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AUTHOR’S NOTE 
Amulet of Zeran (Remake) is a project 
of mine for Bioware’s Neverwinter 
Nights.  This remake still follows the 
same concept of hacking, looting, and 
tactics.  After two years of not updating, 
I’ve decided that I shouldn’t bother 
making a large update for my previous 
Amulet of Zeran, and instead make an 
entire remake from scratch.  With so 
many script updates, AI changes, 
expansions, monsters, and all other 
features out there on Neverwinter Vault, 
why settle for less?  With all these new 
hakpaks, monsters, AI, and scripts 
released, it is possible to make Amulet 
of Zeran the way it was meant to be. 
With past experience (and failures) of 
the first Amulet of Zeran, which is now 
in the Hall of Fame and won iGames’ 
Best Hack and Slash award, I am very 
confident that this remake will set a new 
standard for dungeon crawls. 
 
When playing this module, take note that 
this is no way intended to be a dynamic, 
freeform, and dialog-heavy module.  
This is meant for people who want to get 
to point A to point B, with a lot of 
hacking and looting in-between.  There 
will be characters to talk to and 
extensive journal entries to read, but 
they are taken with a grain of salt instead 
of being the entire focus of the module. 
 
Because there is many rule changes 
within the module, this Player’s Guide is 
intended for new player’s to 
accommodate these rules with 
bombarding the experienced players or 
author (me) with questions. 
 
This module is to be played as a 
multiplayer session and not something 
that can be put up in Gamespy.  Play 

with friends in Neverwinter Connections 
to enjoy the full extent of this module. 
 
This module will be divided into 
Volumes to allow better performance for 
an already meaty module.  Because I 
plan on making 41 dungeon levels, 
starting from the tough-as-twig level 1 
character all the way to the epic level 40, 
it would make Neverwinter Nights beg 
for mercy for loading all those levels. 
 
Speaking of levels, they will be no more 
riddle golems, 32x32 areas, or any bug-
ridden mistakes I’ve made in the past.  
The biggest area you might see in the 
entire module series is 24x24, and the 
areas that are usually big have a lower 
number of placables (better for 
performance and loading time).  It may 
look less detailed, but it will help in the 
long run. 
 
Once you hit level 3, you will need to 
get used to bigger dungeon levels and 
sticking with your level.  Each dungeon 
after level 2 will be extended into 
different areas.  Meaning that the level 5 
dungeon you’re trying to beat?  That’s 
two 16x16 areas right there.  Mini-map 
is also disabled. 
 
Interested?  Good, let’s continue. 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

    2       

Amulet of Zeran - Player’s Guide 
A Neverwinter Nights module by Mark Iradian 

 
CREDITS 
Design/Written/Layout: Mark Iradian 
Cover Art: Elshad Kasumov (http://lawbringer-vypr.deviantart.com/) 
 
© 2004 Mark Iradian.  All Rights Reserved.  AMULET OF ZERAN are a registered 
trademark owned by Mark Iradian.  All artwork used are copyrighted by their owners and 
USED WITH PERMISSION. 
 

INTRODUCTION............................................................................................................. 3 
INSTALLATION ........................................................................................................... 3 
OVERVIEW ................................................................................................................... 3 
FEATURES .................................................................................................................... 4 
RECOMMENDED SERVER SETTINGS..................................................................... 4 

CHARACTER CREATION ............................................................................................ 5 
PRC CLASSES ............................................................................................................... 5 
IN THE CHARACTER GENERATOR MODULE....................................................... 5 
SUBRACES/RACES...................................................................................................... 6 

STARTING YOUR ADVENTURE............................................................................... 12 
OOC STARTING AREAS ........................................................................................... 12 
EQUIPMENT AND GOLD.......................................................................................... 12 
THE CARDS ................................................................................................................ 13 
SOCKETED ITEMS..................................................................................................... 13 
CURSED ITEMS.......................................................................................................... 13 
BLEEDING/DEATH.................................................................................................... 13 
XP AND LEVEL BOSSES .......................................................................................... 14 
ANIMAL COMPANIONS ........................................................................................... 14 
RESTING RESTRICTIONS ........................................................................................ 14 
HARM/HEAL............................................................................................................... 14 

FAQ .................................................................................................................................. 15 

TIPS.................................................................................................................................. 18 

STICK TO YOUR ROLE............................................................................................. 18 
NEVER OPEN THE DOOR…..................................................................................... 18 
POTIONS ARE FOR EMERGANCIES ...................................................................... 18 
BALANCED PARTY................................................................................................... 18 
SPECIAL DOORS........................................................................................................ 18 
FULL PVP IS ON......................................................................................................... 19 

SPECIAL THANKS ....................................................................................................... 20 



 

    3       

INTRODUCTION
My party and I have decided to take a 
rest at the Adventurer's Den before 
tackling on the challenge that awaits us.  
We are after the famous Amulet of 
Zeran, a piece of treasure with enough 
value to make Kings and Queens be 
filled with envy to whoever possesses it.  
Information about the amulet, whether it 
be its power, or creator, is highly 
unknown; even to famous wizard 
councils and sage guilds like the Mind's 
Eye and Arcane Talon.   
 
The legend of this amulet has been going 
through countless generations, 
continuing its everlasting tale from the 
mouths from our parents and theirs.  
Each tale is different from one another, 
for no one knows the real reason behind 
this man-made treasure.   
 
