Pick up their trail at 
Mirabar, and follow to the Ice Peak. Let 
them lead you to the Gem, then take it! 
Be sure their bodies are burned, broken, 
and very dead. A quick return will ensure 
a great reward. Failure will ensure 
death . .. death without end." 

JOURNAL ENTRY 80 
ICY TREE'S STORY 

We broke the shackles that held the man, 
and he thanked us with a sense of urgen­
cy in his voice. "Be warned: Tranjer Rolsk 
is a very evil man. He supports those in 
Luskan and their pirates. Stay away 
from him! 

"We know why you are here and wish to 
help. You must seek our leader, Bleak 
Sky at Morning. Hurry! Go East to Bjorn's 
Hold, then, from the North pier, take a 
boat North to Icewolf. " 
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JOURNAL ENTRY 81 
THE COWERINCi DWARF'S TALE 

"I am Bahriit. Did you see my sign, my 
fine sign? It is the finest sign in all of 
Fireshear, don't you think?" 

Tears rolled down his cheeks. "They killed 
my three apprentices, those monsters! 
Did I help? No, I ran away. But they didn't 
find me! But they killed my apprentices. 
They killed them all and I ran away and 
they killed them .. . . " 

"Did you see my sign? Isn't it lovely? No 
one else in Fireshear has such a sign .. . 
so lovely .. . . " He trailed off into repeti­
tive gibberish, and reluctantly we left the 
trembling figure and moved on. 

JOURNAL ENTRY 82 
A MAP FOVND IN A DVNCiEON 

KEY 

rn 
Wall 

[QJ 
Door 

Stairs 
either 

direction 

JOURNAL ENTRY 83 
THE KRAKEN MAP 

We must break 
their supply lines - attack 

and take Daggerford and 

the Way\nn now! 
BEFORE they arrive l -
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~· TABLES~ 

MAXIMUM LEVEL LIMITS BY RACE, CLASS AND PRIME REQUISITE 

CLASS 

Cleric 
Fighter 

Paladin 
Ranger 

MU 

Thief 

ABILITY 

Any 
STR 16· 
STR 17 
STR 18+ 
Any 
STR 16-
STR 17 
STR 18+ 
INT 16-
INT 17 
INT 18 
Any 

DWARF 

No 
7 
8 
9 

No 
No 
No 
No 
No 
No 
No 

max 

No: Characters of this race cannot be of this class. 
Max: Highest Level Available in TREASURES OF THE SAVAGE FRONTIER. 

RAN(jE OF ABILITY SCORES BY RACE 

ABILITY DwARF Elf 

M/F M/F 

Elf 

No 
5 
6 
7 

No 
No 
No 
No 
9 
10 
11 

max 

Strength 
Min. 
Max* · 

Intelligence 
Min. 
Max. 

8/8 
18(99)/17 

3/3 
18(75)/16 

Wisdom 
Min. 
Max. 

Dexterity 
Min. 
Max. 

Constitution 
Min. 
Max. 

Charisma 
Min. 
Max. 

3/3 
18/18 

3/3 
18/18 

3/3 
17/17 

12/12 
19/19 

3/3 
16/16 

8/8 
18/18 

3/3 
18/18 

7/7 
19/19 

6/6 
18/18 

8/8 
18/18 

GNOME 

M/F 

GNOME 

No 
5 
5 
6 

No 
No 
No 
No 
No 
No 
No 

max 

6/6 
18(50)/15 

717 
18/18 

3/3 
18/18 

3/3 
18/18 

8/8 
18/18 

3/3 
18/18 

HALF·Elf 

5 
6 
7 
8 

No 
6 
7 
8 
6 
7 
8 

max 

HALF·Elf 

M/F 
3/3 
18(90)/17 

4/4 
18/18 

3/3 
18/18 

6/6 
18/18 

6/6 
18/18 

3/3 
18/18 

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

No 
4 
5 
6 

No 
No 
No 
No 
No 
No 
No 

max 

HUMAN 

max 
max 
max 
max 
max 
max 
max 
max 
max 
max 
max 
max 

HALfUNG HUMAN 

M/F M/F 
6/6 3/3 
17/14 18(00)/18(50) 

