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somewhat better than normal plate, although
certainly not as good as the Armor of Darc.

Dexhelm

A mistake by one of the Grey Wizard's
apprentices, the Dexhelm remains an alluring
promise to anyone visiting the dungeon of the
mountain. Its ability to increase a wearers prowess
makes it valuable to any combatant.

Mithril Armor

Thought to be forged by the hidden kingdoms of
the Great Wood!, Mithril Armor is substantially
lighter than normal chain mail and considerably
superior in combat. A suit of this armor was
reportedly worn by Linflas, a South Kingdom elf who
entered the dungeon nearly a century ago.

Weapons

Bolt Blade

The weapon of Streth the Cloudwarrior(q.v.). Like
Stormring, Bolt Blade was forged in Strataria. Once,
in the service of the Lords of Sagnavos, Streth was
forced to sacrifice his beloved in order to destroy
Duke Karvi and thereby save the greater part of the
Seven Kingdoms from utter destruction. The
sacrifice, however, provides little consolation to the
distressed warrior, who gave up his weapons and
armor to the Grey Lord and took up a lone life quest
for peace.

Delta Sword

Delta was designed specifically as a thrusting
weapon for Zed, Duke of Banville. Zed never let the
weapon leave his side and was last seen heading
toward Anaias.
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Diamond Edge

A weapon designed with a purpose. The diamond
edged swords were created by the dwarven smiths
of Durxan for the Twilight Wars. Only three of them
were made. These swords had magnificent abilities
against armor and were originally used by the
Guards of King Stephen. Two of them have since
passed out of memory and knowledge but the third
is known to have been hidden and well guarded in
the depths of Anaias.

Fury

Weapon of preference for Prince Hovis!. Hovis, in
trying to reinstate the dynasty of his father, Lord
Darc, entered the Dungeons of Anaias secretly and
attempted to gather the bones of his father and
restore their life. The minions of the Grey Lord
caught him, fortunately, and now Hovis' bones rest
beside his fathers. The fate of his sword, however,
remains a mystery.

Hardcleave

The weapon of Lord Darc, Hardcleave is one of the
finest combat axes ever created although not quite a
match for Inquisitor. The weapon was so good that
its wielder could even enter a berserk attack and
cause tremendous damage. It was especially helpful
in attacks against armor or hard bodied creatures.

The Inquisitor

Certainly numbering among the finest-edged
weapons in the world, the Inquisitor was the
preferred weapon of King Stephen Lyte. Like

1Son of Lord Darc and heir to his throne. After the bitter
outcome of the Twilight War, he sought to reinstate his
fathers dynasty. He attempted to recover his father's bones
from their tomb under Mt. Anais and must have crossed the
Grey Wizard, for he never came back.

59




Secrets of Dungeon Mastery

Hardcleave, the weapon was designed to allow for
berserk attacks but also added to the users Mana.
Both Hardcleave and the Inquisitor were last known
to have been in the dungeon at Anaias.

Vorpal
These blades were formed on the Altar of Ew!
some twelve centuries ago. While their make

appears crude and even ugly to the modern eye,
their specialized abilities are best never forgotten.
At the time of their creation, the Wrend of the Dead?
had been accidentally caused by several discordant
wizard spells and the physical world was invaded by
the aggrieved spirits who had been judged as evil in
the next world. To combat them, the Bishop of Ew
sanctioned the creation of the Vorpal blades which,
according to the histories at the time, had the ability
to strike ethereal beings just as normal edged
weapons could be used against beings of this world.
The legends of the period also go on to indicate that
the weapon could only be used well by one
possessing magic, but I personally discount those
theories.3

1Religious holy ground on a plateau east of Sagnavos. It
claims to trace its origins to the beginning of the world.

2A war fought by the United Kingdoms against an invasion
of the Spirit Imprisoned during the rule of Emperor Takita.
Normal weapons were useless against these dead returned
for vengeance, and ultimately other means had to be
discovered to fight the war. It lasted for four years and
many of the spiritually disembodied which are still found in
dungeon settings can trace their return to the physical world
to this event.

3Given Edvarg's attitude toward magic, this opinion is hardly
surprising.
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Calista

Legendary wealth and power were bound up in
the Calistal. Of all of the items rumored to be in the
dungeon, this one is the most important to obtain.
Those who have it may, by uttering the words found
in the Book of Kran2, obtain the greatest treasure in
all the world. I have it on good authority that the
Grey Lord had this in his keeping when the dungeon
was taken over.

Crown of Nerra

Nerra3 was a wise philosopher of the Age of Man.
His many writings often gave credit for his abilities
to the crown which was given him by the gods in
appreciation for his service. It cost the Grey Lord a
pretty durga to buy this piece, I tell you!