Some say that the Amulet grants the 
powers of immortality, while others say 
it grants a wish.  The creator is a 
dragon, a warlock, a wizard, or a lich. 
 
We do not know the true details, but the 
mystery of this artifact grabbed us by the 
throat and dragged us towards the 
Zeran Tower. 
 
INSTALLATION 
Before you begin installation, you 
MUST install the following: 
 

- Community Expansion Pack 
- Community Expansion Pack 1.01 

Patch 
- Player Resource Consortium 

(PrC) v2.0c 
- Both Expansions (HOTU and 

SOU) 
- NWN Patch 1.62 

 

After you meet the requirements, you 
need to install the following items into 
their proper directory under /NWN: 
 
File Directory 
Amulet_of_Ze0002.tlk /tlk 
AoZ_Hakpak.hak /hak 
Amulet of Zeran 
(Remake) - Volume 
1.mod 

/modules 

Amulet of Zeran 
(Remake) – Character 
Generator.mod 

/modules 

soundset.2da /override 
 
The soundsets.2da file is optional.  This 
file allows you to use NPC soundsets for 
your characters, but it will not contain all 
the sounds for each voice command (e.g. 
Stop or Flee might not work).  If you are 
applying a NWN patch, an empty one 
will replace your old override directory. 
 
Note on non-Windows users: You may 
experience problems joining other 
people’s games or loading a module.  
This is because you will need to rename 
the files into lowercase. 
 
OVERVIEW 
This is remake of the Hall of Fame 
awarded module on NWvault and 
winner of Best Hack-n-Slash in the 
iGames, Amulet of Zeran. 
 
This version is a total remake, started 
from scratch, to better accommodate the 
expansions, patches and community-
released work.  This will also fix up 
issues from the previous version of the 
module, such as buggy puzzles and 
riddle golems.  The module now focuses 
on just slashing to bits instead of 'stops' 
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along the way.  There are also no towns, 
stores, or gold.  You must live off the 
items you get from monsters and chests 
within the dungeon. 
 
There are a lot of strict custom rules now 
to make the module more playable and 
fair.  These small enforcements will also 
make players play the module the way it 
is meant to be. 
 
For those looking for roleplaying, deep 
dialog, or some fantastic world to 
explore, they should look elsewhere.  
This is a module meant for players who 
want to slay, pillage, and loot.  There are 
no puzzles to solve, switches to play 
with, or riddle golems to answer.  
Everything here is very straightforward 
on the killing. 
 
When starting this module, players must 
create new characters from scratch.  
Level 1 characters from other modules 
will not be accepted whatsoever.  When 
creating a character for Amulet of Zeran, 
that character MUST be exclusive to this 
module series only.  Otherwise, future 
volumes of the module will not work 
with your character. 
 
Because Amulet of Zeran's new goal is 
to make a level 40 dungeon crawl, AoZ 
will be released in separate volumes.  
Each volume will contain ten levels, 
which will all connect with one another.  
 
This is to prevent performance decrease, 
lousy AI, and power balance in the 
module.  
 
You must follow the server settings of 
this module, or you might experience 
problems while playing the module.  
This module is not designed for a 
dedicated server where people may 

come in as they please.  This is meant 
for multiplayer sessions with friends. 
 
FEATURES 
 
- CEP Expansion pack 
- Cursed Items 
- Random trapped doors 
- Jasperre's Improved AI 1.3 
- 40 Prestige Classes 
- 100 New Spells 
- Secret Doors 
- Socketed Items 
- CEP Traps 
- Loot Notification System 
- 29 subraces/races 
- NPC Soundsets 
- An easter egg 
 
RECOMMENDED SERVER 
SETTINGS 
 
- Allow Local Characters: Off 
- Reset module when empty: Off 
- Difficulty: Hardcore DnD 
- Enable One Party Only 
- Level Range 1-11 
- Full PvP 
- Players: 3-5 
- Enforce Legal Characters: On 
- Enable Item Level Restriction: Off 
- Enable player pausing: On/Off 
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CHARACTER 
CREATION 
Although not mandatory, it is highly 
recommended for players to use the 
Amulet of Zeran (Remake) – Character 
Generator.  Because this module is 
going to be in a multiplayer session 
instead of something found on Gamespy, 
hopefully your host will have enough 
confidence that you won’t cheat, right? 
 
Let’s hope so. 
 
In multiplayer games, when you create a 
character while connected to the server, 
you’ll notice that you are not able to 
choose CEP heads or CEP portraits.  
Unfortunately, this is something that 
cannot be fixed.  This is especially true 
for PWs that use Server Vault. 
 
As an alternative to this problem, 
without the use of overriding the original 
heads, you can use the Character 
Generator module to pick these portraits 
and heads for your character while in 
single player.  Simply load up this 
module in Singleplayer and create your 
character as normal.  You will notice 
that you can actually use CEP heads and 
portraits in your character.  This module 
is also great if you want to experiment 
with different subraces/races (explained 
later) 
 
PrC CLASSES 
You may notice that when you loaded up 
the module and started creating your 
character that there is over 40 new 
classes.  You can thank the Player 
Resource Consortium hakpak for this 
little tidbit.  The PrC also adds one 
hundred new spells! 

 
There are two classes that you should 
take note of: The samurai and lich. 
 