6/6 3/3 
18/18 18/18 

3/3 
17/17 

8/8 
18/18 

10/10 
19/19 

3/3 
18/18 

3/3 
18/18 

3/3 
18/18 

3/3 
18/18 

3/3 
18/18 

ABILITY SCORE MODIFIERS BY RACE 
llACE MODIFIEJIS 

Dwarf 
Elf 

Constitution+ 1, Charisma-1 
Dexterity+ 1, Constitution-1 

Gnome None 
Half-elf None 
Half ling Dexterity+ 1, Strength-1 
Human None 

STRENQTH TABLE 
ABILITY 
ScORE 

3 
4-5 
6-7 
8-9 
10-11 
12-13 
14-15 
16 
17 
18 

TH ACS 
BONUS 

-3 
-2 
-1 

Normal 
Normal 
Normal 
Normal 
Normal 

+1 
+1 

*18/01-50 + 1 
*18151-75 +2 
*18/76-90 +2 
*18/91-99 +2 
*18/00 +3 

DAMAGE WEIGHT AllOWANCE 
Ao.IUSTMENT (IN GlllO PIECES) 

-1 -350 
-1 -250 

None -150 
None Normal 
None Normal 
None +100 
None +200 

+1 +350 
+1 +500 
+2 +750 
+3 
+3 
+4 
+5 
+6 

+1 ,000 
+1,250 
+1,500 
+2,000 
+3,000 

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

ARMOR TABLE 

A-.Tm 
WEJGHT 
IN GP. 

None 0 
Shield2 50 
Leather 150 
Padded 100 
Studded 200 
Ring Mail 250 
Scale Mai I 400 
Chain Mail 300 
Elfin Chain Mail 150 
Banded 350 
Splint Mail 400 
Plate 450 

AC 

10 
9 
8 
8 
7 
7 
6 
5 
5 
4 
4 
3 

MAXIMUM 
MOVEMEJIT1 

12 squares 

12 squares 
9 squares 
9 squares 
9 squares 
6 squares 
9 squares 
12 squares 
9 squares 
6 squares 
6 squares 

1 A character carrying many objects, including a large number of 
coins, can be limited in movement to a minimum of 3 squares per 
tum. 2 A Shield subtracts 1 AC from any armor it is used with. 

DEXTERITY TABLE 
ABILITY SCORE REACTION/MISSILE BONUS AC BONUS 

3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
14 
15 
16 
17 
18 

-3 
-2 
-1 
0 
o 
0 
o 
0 
0 
0 
o 
0 
0 

+1 
+2 
+3 

CONSTITVTION TABLE 
AB1un Hrr POINT 
SCORE AllJUSTMENT 

3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
14 
15 
16 
17 
18 
19 

-2 
-1 
-1 
-1 
0 
0 
0 
0 
0 
0 
0 
0 

+1 
+2 

+2 (+3)* 
+2 (+4)* 
+2 (+5)* 

* Bonus applies only to fighters. 

+4 
+3 
+2 
+1 
0 
0 
0 
0 
0 
0 
0 
0 

-1 
-2 
-3 
-4 

RESURRECTION 
SullVIVAL 

40% 
45% 
50% 
55% 
60% 
65% 
70% 
75% 
80% 
85% 
90% 
92% 
94% 
96% 
98% 
100% 
100% 

Tables continue ... 
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ARMOR PERMITIED BY MVLTIPLE ATIACl<S FOR Fl(jHTER-TYPE Spell Parameters List THIRD LEVEL CLERICAL SPELLS 
CHARACTER CLASS CHARACTERS This is a listing of spells available to player RllG AREA DURATIOll SPEU 11.uu; WHEN 

CLASS MAXARMIMI SitlEUI CLASS lEvEL ATTACKS PER ROUND characters as they gain in level. Following T 1 Cure Blindness Both 
Cleric Any Any Fighter 1-6 1/1 are abbreviations used in the list: 

Cause Blindness Cmbt T 1 
Fighter Any Any Paladin 1-6 1/1 Cmbt = Combat only spell All = All characters in combat Cure Disease Camp T 
Paladin Any Any Ranger 1-7 1/1 camp = Camp only spell r = combat rounds Cause Disease Cmbt T 
Ranger Any Any Fighter 7-12 3/2 Both = Camp or Combat spell I = turns 

Dispel Magic Both 6 3x3 
Magic-User None None Paladin 7-12 3/2 T = Touch Range /lvl =per level of caster 

