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Room 56-This well-preserved study is furnished with a desk and chair a 
large cabinet, and shelves of books. A skeletal body in shredded priestly 
garb sprawls in a corner. 

Room 57 - This small room contains a chest of documents in an 
unreadable script. 

Room 58-This bedchamber stands in disarray, as if thoroughly searched. 
The floor is littered with bones and offal. 

Room 59-A closet. A dead giant mantis lies across the body of a man 
recently slain. · 

Room 60-A small closet. A man lies dead at one end. His chainmail 
armor appears intact; no serious wounds are immediately evident and his 
sword still rests in its scabbard. ' 

LEVEL 5-TRAPS & HAZARDS 
TRAPDOOR-A trap door opens beneath your feet, plunging you into a 
small pit. 

GAS!-A cloud of noxious vapor emerges from a hidden opening. It dis­
perses quickly, however, and if you survive the initial exposure, it will bother 
you no longer. 

POISONED DART -A tiny dart, its point coated with a common poison 
springs from the nearest wall. ' 

THUD!-Your weight activates a hidden mechanism, and a heavy stone 
block falls from the ceiling directly above you. 

HOLE-The floor gives way, and you find yourself in a circular hole 
dug by a giant worm. 

LEVEL 5-· TREASURES 
TOI-If eaten, the plant has an effect like nectar, filling you with renewed 
energy (see N command). 

T02-The chest contains intact but uninteresting tools as well as a group of 
arrows. A further search reveals a false bottom and, below it, a collection 
of strange coins: some of silver, more of gold, and others of strange alloys. 

T03 -A small case in a drawer contains a blowgun and some small fletched 
darts darkly stained at the tip (see B command). 

TM-The longer you splash about in the pool, the more you are healed 
and refreshed. 

T05- In a secret compartment in the bottom of the chest is a small 
jewelry box containing several electrum rings inlaid with the image of 
a mantis. 
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T06-A handworn staff leans in the corner, and a fine cloak with a pearled 
border hangs from a peg in the wall just beside it. 

T07-Arrows spill out of a quiver on one body. Most are broken, but at 
least one is intact and bears an electrum point. 

T08-You pick up a sword for closer inspection. The blade is of finely 
honed steel, and the weapon feels well balanced, almost alive in your hand. 
Hidden in the hilt are two small diamonds. 

T09-You suspect an apothecary may have some use for this, so you take 
a few samples for later sale. 
TIO-A purse on the dearly departed contains ten gold pieces and three 
small diamonds. 

Tll - There are some arrows in a quiver. 

T12-The only thing of interest on the body is a large gold ring inscribed 
with runes. 
Tl3 -A talisman of some sort lies just out of reach of the outstretched hand 
of a strangely dressed fellow apparently only recently slain. As you pick it up 
for examination, it brushes against the man's fingers , and a shock runs 
through you. The frozen features seem to relax, as talisman and body both 
fade and disappear, leaving you with nothing but a vague feeling of well-being. 

TM - Underneath the body is a small jewelry box containing an assortment 
of small gems. 
T15 - The body wears an electrum amulet inscribed with the image of 
a mantis. 
Tl6-Although not full , the chest contains a goodly number of gold pieces. 
In a secret compartment in the lid you also find a matching set of three 
rings - one set with diamonds, one with emeralds, and one with rubies. 

Tl7 - Alas! It is the body of another poor adventurer, and his moneybelt 
is as lean as yours. 
Tl8-This fellow had better luck: his moneybelt is bulging with gold coins. 

Tl9-A handful of small diamonds. 

T20-It looked interesting, but there's nothing here worth more than a 
copper or two. 
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level 6 
"The labyrinth" 

It would not be much of a maze if you knew where you were at every point. 
Therefore, no room numbers are displayed while you are in the labyrinth; 
without them, individual room descriptions would be meaningless. It can be 
said that the labyrinth is a perfect example of cyclopean architecture; the 
giant stone blocks that comprise its walls are smooth and joined without 
crack or mortar. They reach solidly to the ceiling twenty feet above, providing 
no opportunity for climbing over them. There is an exit somewhere, but it is 
not the same as the entrance, which closes solidly and without trace as soon 
as you enter the maze. 