A lich is an arcane caster where the 
person decides to transform him or 
herself into a lich.  The problem with the 
lich is you require spending gold pieces 
to level up; hence you cannot level up as 
a lich in this module since there are no 
gold pieces!  Avoid using the lich. 
 
The next bit is the Samurai.  
Unfortunately, there is no way to use the 
Samurai without using a third-party 
program like CODI’s Character 
Generator.  You cannot pick this from 
the normal character menu in NWN. 
 
IN THE CHARACTER 
GENERATOR MODULE 
Once you are done setting up your 
character, you’ll join into the module 
itself.  This module serves two purposes: 
A private environment for yourself to 
dye and craft your character, and a 
demonstration of the various other races 
in Amulet of Zeran. 
 
You may notice that when you are in the 
crafting menu, that there is DC or Cost.  
This isn’t a bug; it was intentional. 
 
Your character, if you want, may be 
customized as you see fit without costing 
you a gold piece or any roll checks.  
Want to revamp your character from 
head to toe?  Go ahead, it won’t cost you 
a thing. 
 
You’ll be given the following items: 
 

- ReadME book 
- FAQ book 
- Healing kit +1 
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- Three potions of cure light 
wounds 

- Toggle Loot Notification 
- Dye Kit 

 
The ReadME and FAQ is very self-
explanatory.  They are in-game 
documents to help you without alt-
tabbing or checking.  If you have a 
problem or concern, it’s right in the book 
inside the game. 
 
Healing kits are the basic NWN healing 
kits that allow you to heal a character, 
whether they are bleeding on the ground 
or standing. 
 
The cure light potions work somewhat 
differently.  They work exactly the same 
as Bioware’s normal potions, only these 
potions have caster levels.  Assuming 
you know the basics of Dungeons and 
Dragons, the higher the caster level, the 
more powerful the spell is.  Obviously 
you want to keep the Caster Level 5 
Cure Light Wounds in your inventory 
for rather extreme situations. 
 
You cannot use potions onto bleeding 
characters.  Healing spells or healing kits 
can only heal a bleeding character.  
More will be explained in the Rules 
chapter. 
 
Toggle Loot Notification (on) is an item 
that allows you to change those pop-up 
messages above your head whenever 
someone takes an item or drops one.  
This is extremely useful in cases when a 
character is tailoring his character, 
because you’ll receive a spam of 
messages otherwise.  Simply use it to 
disable it, and use it against to turn it 
back on. 
 

Finally, the dye kit in your backpack is 
free of charge.  You can use this dye kit 
to color your character’s armor/helm 
colors. 
 
Note on Helmets:  You can purchase a 
helmet for one gold piece inside the 
main module (Volume 1).  These helmets 
do not give a concentration skill bonus.  
If you want to change the appearance of 
a helmet, use the Crafting Menu. 
 
SUBRACES/RACES 
Okay, so you have seen some of the 
really interesting races in the module, 
such as the huge bastard known as the 
Half-Giant or everyone’s favorite 
cannon fodder, the Orc.  After being 
mesmerized by the appearances of these 
races, you want to be one of them. 
 
It is very easy to create, but just as easy 
to mess up. 
 
The Amulet of Zeran (Remake) uses 
Subrace for Dummies V8 by 
mad_andrew. 
 
Amulet of Zeran has 30 subraces/races 
for the players to create their dungeon 
crawlers with.  With the default 7 NWN 
races, these custom races, along with the 
NWN classes/PrC and the PrC hakpak, 
you’re looking at over 2000 character 
combinations. 
 
These subraces do not have any ECL or 
powerful abilities/spells.  Because the 
XP system of Amulet of Zeran, or lack 
of one, there couldn’t be way to reduce 
the cost for more powerful characters. 
 
Each subrace/race has a Base Race.  A 
race in Amulet of Zeran means a much 
more modified subrace.  I cannot edit the 
racial screen or put in any special 
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dynamic models without making heavy 
changes to the system.  Even then, it 
might not work. 
 
Making a character with a different 
subrace/race is very simple.  First, in the 
racial screen, you pick the Base Race, 
click on Sub-Race, and type in your 
desired subrace.  Selecting the wrong 
base race or typing the subrace 
incorrectly will not make your character 
work the way you intended.  Remember 
that when typing in the subrace, it is 
case sensitive. 
 
Yes, the races and subraces do get their 
traits from their parent race unless noted 
otherwise. 
 

Before we begin looking at the list, you 
should learn how it works: 
 
SAMPLE BASE RACE 
The list of subraces is divided into 
separate sections via BASE RACE.  If 
you see a subrace you want, just look at 
the base race in large fonts so you know 
how to properly access your character. 
 
A subrace/race will look something like 
this: 
 
Pikachu 
 +2 Dexterity, -2 Charisma 
 +1 to Use Magic Device 
 +2 against electrical saves 
 -2 against stupid anime shows 
 Uses Appearance 
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Now the name and the modifications 
should be pretty obvious.  The Pikachu 
race is +2 Dexterity, -2 Charisma, and 
doesn’t do well against stupid anime 
shows.  The name that is underlined is 
the name you put in the subrace exactly 
as it is shown.  In this case, you type 
Pikachu, not PikACHU, pIKACHU, or 
aOJAo0a. 
 
But the last bit is important.  “Uses 
Appearance” means that using this 
subrace will cause your character to 
change appearance.   
 
This trait is important because the 
experience might be a little different 
from your usual NWN dwarf. 
 