Legendary Items

Horn of Fear

Mythical device with little use whatsoever. Blow it
and it makes a noise. HA! Some say that it can
frighten monsters into retreat—allowing your
attacks to work much better as you chase them to
their supposed doom. I, who have been there, can

1Some references to this item can be found in ancient
historical texts, but no first hand account has ever surfaced
and its existence is doubtful.

ZNo known copy of this book exists. There are many
references to it yet, to date, no actual manuscript has
surfaced.

3Soun Nerra is best known for the philosophical folio "Mana,
Man and the Stars" which formed the basis of structured
thinking for many centuries. Most government systems
today can find their roots in his discourses.
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tell you that it will take more than a toot from some
horn to make evil cower!

Magnifier

A device about which legend tells us great things,
but which has never been proven to exist. It calls
down the power of light and brings fire into being
where none existed before.

Mirror of Dawn

Those of the Ether cannot stand to be reminded of
their own corrupt state, nor can they tolerate the
direct rays of the sun above. To these ends was this
mirror created. The light of day beams from its
surface and its reflection is effective against ghosts
and their ilk in the depths of the dungeon—this being
made known to me by Shrefly after I had
accidentally broken several of his valuable mirrors.

Staffs & Wands

Dragonspit

Charbrol!, the dragon under the Temples of Tran
Khar (q.v.) was engaged in combat with Shrefly. The
crafty old (illegible) had somehow created this item
in such a way that when the dragons gapping maw
opened, the very flame of his throat was absorbed
by the device. Shrefly presented Dragonspit to the
Grey Wizard rather than to me out of sheer spite2.
Should I find it, I will reclaim it as my rightful prize.

1A flaming dragon which reigned with terror across the land
during the last age from his lair under the Temples of Tran
Khar. He has long since been dormant. While the Emperor
of Tuxsiani will tell you that the beast is dead, local
residents assure you that it is but sleeping and that no
remains of the supposedly slain dragon have ever been
found.

2Shrefly remarks: "I gave the item to the Grey One only
because that idiot Edvarg had no more sense about its use
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Scepter of Lyf

An apparent poor spelling, this item was created
by the brotherhood at the Abbey at Gloxton (q.v.).
during the last Age. It had properties of healing
which, though limited, could bring a man great favor
in a hazardous quest.

Staff of Manar

Manar! was a great and wise wizard apprentice of
the Grey Wizard who often took to wandering the
ethereal realms in search of ever more interesting
tales for his master. In return for his services, the
Grey Wizard created this staff for him. It could
attack elemental and ethereal creatures and ward
off damage as well. Manar used the staff to travel far
afield in the ether. It was not many years later,
however, when Manar fell in love with one of the
Daughters of Light? and vowed to never return to
the material world again. His staff, so the tales tell,
was forsaken by him and returned to the Grey
Wizard.

Teo wand

Local wizards have been whispering about the
possible existence of this artifact for many months
now and speculate about its possible use in ending all

than a child in the woods. Entire towns would have seen
their devastation before he would understand its control."

1Manar Astiphlan, Craftsman Wizard of Kardistan.
According to Shrefly (q.v.) he was a wizard of considerable
promise and power. That ‘his influence is not felt in the
world today is a sad loss.

20ne of the 17 daughters of Lythina, the Goddess of Light in
the Kardistian pantheon. Their alluring beauty is said to be
unmatched and any mortal who looks upon them can never
again bear to leave their presence.
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of the misery in this area. Segurd! has it on good
authority that this item alone is the key to the
freedom of all people in this locale.

The Conduit v
Stolen from the Order of Sil2, this wand not only can
call down the powers of the storm in the midst of
calm day but can allow those who use it to see past
solid objects to what lies beyond them.

Yew Staff

The twin staff of the Staff of Manar (see above).
This staff was retained by the Grey Wizard,
however, for his own use.

1The only local Segurd contemporary with him when this
document was penned was a Segurd Frudge, commonly
known as the town drunk and liar.

2A sisterhood which operates a sanctuary on the Isle of
Pargo. Their gardens of peace are said to be the only place
where even the most bitter of enemies can come to talk
peace and not fear for their own safety. The sisterhood is
devoted to the quest for universal enlightenment and joy.
Sil is the patron of the imprisoned.
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The Futuresphere

Translators Note:  Before beginning his final
adventure into the dungeons under Mount Anaias,
Edvarg consulted a soothsayer woman who was
passing through Viborg at that time. Edvarg may
have had little faith in magic but his belief in fate
was a religious one. While no trace of this woman is
to be found (even her name is not known), the
transcript of her prophesy remains.

I am quite skeptical as to its accuracy. Edvarg
notes in the margin that "this is the best prophesy
ever obtained for 50 gold durgas." Whether what is
contained in the prophesy are true remains for
those who have entered that cursed fortress to
know. As for me, I am including them as the last
verifiable writings of Edvarg.