Note: If you do not find it by chance or persistent looking, exploring and 
mapping the labyrinth will eventually give you a good idea of where the exit 
is located . .If, however, after several forays, you despair of ever finding the way 
out, the following coded message will provide you with a hint. To decode it, 
simply exchange each letter in the message with the sixth letter following it 
in the alphabet. Thus, A becomes G, B becomes H, and so forth (at the end of 
the alphabet, W becomes C and X becomes D in the same manner). 

HINT: NBY QUS ION CM U MYWL YN XllL CH NBY HILNB 
QUFF IZ NBY LllG CH QBCWB NBY YFYWNLOG BYFG 
CM ZIOHX. 

LEVEL SIX-TREASURES 
TOI-In the back of the saytaur lair, you find a large, heart-shaped ruby. 

T02- It appears that the criotaur were fighting over a pair of heart-shaped 
rubies-until you came along. As a reward for getting their simple minds 
onto a more agreeable topic (devouring you), you get the gems yourself. 

T03-lnside the trinotaur lair, a roomy cul-de-sac, are bones and other 
remnants best left undescribed and three heart-shaped rubies. 

TM-Even covered with dust, this five-inch sphere looked too smoothly 
shaped to be natural. After cleaning if off, you immediately recognize it as a 
crystal ball- but what you ought to do with it is a bit harder to discern. 
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T05-In a corner of this interminable labyrinth sits a large amber teardrop. 
(And haven't you been by here before?) 

T06- In the middle of a passage lies the body of a man. His sword is broken, 
his armor rent, and his bones gnawed by rats, but his helm, though dusty, is 
finely wrought of electrum. You decide to exchange it for your own 
plainer helmet. 

T07 - In the middle of a long corridor lies a body wearing a leather jerkin. 
His bow is cracked and useless, and neither sword, shield, nor a single copper 
piece is in evidence. Either the fellow was robbed before your arrival, or he 
must have been .the bravest-and most foolish-adventurer ever to enter 
the labyrinth. While reflecting on the comparative merits of discretion and 
valor, you despoil his body of the last arrows in his quiver. 

T08-Another body. His armor and equipment resemble your own closely 
enough not to bother exchanging anything, but you recognize one of the 
arrows falling out of his quiver as having been bought at Malaclypse's magic 
shoppe. Grabbing it and any like it, you hastily duck down a side passage. 

T09-There certainly are a lot of bodies around here! There is not much left 
of this one, but inside a backpack are some rations the monsters failed to 
find-or perhaps refused to eat. They have been compounded of eleven 
herbs and spices and, currently, more than a little maid, but you've been 
wandering these corridors for some time; you're hungry ; and food's food . . 
You eat them. Depending on your digestion and other factors, they may do 
you some good. 

TIO-This fellow went down swinging. Arms and armor are shattered and 
torn, but buried beneath half-eaten criotaur bodies, still snugged tightly 
around his waist, is an intact money belt heavy with gold. 

TH -A bit of leather on the ground in the corner leads you to a loosely 
buried pouch containing a number of mostly small diamonds. Its previous 
owner evidently left it for safe-keeping and never returned. 

Tl2-Dripping down the wall of a particularly dank corridor, water has 
formed a pool of reasonable size. The water is warm and its vapor fragrant. 
Tasting it-even bathing in it-brings a marvelous sense of well-being, and 
you can hardly resist laving in it over and over, until you feel fully restored 
and fresh. 

T13-In a little-traveled corridor with strangely charred and blasted walls, 
inside the pack of a man in robes, you find what you take to be a grimoire 
of ancient mystic rituals. The words are meaningless to you, of course, but 
you suspect the book may be worth something back at the . inn or 
magic shoppe. 

T14-A few feet from a body in the corner is a leather purse, evidently torn 
loose in the death struggle, full of mostly silver coins. 

T15-In a straight stretch of corridor, underneath yet another body, is a 
leathern sack heavy with gold and silver coins. 
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T16-This fellow did not make it far. His gear is of poor quality, and his 
moneybelt contains only silver. 