An appearance changes how your 
character looks from head to toe.  
Players can actually look like a 
hobgoblin, orc, and so forth. 
 
However, using these appearances 
require small special rules by your part.  
Some of these races have a small 
number of heads while a certain one 
requires one color to work correctly. 
 
Any information below the race’s 
summary and name that is in italics are 
special notes.  These special notes 
should be taken into consideration, as 
they will tell you how to properly create 
this character without him looking funny 
or headless. 
 
Now remember that the Base Race also 
determines the abilities the subrace/race 
will have.  This includes favored class 
for multiclassing.  Be careful of this. 
 
There, now you know how the very 
simple listing works.  There is just one 
more thing to learn about. 

PLEASE NOTE 
Some of the Appearances of these races, 
or perhaps all of them, are not 
compatible with CEP.  You will not see 
a cloak on a minotaur, for example.  Be 
wary of this.  Remember that these 
models are third party and you may 
experience difficulties with them. 
 
Another concern is the number of heads.  
When you create a character using a 
subrace, you will not notice their new 
appearance until you are inside the 
game.  This is a big limitation to NWN’s 
part and I cannot do much about it. 
 
Because of this, you’ll learn that some of 
these races have limited heads.  You 
cannot tell the number of heads in game, 
so you must be careful with selecting. 
 
Whenever you select a head, each time 
you click right arrow under character 
customization, you move the head slot 
by 1.  Your head slot, obviously, starts 
out with 1.  So when you click right two 
times, the head slot becomes 3.  Click 
left again, the head slot becomes 2. 
 
Basic math. 
 
This is important because if you go over 
the head slot of your selected race, you 
get something what I call “decapitation” 
when you join the game.  You’ll walk 
around with no head. 
 
Some races cannot have helmets also, 
because their head will disappear.  
Unfortunately, it means the race’s model 
doesn’t support helmet and shouldn’t 
really be used.  I am not a modeler and 
thus, can’t do much about it. 
 
Do not use the Large Phenotype on any 
of the races that use an appearance.  
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Some of these sub-races are male only 
due to lack of a female model. 
 
You also may notice the lack of 
description of most of the races.  This is 
intentional.  This is a Hack and Slash 
module and not a storyline adventure.  If 
you see a race you want to roleplay with, 
go ahead, pick them and do whatever the 
hell you want with them.  If you think an 
Artic Dwarf is black as a drow, do it. 
 
DWARF 
 
GoldDwarf 
 +2 Constitution, -2 Dexterity 
 Doesn’t use Appearance 

 
SteelDwarf 
 +2 Constitution, -2 Charisma, -2 
Dexterity 
 +4 save verses poison 
 Doesn’t use Appearance 

 
ArcticDwarf 
 +2 Strength, -2 Dexterity, -2 
Intelligence 
 +4 save verses cold 
 Doesn’t use Appearance 

 
HalfDwarf 
 +2 Strength, -2 Intelligence, -2 
Wisdom 
 Doesn’t use Appearance 

 
ELF 
 
WaterElf 
 +2 Strength, -2 Intelligence 
 -4 verses fire 
 Doesn’t use Appearance 

 
WoodElf 
 -2 Strength, +2 Constitution, -2 
Wisdom, +2 Charisma 
 Doesn’t use Appearance 

 
DesertElf 
 No modifications, still gains Elf 
abilities/skill bonuses 
 -4 verses cold 
 Doesn’t use Appearance 

 
RockElf 
 +2 Constitution, -2 Intelligence 
 Doesn’t use Appearance 

 
StarElf 
 +2 Intelligence, -2 Wisdom 
 Doesn’t use Appearance 

 
A Star Elf is an elf that enjoys trekking 
through the night and frocking in the 
star-filled night sky.  They enjoy the 
thrill of the hunt as the moon streaks 
over their books and daggers.  They are 
the intellectuals of the elven race. 
 
GNOME 
 
RockGnome 
 +2 Strength, -2 Dexterity 
 Doesn’t use Appearance 

 
Quickmouth 
 +2 Charisma, -2 Wisdom 
 Doesn’t use Appearance 

 
A Quickmouth Gnome is the type of 
subrace that enjoys chatting over looting 
and drinks over blood.  Although most 
of the time, they don’t know when to 
keep their mouth’s shut. 
 
ShadowGnome 
 +2 Dexterity, +2 Wisdom, -2 
Strength, -4 Charisma 
 Doesn’t use Appearance 

 
TinkerGnome 
 +2 Dexterity, -2 Strength 
 Doesn’t use Appearance 
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HillGnome 
 +2 Strength, -2 Constitution 
 Doesn’t use Appearance 

 
HALF ELF 
Note:  All races listed here do not get the 
skill affinity in Hide and Spot. 
 
Gnoll 
 +2 Constitution, -2 Intelligence, -2 
Wisdom 
 +1 Natural AC (fur) 
 Uses Appearance 

 
Because the way the model works, it is 
advisable to remove shins or legs on the 
armor.  You can do this via crafting 
menu in the game. 
 
Number of heads: 2 
Color notes: Tattoo affects the 
secondary color of the gnoll’s head.  
Hair color is the same as eye color. 
 
HalfStar 
 +2 Intelligence, -2 Constitution 
 +1 to Use Magic Device, Spellcraft 
 Doesn’t use Appearance 

 
A half-star elf is a product of love 
between star elf and human.  They 
follow their star elf’s side by being more 
intellectual than others and prefer the 
nightlife to daylight. 
 