0 All 1r/lvl dla =diameter targets = aim at each target. Prayer Both 
Thief leather None Ranger 8-14 3/2 

rad = radius Remove Curse Both T 
Fighter 13+ 2/1 Bestow Curse Cmbt T 11/lvl 
Paladin 13+ 2/1 FIRST LEVEL CLERICAL SPELLS 
Ranger 15+ 2/1 

SPEu. IWIE WHEN llllG AREA DURATION FOVRTH LEVEL CLERICAL SPELLS 
WEAPONS TABLE 

Bless Bolh 5 dia 6r WHEN RllG AREA DURATION SPEll NAME 
DAMAGE VS. DAMAGE VS. l.MGER NUMBER Curse Cmbt 6 5 dia 6r 

Cure Serious Wounds Both T NAME MAN SIZED THAN MAN SIZED OF HAllOS CLASS Cure Light Wounds Both T 1 
Cause Serious Wounds Cmbt T 

Axe, Battle 1-8 1-8 Cause Light Wounds Cmbt T 
Neutralize Poison Both T 

Axe, Hand 1-6 1-4 Detect Magic Both 1t 
Poison Cmbt T 

Bow, Composite Long 1-6 1-6 2 Protection from Evil Both T 3r/lvl 
Protection from 

Bow. Composite Short 1-6 1-6 2 Protection from Good Both T 3r/lvl Evil 10' Radius Both T 2 dia 1Vlvl 
Bow, Long' 1-6 1-6 2 Resist Cold Both T 1Vlvl Sticks to Snakes Cmbt 3 1 21/lvl 
Bow, Short' 1-6 1-6 2 f,th 
Club 1-6 1-3 f,c l,th SECOND LEVEL CLERICAL SPELLS FIFTH LEVEL CLERICAL SPELLS Crossbow, Light' 1-4 1-4 2 I 
Dagger 1-4 1-3 l,mu,th SPEii.NAME WHEN RllG AREA DURATION SPEU NAME WHEN RllG AREA DURATIOll 
Dart 1-3 1-2 l,mu,th Find Traps Camp 3 3t Cure Critical Wounds Both T 1 
Flail 2-7 2-8 1 f,cl Hold Person Cmbt 6 1-3 4r+1/lvl Cause Critical Wounds Cmbt T 1 
Halberd 1-10 2-12 2 I Resist Fi re Both T 1Vlvl Dispel Evil Cmbt T 1r/lvl 
Hammer 2-5 1-4 f,cl Siience 15' Radius Cmbt 12 3dia 2r/lvl Flame Strike Cmbt 6 
Javelin 1-6 1-6 I Slow Poison Bolh T 1 1 hour/lvl Ra ise Dead Camp 3 
Mace 2-7 1-6 I.cl Sllke Charm Cmbt 3 All 5-Br Slay Living Cmbt 3 
Morning Star 2-8 2-7 I Spiritual Hammer Cmbt 1r/lvl 
Pick, Military 2-7 2-8 

Tables continue ... Pike, Awl 1-6 1-12 2 
Scimitar 1-8 1-8 l,th 
Sling 1-4 1-4 l,th 
Staff, Sling 1-8 2-8 2 f, cl 
Staff, Quarter 1-6 1-6 2 l,mu,cl 
Sword, Bastard 2-8 2-16 2 f 
Sword. Broad 2-8 2-7 1 l,th 
Sword, Long 1-8 1-12 f,th 
Sword, Short 1-6 1-8 f,th 
Sword, 2-Handed 1-10 3-18 2 f 
Spear 1-6 1-8 
Trident 2-7 3-12 

1 Must have ready arrows to fire. Two Attacks per round. 2 Must have ready bolts to fire. One Attack per round. !=fighter, cl=eleric, lh=lhief, 
mu=magic-user 
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FIRST LEVEL DRVID SPELLS 
For High-Level Rangers 

SPEU NAME 

Detect Magic 
Entangle 

WHEN RNG 

Bolh 
Cmbl 8 

AREA DURATIOW 

12r 
4dia 1t 

Faerie Fire Cmbt 8 dia 4r/lvl 

Invisibility to Animals Both T 1 1t+1r/lvl 

FIRST LEVEL MAQIC-VSER SPELLS 

SPEU NAME 

Burning Hands 
Charm Person 
Detect Magic 

Enlarge 
Reduce 
Friends 
Magic Missile 
Protection from Evil 
Protection from Good 
Read Magic 
Shield 