T17-There is a sizeable hoard in the stegotaur lair (bless their greedy little 
hearts and grasping large claws), but much of it is junk and some just 
revolting. Spying a fine pair of boots of amazing lightness, you hastily don 
them and, even more hurriedly, stuff a few pounds of coins, gauds, and 
baubles into your pack before departing the area. 

T18- In the middle of an open space leading to a multitude of branchings 
and side corridors is a large rock glinting yellowly. A close inspection reveals 
not gold but veins of the sorcerous metal, orichalcum - the largest nµgget of 
the stuff you've ever seen. 

T19-The brontotaurs have been feathering their nest with swatches of 
electrum mail. It's worthless as armor, of course, but the metal alone is worth 
a fortune, so you pick up every shred-including the shards of a matching 
sword. · 

T20-A mysterious inscription on .one wall: "DAEDALO FECIT" 
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Level 7 
''The Vault of 

. The Dead'' 

ROOM DESCRIPTIONS 

Rooms 1-4-The entrance leads to a rocky plain, shaped like a T and 
bounded by the sheer cavern walls and, on the right, by a manmade stone 
wall broken only by a wide opening in the center. Past the stone wall, as the 
~avern opens out to the !~ft, hinting at an immensity your eyes cannot grasp 
m the blackness, other signs of past habitation are revealed. Flanking the 
closed doors of_ ai:i ancient temple are a smaller door and, to the left, an open 
gateway. The atr 1s hea~ and still, and the thick dust muffles your footsteps. 
Save . for scattered ammal tracks, there is no sign that anyone_ or 
anything...:..._ has come this way in centuries. 

Rooms 5-7 -A graveyard. Gravestones and monuments dot the ground in 
uneven rows. Here and there stand vaults or crypts, their entrances sealed. 

~ooms 8-1~-~he_se are the crypts, intact and seemingly undisturbed 
smce the bodies w1thm were first interred. 

Rooms 12-17-A large courtyard. Trails in the dirt crisscross the yard all 
tracks blurred beyond recognition. Closed doors and arched entran~es 
lead off in all directions. 

Roo_m 18-A large, deserted b_arracks. All bunks are unmade, all wall pegs 
dev01d of gear. A loose stone m the floor can be spied in the west wall. 

~ooms 19-22-:-A ~arrow, ..rough-hewn passage, four feet wide and ten feet 
high. In one section he the remains of a robed figure. 

Rooms_23 & 2~-These Ia_rge closets are full of rotted garments, scraps 
of matenal, and discarded obiects, but among the junk may be something 
of value. 

Roo~s ~5-28-:-This curving passageway is hung with rotten tapestries 
and pamtmgs which crumble at the lightest touch. 
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Room 29-This laboratory apparently has not been disturbed in a very 
long time. All equipment is neatly stored, and everything is coated with a 
heavy layer of dust. A pale blue nimbus surrounds several vials resting lightly 
in a delicate apparatus on the far table. 

Rooms 30 & 31-These are well furnished bedchambers. Each contains a 
wardrobe cabinet, a large four-poster bed, a table and chairs, and a small 
locker or chest. In one room is also a body. 

Room 32-A small office. Untidy shelves cover the walls, and a huge 
desk piled with refuse practically fills the room. 

Rooms 33-35- In each of these well furnished anterooms are a couch 
once padded with pillows and furs, a desk and chair, small tables, 
and scroll racks. 

Room 36-This small room is empty save for a small chest against 
the far wall. 

Room 37 -A well preserved hall. A low, central table runs the length of the 
room. A large wooden chest rests near the far wall. 

Room 38-The shelves of this library are filled with volumes of every 
size; some are old beyond reckoning; all are unreadable. Untouched by time, 
three small books on a central table seem cloaked in an aura of almost 
palpable evil. 

Room 39-This narrow room is empty but for a table near the far end on 
which rests a glass case containing three large books. 

Room 40-This large warehouse is crammed with crates, casks, barrels, 
and boxes. Their varied contents are either rotten or despoiled by rats. 

