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b 4
)’1

$
Pathways 2 ‘1
. RoAads iN GlaNtri are scarce. IN fact, the oNly tRU€ “ROAD™ RUNS Nomnwa_nb froM TrintaN to 3

Glantri City, cONtINUING NORtH to Taterbill-beyoND which it bEGENERALES ngto a Much smgllen ’
path. This rROAD, COVERED With paviNg stONE, is WiD€ eNOuGh 1o haNbI€ tRafFfFiC FROM both Direc- } q

tions at ONCe. ’
. TRrails CONNECt MOSt MAjOR tOWNS, PAcked-Dirt paths, widbe eNough 1O I€t ONIYy ONE WAGON b 4

pass at a tiMe, OFteN cloG up with rRuts aND MUD iN SPRING. ‘
. MounNtaiN passes permit travel thrRouGgh otherwise INSURMOUNLtable obstaclgs. though the b "
GOING REMAINS SIOW aNb Difficult. While MOst passes feature Natural paths, iN a FEW .spots b4

MINERS have brOKEN DOWN the cliffsibes 10 Make travel easiqn. The SkUllhORN' Pass IN the ’
Colossus MOuNts is the Most Notable such route; as it leabs Directly to GlaNtRri's ENeEMY, the N

Khanates of EIhENGAR, it REMAINS closely watcheb. A FORIRESS StaNDs at each €ND Of the pass, ‘
aNb a Mmilitary camp lies halgway through. bd
r 4
>’4
BuildiNGs ’0 p

u ° Castles CONSiSt OF a KEEp SURROUNDED by a curtaiNn wall. These Fontieitationg us_ually house .
ONIy Mmilitary personNel, though occasionNally a local ruler will choose to ResibE iN a castle, N ‘

ﬂ o TOWERS aND KEEpSs COMMONIY SERVE as the hOMES Of wizarbs aNb NODIES. SOME CONSist Of ‘
just a siNGgle toweR juttinGg skywanrd; Others are IarGe StONE hOus€es OR a sMall coMplex of b 4

structures with a protective wall. The Map shows the Kkeeps Of Nobles ONIy. Q
b 4
y A
b’(

ScttiemeNts 5
(] Capital of all the principalities, Glantri City ReMaiNs by far the largest settleMeENT aNYWHERE y “
iN the laND. } ‘

* (] Cities have at Ieast 20,000 iNhabitants anb GeNerally a wall, t0o. IN GIaNtri, ONly the capital is ‘
larGge eNOUuGhH to be calleb a city. 3 q

‘ [ ToOwNs MOstly RANGE iN populatioN FROM 2,000 10 4,000, thouGh a fFew boO approach city size. 0
S€lboM SURROUNDED by walls, towNs have both woobeN and stONE builbiNgs:; usually the 1arg- B |
€R STONE StRUCtURrEes cluster iN the ceNteRr. ”4

~ . Villages—settieMeNts of less thaN 2,000 people—are Not all ON the map; DMs caN place them .
where they wish. Though these hamlets bo NOt have protective walls, locals May €ReCt WOob- P A

€N palisabes. BuilbiNngs iN a village, MOstly siNGle StORy, feature a Vari€ty of CoNnstruction ‘
Mmaterial. 3 4

ﬁ ] Camps (usually Military ONES) OFtEN PROVE PERMANENT, DEspite the fact that they are mave to ’
be MOVED Quickly. TROOPS live iN siMple wOODEN barracks, but iN tiMes Of war—wheN the P4

RaNKks swell-the excess take QuaRrters iN tents. Although officers usually se€t up camps iN ’

areas with strong Natural befenses, Glantri's agGressive military tactics Mean they haroly b 4

€VER FiIND theMs€lves put ON the DEFENSE. .

w ®  RuiNs Of aGiNg cities, TOWERs, aND KEEPS ARE MORE COMMON thaN they appear ON the Map. The ’.‘
RUINS MARrRKeD rRepreseNt the sigNificant structunes bestroyed by the meteor that created the b 4

Great Crater. Such places, though usually abaNbONED, MAay SERVE as lairs fOR MONSIERS. .

- . Boroers illustrate the official bounbaries of Glantri aNd of the principalities anb smaller b 4
NOIDINGs withiN. Areas that bo Not fall within a principality (such as Glantri City) cOMe UNDER P

the birect jurisdictioN of the Council of Princes. b 4
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By Monte Cook and

New waye of wizardry —yours to command!

There’s something unique about a land where wizards rule. Marvels abound.

Glamour tantalizes. Dangers await, cloaked in illusion. Whether a hero chooses to

wield magic or steel, conjuring up adventure becomes as easy as a walk through the

rolling hills of Nouvelle Averoigne —or one of the other dozen principalities that
make up this remarkable land. And when the world’s most powerful wizards
are also its craftiest princes, nothing is ever quite as it seems!

Caot the magic of Glantri over your games! Inside this box you'll find:

An audio CD role-playing aid with realistic sound effects and character
voices for your game sessions

The Teat of Darkness, a 32-page adventure that takes heroes from the
fabulous Great School of Magic to unknown perils. The adventure is com-
patible with the AD&D® game rules in the FIRsT QUEST™ audio CD
game and in the Players Handbook and Duncron MasTER® Guide

2 Yy

The 128-page Grimoire, your visitor's guide to this sorcerous

land, featuring beautiful color art plus all-new wizard kits and spells
Full-color poster-sized maps of the realm and its capital, Glantri City

10 player handouts, including adventure maps, illustrations,

and props

6 sheets of additional mini-adventures for the Dungeon Master

8 full-color hero cards

) A trip to Glantri opens doors to works of wonder like the enchanting canals of the
2 capital city, the Seven Secret Crafis of Magic, a mysterious force known as the

Suitable for all levels of play.

TSR, Inc.

201 Sheridan Springs Rd.
Lake Geneva

WI 53147

U.S.A.

TSR Ltd.

120 Church End
Cherry Hinton
Cambridge CB1 3LB
United Kingdom ISBN 0-7869-0120-9
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