Shocking Grasp 
Sleep 

WHEN llNG 

Cmbt T 
Cmbt 12 
Both 

Both .5/lvl 
Both .5/lvl 

AREA DURATIOW 

3 squares -

1 
2r/lvl 
1Vlvl 

Camp 0 All 1r/lvl 
Cmbt 6+1vl 

Both T 
Both T 
Camp 0 
Cmbt 0 
Cmbt T 

2r/lvl 
2r/lvl 
2r/lvl 
5r/lvl 

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

SECOND LEVEL MA(jlC-VSER SPELLS 

SPEU NAME 

Detect Invisibility 
Invisibility 
Knock 
Mirror Image 
Ray of Enfeeblement 
Stinking Cloud 
Strength 
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WHEN Riil AREA DURATION 

Both 1/lvl 
Both T 
Camp 6 1/lvl 
Both 0 1 
Cmbt 1+.25/lvl 1 
Cmbt 3 2x2 
Camp 

5r/lvl 
special 

2r/lvl 
1r/lvl 
lr/lvl 
6Vlvl 

THIRD LEVEL MAQIC-VSER SPELLS 

SPEU NAME 

Blink 
Dispel Magic 
Fi reba ll 

WHEN RNG 

Both 
Both 12 
Cmbt 

Haste Both 
10+1vl 

6 
Hold Person Cmbt 
Invisibility 10' Radius Both 
Lightning Bolt Cmbt 
Protection from 
Evil 10' Both 

12 
T 
4+1vl 

Protection from 
Good 10' Both T 
Protection from 
Normal Missile Both T 

AREA DURATION 

1 

3x3 
5 dia 
4x4 
1-4 

2 dia 
4,8 

1r/lvl 

3r+1/lvl 
2r/lvl 
special 

2 dia 2r/lvl 

2 dia 2r/lvl 

Slow Cmbt 9+1vl 4x4 
1Vlvl 
3r+1/lvl 

FOVRTH LEVEL MAQIC-VSER SPELLS 

SPEU NAME 

Charm Monster 
Confusion 
Dimension Door 
Fear 
Fire Shield (2 Types) 

Fumble 

WHEN RNG 

Cmbt 6 

Cmbt 12 
Cmbt 0 

Cmbt 0 
Both 

Cmbt 1/lvl 
Ice Storm (Dmg only) Cmbt 1/lvl 

Min Globe of 
Invulnerability Both O 
Remove Curse 
Bestow Curse 

Both 
Cmbt 

AREA DURATION 

1 special 

2-16 2r+1/lvl 

6x3 cone 1 r/lvl 
1 2r+1/lvl 

1r/lvl 
4 dia 

1r/lvl 

1Vlvl 

FIFTH LEVEL MAQIC-VSER SPELLS 

SPELL NAME 

Cloudkill 
Cone of Cold 
Feeblemind 
Fire Touch 
Hold Monster 
Iron Skin 

WHEN RNG 

Cmbt 1 
Cmbt 0 
Cmbt 1/lvl 
Both T 
Cmbt .5/lvl 
Both 0 

AREA DURATION 

3x3 1r/lvl 
.5/lvl cone -
1 
Special 1 r/lvl 
1-4 l r/lvl 
Special 1 r/lvl 

Level Advancement Tables 
The following charts show the amount of 
experience a character must earn in order 
to gain a level in his character class. The 
charts also list the number of spells that a 
character can have memorized at one 
time. Fighters and Thieves can never 
memorize spells. 

Remember that all experience earned by 
a non-human, multiple-class character is 
divided by the number of classes the 
character has. The experience is divided 
even after the character has reached his 
maximum level in a particular class. A 
Human dual-class character only earns 
experience in his second class. The char­
acter cannot use the abilities of his first 
class until his level in his second class 
exceeds his level in his first class. 