Room 41-Within this kennel is shelt.er enough for many animals. Large 
food and water troughs stand empty to one side. 

Room 42-This was once a mess hall. Wooden tables and benches run 
from side to side, and cooking facilities occupy the far wall. 

Room 43-The stalls of this stable stand empty. Saddlebags hang from a 
peg at the far end of the building. 

Room 44-The smithy. A neat row of tools lines the top of a cabinet, and 
the bum-stained forge is empty of either fuel or debris. 

Rooms 45-46-A small utility area with an adjoining shed. An axe 
protrudes from a chopping block near the shed's east wall. 

Room 47-A library of scrolls and books. 

Room 48-A robing room. Rows of cowled black garments, still intact, 
hang from pegs along either wall. One robe lies across a central bench. 

Room 49-This room is elaborately furnished with a large mahogany desk 
and chair, a couch, a table, and other chairs. 

Room 50-A study. A desk and a small table occupy the center of the 
room; bookshelves line all four walls. 
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Room 51-This storeroom houses furniture and other remnants of a 
vanished culture. Against the far wall rests a large chest. 

Room 52-This hidden sanctuary is furnished as a bedroom, but what 
catches your eye are the remairis of two skeletal figures, their clothing rotted 
and their swords rusted, near the west wall. The small chest over which they 
seem to have fought still sits within their clutching fingers. 

Rooms 53 & 54-Small cells. Each is empty except for a chamberpot and 
an iron cot hanging from the wall opposite the door. 

Room 55-A torture chamber filled with devices to stretch ligaments, 
crush bone, and rend flesh. No bodies remain, but ancient agony casts its 
shadow across these instruments of nirvana. Boards overlay the floor in the 
far left-hand comer. 

Rooms 56-58-A well-worn passageway, six feet wide and ten high. 

Rooms 59-60-These rooms comprise the interior of the temple proper. 
Its vast space is dominated by a stepped dais at the west end on which stands 
a gold~n statue of a two-headed serpent, the ancient god Sin. 

LEVEL 7-TRAPS & HAZARDS 
DEA TH CLOUD I -A hidden opening sprays a cloud of fine powder, the 
dust of the dread black lotus. Your senses reel .... 

NEEDLE-One of your probing fingers is pricked by a tiny needle whose 
tip is darkly coated with a rare poison. 

PIT - Your footing gives way as a deep hole opens under you. 

RAT TRAP-This is merely a trap for vermin; it offers little threat to 
an armored adventurer. 

ZAP!-There is a blinding flash, and something akin to an electric shock 
courses through your body. (Next time be more careful.) 

LEVEL 7-TREASURES 
TOI - The chest contains one hundred small diamonds and a caduceus, an 
ebon wand enwrapped with the figure of a two-headed serpent. 

T02-lnside the chest are a hundred and fifty gold coins stamped with an 
unknown visage. 

T03- Underneath, you find seven hundred worn silver coins spilling out 
of a broken sack. 

TM-Although written in an unreadable script, the ancient tomes appear to 
be cult records of some historical value. 

T05-lt hurts even to handle such nigromantic texts, but sorcerers would 
find them of interest. 
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T06-Each of the hounds wears a silver collar studded with rubies. 

T07 - In a compartment in the desk top you find an amulet on which is 
set the image of a two-headed serpent. 
T08-0ne body wears a fine emerald bracelet. You also find an apple, 
seemingly preserved although silver in hue, of such pleasing odor that you 
cannot help eating it. 
T09-0ne body wears a series of interlocked gold chains around its 
neck and bears an electrum sword. 

TIO-You spy a sapphire medallion, its chain broken. 

Tll - Hidden inside a secret compartment are a hundred gold coins. 

Tl2-The statue is of gold and, although hollow, almost too heavy to 
carry, but it's worth a fortune. 
Tl3- Inside the chest is a geld-plated dagger encrusted with rubies. 

T14-Hanging by a sturdy gold chain around the neck of the body is a large 
key cast from what you guess to be the wizardly brass, orichalcum. 

Tl5-Twining itself about you, the heavy statue vents open-mouthed cries 
that are silent - but not unheard. ' 

Tl6-The chest is full of gold and gems. You're rich! 