HalfOrcDwarf 
 +2 Strength, +2 Constitution, -4 
Dexterity 
 Doesn’t use Appearance 

 
A Half-Orc/Half-Dwarf is a bizarre 
aberration between …an orc and dwarf.  
To be honest, the Half-Orc/Half-Dwarf 
doesn’t even want to know what 

happened between his ‘parents’, never 
mind being told about it. 
 
Minotaur 
 +2 Strength, -2 Dexterity 
 Uses Appearance 

 
Doesn’t support helmets. 
 
Head limit: 2 
 
Colors: Hair color is the minotaur’s 
horns.  Tattoo 1 is the minotaur’s eyes.  
Tattoo 2 is the minotaur’s hooves. 
 
Hobgoblin 
 +2 Strength, +2 Dexterity, -2 
Constitution, -2 Intelligence, -2 
Charisma 
 Uses Appearance 
 HobgoblinWar, HobgoblinWiz 

 
Doesn’t support helmets. 
 
Head count: 2 
 
Colors: Tattoo 1 affects the fangs. 
 
HALFLING 
 
Goblin 
 +4 Dexterity, -2 Strength, -2 
Constitution 
 Uses Head 

 
A goblin is basically a Halfling with a 
goblin’s head.  Simply scroll through the 
heads and pick a goblin head. 
 
Brownie 
 +4 Dexterity, -2 Strength, -2 
Wisdom, -2 Intelligence 
 Uses Appearance 

 
Supports helmets. 



 

    11       

 
Head count: 12 
 
Kobold 
 +2 Dexterity, -2 Constitution 
 Uses Appearance 

 
The kobold’s color might be the 3rd 
DARKEST grey.  Otherwise, he’ll look 
funny with different colored legs. 
 
Head count: 4 
 
Kender 
 +2 Dexterity, -2 Wisdom, -2 
Charisma 
 Doesn’t use Appearance 

 
Mensa 
 +2 Intelligence, -2 Charisma 
 Doesn’t use Appearance 

 
HALF ORC 
 
Orc 
 +4 Strength, -2 Intelligence, -2 
Wisdom, -2 Charisma 
 Uses Appearance 

 
Doesn’t support helmets 
 
Head count: 3 
 
Color: Tattoo 1 is the orc’s fangs, and 
Tattoo 2 is the orc’s toes. 
 
Gargun 
 -2 Strength, +2 Dexterity 
 +2 Hide/Move Silently 
 Doesn’t use Appearance 
 Gargun 

 
A Gargun is a half-orc subrace with a 
hint of goblin background.  Their skins 
often appear either in the tone of yellow 
or orange.  No one knows why, or if 

heaven forbids how, there would be a 
goblin background in half-orc.  The 
Gargun itself is often confused about his 
heritage as well. 
 
HalfBugbear 
 +2 Constitution, -2 Dexterity 
 +3 Natural AC (thick hide) 
 Doesn’t use appearance 

 
HUMANS 
 
Skeleton 
 Exactly like a human. 
 Uses Appearance 

 
HalfGiant 
 +6 Strength, -2 Intelligence, -2 
Wisdom, -2 Dexterity, -2 Charisma 
 -4 against mind spells 
 10% speed decrease 
 Still gains the first level extra feat 
 Uses Appearance 

 
Supports helmets 
 
Head Count: 21 
 
Color: Tattoo 2 affect’s the Half-Giant’s 
feet. 
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STARTING 
YOUR 
ADVENTURE 
Your players are ready.  The host gives 
you the signal that everything up.  The 
IP has been sent out, the characters are 
already made, and it is time for the 
action.  The module, Amulet of Zeran 
(Remake) – Volume 1, is loaded. 
 
So everything is set up perfectly and you 
are ready to rock, right? 
 
Almost.  You should know a few things 
when you begin Amulet of Zeran 
(remake).  There are lots of rule changes 
and new things to learn about.  The 
better you know the rules, the better you 
play the game.  The last thing you want 
to hear from your fellow player is What 
is the Card of Life and Why am I not 
getting experience? 
 
OOC STARTING AREAS 
Each volume of the Amulet of Zeran 
(Remake) series will place players into 
an OOC Starting Area.  These areas are 
the starting point of the module where 
players can discuss tactics, introduce 
themselves, and drink beer.  In short, this 
is the ‘locker room’ for the upcoming 
game.  Don’t take the name of these 
areas too seriously; you can still roleplay 
as always. 
 
The OOC areas are also good at 
gathering background information about 
the module.  Yes, there is an actual 
storyline in this module, but it isn’t a 
requirement to learn about it.  You can 
bypass the NPCs and get straight to the 
action.  Or you can talk to the NPCs to 

understand better on what is going on in 
the module.  The choice is up to you. 
 
When the party is ready, they can leave 
the area via ‘start game door’.  This door 
will check if the players are valid and 
can play.   
 
EQUIPMENT AND GOLD 
You join in the OOC, but only have 
thirty gold pieces.  This is the first 
volume and the only valid merchants 
you see is the Helmet merchant and the 
Tavern.  Where do you buy your 
equipment? 
 
You don’t. 
 