CLERIC 

lEvEL EXPERIENCE 

1 0-1,500 

2 1,501-3,000 
3 3,001-6,000 
4 6,001-13,000 
5 13,001 -27,500 
6 27,501-55,000 
7 55,001-110,000 
8 110,001-225,000 
9 225,001-450,000 
10 450,001-675,000 

NUMBER OF CLERICAL 
HIT SPELLS PER lEvEL 
DICE 1 2 3 4 5 

1d8 
2d8 2 
3d8 2 1 

4d8 3 2 
5d8 3 3 1 
6d8 3 3 2 
7d8 3 3 2 1 
8d83332 
9d84 43 2 1 
9d8+2 4 4 3 3 2 

CLERIC'S BONVS SPELLS 

WISOOM 

9-12 
13 
14 
15 
16 
17 
18 

1 2 3 4 5 

+1 - - - -
+2 - - - -

+2 +1 -
+2 +2 
+2 +2 +1 - -
+2+2+1+1 

Note that these bonus spells are only available when the cleric is 
entitled lo spells of the applicable leve l. Thus an Slh-level cleric with 
a Wisdom of 18 can memorize the following spells: 

NUMBER OF SPELLS 

1 3 4 5 
8th-Level Cleric with 18 Wisdom 5 5 4 3 -

FIQHTER 

HIT 
LEVEL EXPERIENCE DICE 

1 0-2,000 1d10 
2 2,001-4,000 2d10 
3 4,001-8,000 3d10 
4 8,001-18,000 4d10 

18,001 -35,000 5d10 
6 35,001-70,000 6d10 
7 70,001-125,000 7d10 
8 125,001-250,000 8d10 
9 250,001-500,000 9d10 
10 500,001-750,000 9d10+3 
11 750,001-1 ,000,000 9d10+6 
12 1,000,001-1 ,250,000 9d10+9 

Tables continue .. . 
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.~-----~ 

MAQIC-VSER RANQER 

NUMBER OF MAGIC·USER NUMBER OF SPELLS PER LEVEL 
HIT SPEU.S PER LEVEL MAGIC 

lEvEL EXPERIENCE DICE 1 2 3 4 5* 
HIT DRUID USER 

1 0·2,500 1d4 1 LEVEL EXPERIENCE DICE 1 2 3 1 2 

2 2,501-5,000 2d4 2 1 0-2,250 2d8 

3 5,001-10,000 3d4 2 2 2,251-4,500 3d8 

4 10,001-22,500 4d4 3 3 4,501-10,000 4d8 

5 22,501-40,000 5d4 4 1 4 10,001-20,000 5d8 

6 40,001-60,000 6d4 4 2 2 5 20,001-40,000 6d8 

7 60,001-90,000 7d4 4 3 1 6 40,001-90,000 7d8 

8 90,001-135,000 8d4 4 3 3 2 90,001-150,000 BdB 

9 135,001-250,000 9d4 4 3 3 2 1 8 150,001-225,000 9d8 

10 250,001-375,000 10d4 4 4 3 2 2 225,001-325,000 10d8 1 1 -

11 375,001-750,000 11d4 4 4 4 3 3 10 325,001-650,000 11d8 2 1 -

· You must have a minimum intel ligence of 10 to use 5th level spells. 11 650,001-975,000 11d8+2 2 2 -

• Maximum spell ability 

PALADIN 

NUMBER OF CLERICAL 
THIEF 

Hrr SPEU.S PER LEVEL 
Hrr lEvEL EXPERIENCE DICE 1 2 

LEVEL EXPERIENCE DICE 

1 0-2,750 1d10 0-1 ,250 1d6 
2 2,751-5,500 2d10 2 1,251-2,500 2d6 
3 5,501-12,000 3d10 3 2,501-5,000 3d6 
4 12,001-24,000 4d10 4 5,001-10,000 4d6 
5 24,001-45,000 5d10 5 10,001-20,000 5d6 
6 45,001-95,000 6d10 -

6 20,001-42,500 6d6 
7 95,001-175,000 7d10 - 42,501-70,000 7d6 
8 175,001-350,000 Bd10 - 8 70,001-110,000 8d6 
9 350,001-700,000 9d10 9 110,001-160,000 9d6 
10 700,001-1 ,050,000 9d10+3 2 10 160,001-220,000 10d6 
11 1,050,001 -1,400,000 9d10+6 2 11 220,001-440,000 10d6+2 

12 440,001-660,000 10d6+4 
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IBM COMPATIBLE COMPUIBK 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 DVNQEONS & DRAQONS, AD&D and FORQOTTEN REALMS 
are trademarks owned by and used under license from TSR, Inc., Lake Cjeneva, WI, VSA. 
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