Tl7 - In a pouch threaded about its neck, one of them bears a small gr~up 
of herbs that smell somewhat familiar. The other wears a heavy gold nng 
inscribed with ancient runes. 
Tl8-There's nothing left but broken glass and too little liquid to fill 
the smallest flask. Still, the spider hopping so vigorously away did seem to 
be glowing strangely. You don't suppose ... ? No, surely not. 

Tl9- Down at the bottom, overlooked or forgotten, is a small gold nugget. 

T20-Unfulfilled potential. 
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''The 
Level 

Plains 
8 
of Hell'' 

The entrance to the last level is a massive iron door, its finish dull with age 
and its surface uncomfortably warm to the touch. The key that looks like 
brass (but isn't) turns easily in the lock, but it requires all your strength to 
pull the door open. There is a groan of unused hinges as hot, sulfurous air like 
a dragon's fiery breath scorches your nostrils. Shielding your face, you slip 
inside, and the door slams shut behind you. As the echoes slowly die way, you 
look around. 

On the west, the cavern wall you have just penetrated stretches as high 
and far as you can see. In other directions, the obsidian surface on which you 
stand falls off abruptly into a river or lake of flaming magma, which sheds an 
awful reddish glow on the scene. 

In the shadows, you may (or may not) find an ebon altar on which rest 
three crystalline javelins. 

To the north, a great crack in the earth is bridged by a stone walkway 
of artificial construction. Farther on, the broad, irregular ledge overlooks a 

" vast plain covered with ash, smoke, and sulfurous fumes. The plain can 
be reached by a series of narrow, natural bridges arching high over the 
molten river below, but each is guarded by a fearsome beast. 

The plain is like a vast island of darkness resting on a sea of fire . 
In the interior particularly, away from the dim light of the magma, visibility is 
poor and the footing treacherous. Cracks and holes obscured by dust and 
ash could turn an ankle, break a leg, or swallow a man whole. A false step on 
the fragile crust of the surface might loose a blast of the fiery stuff of hell 
itself. Even if these hazards can be avoided, there is no way to keep your 
bearings, and you may wander lost for hours or days. 

There are many ways onto the isfand plain but only one that leads from 
it toward the object of your quest. If you are clever or fortunate, eventually 
you will find a bridge leading down to a second huge door set into a wall 
of rock and guarded by the nine-headed, fire-breathing pyrohydra. If you 
survive this dread encounter, beyond the door you enter a smaller cave. It is 
cooler inside, and there are small pools and trickles of liquid here and there. 

A series of flaming bridges and rooms carved out of the rock brings you 
out into the open again and, eventually, to the demon's throne room, a 
roofless chamber heaped with more wealth than you could have imagined. 
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Leading up from the back end of this room is another bridge of fire that 
brings you finally to a flat ledge swirling with flame. There, on a black, altar-like 
slab, lies the object of your quest, the warrior maid Brynhild, lying in 
enchanted sleep. 

Of the way back, no one can say for certain, for none have returned to 
tell the tale. Certain it is that the task is not for the weak or weak-willed, the 
dull, the clumsy, or the unprepared. Yet it can be done, and it is written that it 
will be done. To essay the quest is the mark of a champion; to succeed is 
to give birth to legend. 
Note: The path of your quest has been made deliberately difficult to provide 
a challenge even to skilled players and experienced adventurers. It is not easy 
to find the bridge that leads beyond the great plain, but it can be done by luck, 
trial and error, or studied, reflective exploration. If, after many ventures, you 
find the search more frustrating than enjoyable, the following coded hint 
should help you continue your quest. To decode it, simply exchange each 
letter in the message with the eighth letter following it in the alphabet. 
Thus, A becomes I; B becomes J; C becomes K, and so forth. 

HINT: AF LZW EAVVDW GX LZW YJWSL HDSAF DAWK 
SF GJAUZSDUME JAFY. OZWF QGM XAFV AL, 
HJGUWWV VMW OWKL (DWXL), SFV QGM OADD UGEW 
LG S TJAVYW DWSVAFY LG QGMJ YGSD. 