You start off with the potions, readme 
files, and other items explained before.  
In this module, you do not buy stuff; you 
gain it in the dungeon.  You cannot buy 
that full plate armor with a tower shield 
right away.  Instead, you must go into 
the dungeon, open chests, and kill 
enemies for your equipment.  You must 
survive with your surroundings. 
 
The majority of the treasure is randomly 
generated.  You might find a small 
shield in a chest, or a greatsword +1.  
You might find a cursed item, or a 
socketed item.  Whatever happens, 
happens. 
 
Fortunately, many creatures will drop 
the items that they are carrying.  That 
hobgoblin with the longsword will be 
dropped, along with that salamander 
with his great spear.  Darts, arrows, 
bows, the monsters will usually drop 
something that they used in battle.  If 
they didn’t it means it’s a modified 
weapon for the creature and you can’t 
use it. 
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THE CARDS 
When you first enter the dungeon, you’ll 
notice two cards in your inventory:  The 
Card of Life and The Card of Cleansing. 
 
The Card of Life is used to raise allies to 
one HP.  Only use this when they are 
dead and not bleeding.  This is used so 
new characters can raise allies after long 
battles (and low level characters are such 
pansies). 
 
The Card of Cleansing allows you to 
remove a cursed placed upon you from 
either a creature or a cursed item 
(explained later). 
 
You might find a Card of Cleansing or 
Card of Life from the monster’s loot.  A 
boss monster will drop a card of life 
once killed.  (This only affects volume 
1) 
 
SOCKETED ITEMS 
Besides the magical equipment, 
mundane weapons, grenade-like 
weapons, you may come across socketed 
weapons. 
 
A socketed weaoib works similar to the 
ones in Diablo 2.  A socketed item has 
three sockets and is labeled 
[SOCKETED ITEM].  For example, a 
socketed longsword would be shown as 
[SOCKETED ITEM] Longsword.  A 
socketed weapon will always be a melee 
weapon. 
 

 
 
These socketed weapons should be kept 
because they can improve greatly.  They 
can be enhanced with new elemental 
damages such as acid, cold, divine, etc.  
To enhance these socketed weapons, you 

must have a Socket Item to use on these 
weapons.  The Socket Item will display 
the elemental damage it adds to the 
weapon.  It can only be used once, and 
then the Socket Item will disappear.  A 
socket item always adds additional 1d4 
damage to the weapon.  A weapon only 
has three sockets. 
 
CURSED ITEMS 
Cursed items are items that appear 
normal (or even magical), but when 
equipped, cause you to lose stats, armor 
class, skills, or damage.  You might even 
find a weapon that does no damage at 
all! 
 
You cannot unequip these items.  Only 
way you can remove them once you 
accidentally equip them is by using a 
Remove Curse spell or Card of 
Cleansing. 
 
There are only two ways you can tell 
that if an item is cursed 
 

- Equipping it 
- Picking it up 

 
When you pick up 
an item, you 
automatically do a 

Lore Check against the weapon’s DC.  
Pass, and you can see the true properties 
of the weapon.  Fail, and you won’t see a 
thing. 
 
Once the item is equipped and it is 
indeed cursed, you just examine the item 
and see the negative properties 
associated with it. 
 
BLEEDING/DEATH 
When your character reaches 0 HP or 
less, he gets into a disabled stat and 
starts bleeding to death.  The only way 
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you can stop bleeding is if one of your 
allies heals with either an available 
healing kit or a spell.  You cannot self-
stabilize. 
 
Once your character reaches –10 HP, 
you are declared dead and you must be 
raised.  There is no respawn in this 
module whatsoever.  Either a 
resurrection spell or a Card of Life can 
raise you. 
 
When you die, you’ll drop your entire 
non-equipped inventory.  This means 
that you will keep your armor, sword, 
bullets, ring, and so forth that are on 
your character.  The potions healing kits, 
grenade-like weapons, and anything not 
equipped will be dropped and placed 
inside a Corpse Cross. 
 
XP AND LEVEL BOSSES 
You do not gain any experience for 
disabling traps, killing monsters, or 
doing a ‘plot’ important thing.  Instead, 
you gain a level whenever you kill that 
level’s boss. 
 
Let’s say that your party is level 4, 
inside the level 4 dungeon.  When you 
defeat the level 4 boss, your entire party 
will not only gain a free Card of Life, 
but will also gain a whole new level.  If 
your party is a level higher then the 
dungeon level or a lower level, they 
might lose/skip levels!  This is why it’s 
important to play with an entirely new 
character for the module.   
 
ANIMAL COMPANIONS 
Animal Companions have been disabled 
in this module because the module does 
take place in an environment where you 
cannot get help from external forces.  In 
other words, an animal isn’t going to 
magically appear in a large dungeon. 

RESTING RESTRICTIONS 
Each time you rest, you must wait 
another fifteen minutes to pass by.  You 
can only rest by using the Bedroll in 
your inventory.  You cannot rest under 
bad conditions such as poison or disease. 
 
HARM/HEAL 
These two powerful spells have been 
reduced to better suite the 3.5e rules 
instead of the 3.0 rules.  The new spells 
are simple: The max number of 
damage/heal you can do is 150. 
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FAQ 
NOTE:  You can read this FAQ in a 
book inside the module. 
 
This is an FAQ for the module, Amulet 
of Zeran (Remake) series. 
 
Q:  What is Amulet of Zeran 
(Remake)? 
 
