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The Diabolical Demon Director
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Every time the heroes advance up these steps a new set of
monsters are generated. To reach the second half of any of
the paths the party must trigger certain switches to make those
passages accessible to them. The water flask in the alcove triggers a
time-delayed trap, so don’t stand around after taking it.

The only visible exit here is the room to the North which

is filled with Black Flames, but the pit in the SE corner n
will close providing an alternate exit if the party can

persuade any of the monsters to stand on the pressure a

plate in front of the inscription “FIGHTERS CHARGE”".
C The Champions’ presence seems to summon the Black
Flames to life. Proceed only one space at a time and make
sure all adjacent Black Flames have been snuffed. Defeating them
allows the party to gain a Sapphire key which will open chamber A.

Solutions
Level 6

"

L
lltﬁufwlll has Many pits and a

= lhank/ull!y ith some usefuy Bara,
. 10 monsters.  Chanr:

. Chances

Al the top of
the
part of this 4 Stairs in the Northern

rea (s
Soarding the passage. gy nos 2" Golem,
you can avoid him, by g oo 2
f:nm;ls. There's a door g,
A close behing
avoid p, g
and Pr::"eg l/ﬂ!lowcd 10 axe, mace
vent a o
c, m’pnsuny Flamebain sword, random item
later.
In a niche
on thy ir
M s € column in the

]
iron key

12 Staff of IRRA, random item
rope, compass
Corbum

13 Staff of Claws, random item
VEN potlon

5 green magick box
g 16 claw bow, random item
Kmrl 17 flask
torch

1

2

3

p 14 Storm
5 leather bools

6

7

g 18 dagger. 2 torches, random
9  GORcoin da

m

7 GOR
K box, VEN pation.
pask, green magic
19  Chest containing
coin

20 2 FUL bombs. VEN potion

of the Ways he part! will find
u

f :V ]

r of ‘Advancing down the

ion
he Junct
< path from the s
Entering m;st;' frofg in the

of

nter: "
the Hor™ o T roes will encot e fora
corridor. ! <aht, the corridor € et the party
ing left, then N80 a en doo!
Turn ore ending
> fore
istance -
open. Tum %! connected by w0
f corridors and passages
= fum orth
= ?lor:':‘rs. Turn 0 A2 e »

set |
ntain 1S 3 A3
mer, a Medus® (LT orridor. Turm (€
Around the oML L eng i
; he wall 3
side of U
roups ©f

m, many g! or in-

s “"S"’:'” shriek & P:;:?\a them
o str

i Sx(nrm territory w'ni with & !orrm
U“::"Pg'ot'ld" the C"a’:f.mmuon put @
wil

Al




ADVENTURER'S HANDBOOK

Do you know which path you're on?
Can you tell what level you've dropped into?

Let our Handbook be your guide to the
"Junction of the Ways" and beyond.
Maps, puzzle solutions, magic spells,

a monster table and more are included.

To Order: Complete this form and mail along with $15.00 to:
Software Heaven, Inc.
6160 Lusk Blvd. Suite C-206
San Diego, CA 92121
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City: State: Zip:

Card #: Exp:

Check, Money Order, MC or Visa. Canadian residents use Money Orders in U.S. funds only
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