LEVEL 8-TRAPS & HAZARDS 
HOLE-This small hole, filled with ash, is likely to do nothing more than 

1 turn an ankle, but it is the mildest mishap likely to befall you here. Be 
more careful! 

CREVASSE-The ground is laced with cracks and crevices, difficult to 
see, although some are quite deep and could easily cripple an unwary 
adventurer. 

ABYSS-A deep pit or crack in the earth with sharp edges and of unknown 
depth . An adventurer quick enough to catch the rim or lucky enough to 
strike a projecting ledge may escape with no more than a few broken bones. 
Some bodies will never be recovered from a fall into an abyss. 

HELLFIREI-The fires of hell ere never far below its surface and may 
break through at any time to cover an area with flames and molten slag from 
which there is scant protection save magic (and that but little) and no escape 
but speed and distance. 

BRIDGE OF ICE-This magical bridge of ice weakens the body and chills 
the spirit. Striking like a blow, its numbing cold is so terrible that a person 
enduring it may never entirely recover from its effects. Its surface is smooth 
as glass and so slippery that it can be crossed in only one direction: 
downward. 

LEVEL 8-TREASURES 

TOI -One large ruby gleams from the ground. 

T02 - Two large rubies glitter in the earth. 

T03-Three large rubies rest in the ashy soil. 
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TOil-Four large rubies . are embedded in a crack at the edge of a 
narrow abyss. 
T05-Three crystalline javelins glimmer from a stand near the wall. 

T06-You drink the last cool drops from a tiny pool. 

T07 - Inside the quiver of a ravaged body are some arrows with electrum 
points. 
TOS-A taste from a small pool revives your flagging energies; you fill up an 
empty flask or three for future use. 

T09-The body of this adve~turer is badly burned, and his equipment has 
been hacked to pieces, but his boots are intact. Noting their amazing 
lightness, you don them yourself. They fit perfectly. · 

TIO-This, of course, is the warrior maid Brynhild. Although her face is 
fair, her form comely, and her hair like spun gold, there is nothing elfin 
about her ; her limbs are supple but strong, and her armored body is heavy. 
Yet to release her from the enchantment that holds her in the grip of sleep, 
yo~ must bear her out of these flaming caverns, through the great doors by 
which you entered, and all the way back to sun and air. The end of your quest 
lies before you - if you can make it. (Important note : If you are killed on your 
way back but your body is recovered and revived, the computer will note that 
you did find Treasure 10, but this, of course, does not mean that you have 
fulfilled your quest.) 

TU-From the smoldering ruins of the body, you pluck eighteen small 
rubies that were its eyes and a much larger one that was its heart. The 
pulsing, heart-shaped ruby glows briefly in your hand, burning without pain, 
before growing cold, lifeless, and still. 

T12-There are gold, silver, gems, and armor here, but the heat of hellfire 
and dragon flame has melted the hoard into large, unwieldy masses. You 
grab the largest, richest-looking chunk you can carry, stuff it in your pack, 
and stagger off. 
T13-An orichalcum ring shaped as a wreath of flame. 

Tl4-Piles of coins and gems, jewelry and statuary, gold and silver overflow 
the throne room, kept from toppling into a sea of flame only by the retaining 
walls. It is the wealth of a kingdom-an empire-but your quest beckons. 
Still, you cannot resist one small gold statue, a grinning idol with rubies for 
eyes and another, larger gem set in ivory teeth. 
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Tl5-In a small depression a tiny pool has seeped. Despite the heat, the 
water is cool and invigorating, and you drink until there is nothing left but a 
slight dampness on the rock. 

Tl6-Near a crevasse, dropped by a forgotten hand, a sword of shining 
electrum gleams unstained and unsullied. 

Tl7-0n a rock face serving as a wall hangs a glittering trophy. A gemmed 
quiver, mayhap a gift to some prince or lord, holds magic arrows. 

Tl8-This pool of water is acrid to the taste, but bathing in it heals wounds, 
soothes nagging back ache, and even prevents the heartbreak of psoriasis. 
T20-An empty money belt. 
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