A:  Amulet of Zeran (Remake) is a 
remake of my previous dungeon crawler, 
Amulet of Zeran.  Although the module 
won some rewards, some people 
criticized the module for being 
unorganized and buggy.  Unlike most 
authors, I agreed with my audience.  I 
was shocked to learn my module 
actually won some rewards despite its 
state. 
 
 
Q:  So why a remake? 
 
A:  I wanted to make another dungeon 
crawl and had a concept going in his 
head for quite some time.  This module 
doesn't follow the traditional 'diablo-
style' dungeon crawl where you port 
back to the city to buy more things.  
Instead, the module is based on tactics, 
wits, and character builds.  The first 
AOZ remake was much more of an 
experiment instead of a real module, 
which is why there was a load of random 
crap involved (and no one knew at the 
time that 32x32 areas were bad). 
 
 
Q:  What improvements are made in 
this module? 
 
A:  Lots.  There is a lot of community 
content out there, such as the CEP, 
improved AI, and other neat scripts.  For 

starters, this uses CEP and the PrC 
hakpak.  PrC adds 100 new spells and 40 
prestige classes, making AoZ something 
for players to really test their character 
builds.  The second aspect of the module 
is the difficulty.  The first AOZ literally 
had no testing on the second half of the 
module and many players complained 
that the module actually got easier as 
you progressed.  Many players also 
complained that it was too easy to die 
from the start.  The difficulty of the 
module should be making more 'sense' 
later on.  Also, there are no 32x32 areas.  
The max is 20x20, and a dungeon level 
can span to different areas instead of just 
one big area. 
 
 
Q:  Is bleeding enabled? 
 
A:  Yes. 
 
 
Q:  Why start with new characters? 
 
A:  Like all great adventurers, you must 
start somewhat weak and grow later on.  
This is no different.  You must start from 
scratch; otherwise the module won't let 
you into the dungeon. 
 
 
Q:  How many players should be in 
this module? 
 
A:  Three minimal and max five.  Five 
might be a little too easy. 
 
 
Q:  How come I get no XP from 
kills?!? 
 
A:  There is no combat XP in this 
module.  Instead, whenever you defeat 
the 'boss' of that level, you get a new 
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level.  A level 1 boss will lead you to 
level 2, and a level 5 boss will lead you 
to level 6.  Just remember that all 
characters should be the same level, 
otherwise you will skip levels or lose 
them! 
 
 
Q:  Are the dungeons randomized? 
 
A:  No.  This would only increase the 
workload for NWN and cause lower 
performance. 
 
 
Q:  What is the Card of Cleansing and 
Card of Life? 
 
A:  These two powerful cards allow the 
players to raise someone or remove 
curse.  Each character starts out with one 
of each when they enter the dungeon.  
This might not sound much, but when 
you have a party of four people, you can 
raise four times and remove curse four 
times.  There is a chance that you can get 
a card from a treasure chest or monster.   
 
 
Q:  Any resting restrictions? 
 
A:  You can only rest every real 15 
minutes.  There is a storyline reason for 
this. 
 
 
Q:  Where is my gold?! 
 
A:  The module focuses on survival with 
the items from the dungeon instead of 
purchasing equipment from the store.  
This means you should be wary on what 
weapons you focus on. 
 
 
Q:  How do cursed items work? 

 
A:  A cursed item might look like a 
normal (or even enchanted) weapon.  
When you equip them, the weapon will 
reveal its true properties when you 
examine it and thus you are cursed.  
Being cursed means that you cannot 
unequip the item and the only way to 
remove is it with the Card of Cleansing 
or Remove Curse spell.  You can tell if 
an item is cursed when you pick it up or 
equip it.  When you do this, you perform 
a Lore Check against the item's DC.  
After you have to cast a remove curse, 
you can unequip it and drop it onto the 
ground.  Equipping it again results in 
being cursed. 
 
 
Q:  How come there is lag when I 
change robes in the crafting menu? 
 
A:  Blame CEP.  This only happens 
once, fortunately. 
 
 
Q:  Why is Crafting free? 
 
A:  Crafting items have been disabled, 
meaning you can only change the 
appearance of the item.  This is so you 
can have that almost-ideal character you 
want while romping around the dungeon. 
 
 
Q:  Why is Full PvP enabled in the 
dungeon areas? 
 
A:  So you can be careful with your 
fireballs. 
 
 
Q:  How do secret doors work? 
 
A:  Secret doors haven't been changed 
from Bioware's default. 
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Q:  What is the death penalty? 
 
A:  It's permanent death with your 
inventory dropped.  Your equipped items 
are non-lootable.  There is no 
teleportation to the Fugue Plane. 
 
 
Q:  Does this use any new AI systems? 
 
A:  Yes, Jasperre's AI 1.3 
 
 
Q:  WTF!  I just found gold in my 
chest, I thought... 
 
A:  Unfortunately, the treasure generator 
is hard-coded to convert some items to 
gold, no matter what.  There is a 1% 
chance of an item being transferred to 
gold.  I cannot fix this. 
 
 
Q:  How does the CEP traps work? 
 
A:  You cannot disarm CEP traps or 
even detect the trigger.  Only way you 
can tell if there is a trap is to simply look 
around and see it.  If you spot the trap 
visually, there will be a trigger nearby 
that activates it.  You can avoid a trap by 
either a reflex save or not walking into 
the invisible trigger. 
 
 
Q: How do socketed items work? 
 
A: A weapon that can be socketed will 
be labelled as [SOCKETED ITEM] at 
the front.  When you find a socket item, 
you use it onto your weapon to add extra 
damage.  The socket item used 
determines the type of damage.  All 
weapons have 3 sockets and socket items 

add 1d4 damage.  In the end, a fully 
socketed item can deal 3d4 additional 
damage.  Only Melee Weapons can be 
socketed. 
 
 
Q: Any spell changes? 
 
A: Yes, animal companions do not work 
in this module because the dungeon 
takes place that isn't in a wilderness or 
near any wild animal life.  Summoned 
creatures and familiars act within the 
Bioware default rules.  Harm/Heal are 
modified to the 3.5 rules (150 max 
damage/heal). 
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TIPS 
Although there are some hardcore 
Dungeons and Dragons players that 
know the rules, there are many players 
out there who do not what to do.  This 
Tips section will provide new players, 
along with old ones, on how to player 
Amulet of Zeran in a smart way.  This 
dungeon module is challenging and 
you’ll probably have trouble passing the 
first level.  Without further ado… 
 
STICK TO YOUR ROLE 
A rogue’s job is to disarm and be 
sneaky.  A wizard is supposed to stay 
behind and cast spells.  The fighter takes 
the punishment and slashes thing.  
Clerics heal other party members. 
 
The point is, you 
have to stick to your 
role in order to 
survive.  The AI in 
Amulet of Zeran is 
very dangerous and 
will exploit any 
weaknesses you 
already have.  This 
may sound very 
obvious, but I’ve 
seen many players 
who play a level 1 
wizard and engage 
in melee combat.  Stick to your role or 
you will jeopardize your party. 
 
NEVER OPEN THE DOOR… 
Unless you are a rogue or tank.  Nothing 
is more incredibly stupid then watching 
someone die to a trap because they 
decided to rush in and open the door 
without checking for traps first.  Door 
traps are randomized in this module, so 
that trapped door from level 1 might not 

be trapped the next time you play with a 
new set of characters. 
 
POTIONS ARE FOR 
EMERGANCIES 
Do not, under any circumstances, use a 
potion when nothing is happening.  Only 
use a potion when your cleric is too 
distracted and you’re just too damn close 
into making out with the grim reaper.  
Potions do come from monsters and 
chests, but not often enough.  Save them 
and let the healers do their thing. 
 
BALANCED PARTY 
You are going to need someone who can 
heal.  You are going to need someone to 
dish out the damage.  You are going to 
need someone to take the damage. 
 

This is what Dungeons 
and Dragons was meant 
to be.  This is what 
Amulet of Zeran was 
designed for. 
 
If you do not have a 
rogue, expect to get hurt 
by traps.  No wizards 
mean you’ll have to 
rely on brute force, and 
that isn’t always an 
option when facing 
opponents that can 

screw with your party. You need healers 
to keep everyone’s health intact, 
otherwise you might need to rest 
constantly and your supply of potions 
run out. 
 
SPECIAL DOORS 
You can tell if there is going to be a boss 
in the other room if you find a door that 
is different then the rest of the level.  A 
special door means that there is 
something big, important, and mean 
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behind that door.  A special door is a 
stone door with bloody handprints on it.  
Very few special doors require a key. 
 
FULL PVP IS ON 
This doesn’t mean start challenging 
other players with your immunity items.  
Nope, this means, “be freaking careful 
with your fireballs, Azgar the Orc 
wizard!” 
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SPECIAL 
THANKS 
I’ll admit it; I suck at scripting.  Thanks 
to the NWVault, I can browse through 
hundreds of scripts and find what I need.  
Without these guys, Amulet of Zeran 
wouldn’t exist. 
 
fadeaway - Bothering me until I re-
installed NWN.  Blame him for bringing 
me back 
 
driller (driller_nwn@hotmail.com) - 
Socketed Item script 
 
ShadowM 
(sasshadowm@earthlink.net) - Cursed 
Items 
 
The PRC Team - Making too many 
prestige classes in the Player Resource 
Consortium hakpak 
 
The CEP Team - Need I say more? 
 
Jasperre (finaldeath@hotmail.com) - 
Incredible freaking AI 
 
Milambus Mandragon 
(bigbearfozy@yahoo.com) - Dye Kit 
 
Sunsp0t 
(de_smedt_kenny@hotmail.com) - 
Random Trapped Doors 
 
Stefan Grose of Faerun Nights 
(stefangrose@faerun-nights.com) - 
CEP Trap Triggers 
 
OldManWhistler 
(whistler@thefianna.org) - Loot 
Notification System 
 

Osthman (rhine448@earthlink.net) - 
Item Strip on Death script 
 
mad_andrew (ringthief@comcast.net) 
- Subraces for Dummies V8 
 
D&D Geek 
(d_and_d_geek@hotmail.com) - 
Minotaur, Orc, and Hobgoblin models 
 
EvilAsmo&SebastianCain 
(sebastiancain@swordandclaw.com) - 
Gnoll and Goblin models 
 
Darkworld3D 
(darkworld3d@hotmail.com) - 
Skeleton models 
 
CyberDoc - Dynamic Kobold models 
 
Spoonmerlin 
(spoonmerlin@yahoo.com) - Half 
Giant models 
 
Bioware - For making NWN a total 
badass with the two expansions.  If you 
need a writer, call me. 
 