GAZE NOW WITH ME INTO THE UNKNOWN
AND UNKNOWING DEPTHS OF THE FUTURESPHERE
WHEREIN EDVARG THE NOBLE AND FEARLESS
DOES SEEK OUT TO KNOW HIS FATE AND FORTUNE.

CHAMPIONS ARE COUNTED AS THE FIRST
ALL GLASS AND MISERY THOUGH ALL KNEW
THAT DECENDENT STAIR BROUGHT THEM CLOSER
TO THEIR GLORY AND THEIR DOWNFALL.

WHILE NONE SHALL PASS SAVE BY WEAPON'S BLOWS
THE GUARDIANS—LOWER STILL—
FLASH THEIR TREASURE FROM CELL TO CELL
UNTIL FREE, THE WALL'S EYE SEES ITSELF TO HIDDEN GIFTS.

YOUR INFLUENCE HAS FORCE OF MAGIC
YET THE PHYSICAL MUST WAIT THE CLEAR PATH
UNTIL BY WIZARDS WAYS
THE LOCKED DOOR YEILDS.
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TIME'S ESSENSE BEGS SPEED OF FOOT AND HAND
AND FAITH THAT THE GLANCE TO SEE THE WAY
MAY BAR IT WITH WALL AND FALL
WHILE BLIND BACKWARDS MAY YET WIN THE DAY.

' WHIRLWINDS SPIN A MATRIX OF CONFUSION
e YET A DEVICE YOU HAVE PASSED SINCE DECENDING
WHEREWITH TRUE PATHS ARE ALWAYS KNOWN
WHENCE HIDDEN IN SECRET THE KEY LIES.

PREPARE TO FLEE THY DOOM AND PASS
WITH NIMBLE FEET AND SAFE REST
WHERE GOLDEN SHORT PATHES BRING YOU CLOSER
AND A PRISONERS DEATH BRINGS BOTH DANGER AND
PASSAGE.

PAST TREASURE STORES TO WHERE ALL AND NONE
ARE KNOWN, ONLY THROUGH SEEING ONE'S SELF.
AND THE BOW ARCHES ONLY FORWARD
TO SEND ITS ARROW WINGING TO FREEDOM.

NEAR MIDAS COMES A PUZZLE QUEER
WITH GEM AND PIT AND PORTCULLIS STRONG
YET CASTING MIGHT AVAILS YOU NOT
BUT GENTLY LAID GIFTS SENT BY MAGIC WAYS.

THE COWARDS WAY IS YET THE PATH
THEN COMES YOUR PARTY TRAPPED.
WELL TIME THE CHARGE OF MAGIC'S MADNESS
TO FIND THE METHOD OF YOUR RELEASE.

THE TOMB IS FOUND AND HIDDEN BY THE WALL
EXPLAINS WHERE OTHER KEYS BELOW ARE FOUND
YET ONCE GAINED ENTRANCE THE MEN OF CLAY
MAY BE LED THE MERRY CHASE.

THEN COME THE DEPTHS WHERE GHOSTS ARE FOUND
AND FIRERY DEATH FLIES ALONG TWISTING PATHS.
NORTH LEADS WHENCE THE FLYING FLAMES
MAY BE QUENCHED FOR ONCE AND ALL.
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HERE, TOO, A CORRIDOR OF ETERNAL LENGTH
IS BUT ILLUSION OF MAGIC AND FLOOR
ILLUMINATE YOUR PATH BY MAGIC OR

YOUR MIND BY OBJECTS LEFT BEHIND.

THIEVE'S MAGIC LOOKS BEYOND ROCK TO NOT ROCK
WHERE WHAT LOOKS TO BE IS NOT.
DANGER AWAITS AND UNEXPECTED TURNS
CAN BRING YOU BACK TO WHERE YOU HAVE BEEN.

THE GATE IS CLOSED AND THE TREASURE HAS FALLEN
WHERE, EDVARG, HAS IT GONE?
IS IT UP ABOVE OR DOWN BELOW
WHERE THE GEM, UNCOVERED, UNBARS THE WAY.

THE COUNT IS TEN WHEN WIZARD'S EYES
AND GOLDEN SCORPION BRING NEW FEAR OF DEATH
SPEED ONCE AGAIN AND GIGGLING THIEVES
MAY BE OUTRUN AMONG THE DEADLY FOES.

DECEND AGAIN AND ROUND AND ROUND
IN FOUR HALLS ARE YOU IN CIRCLES LOST.
FOR THEY ARE FOUR SEPARATE PLACES THEY
AND THE PATHS TO THEM ARE BUT ONE WAY.

A WATERY GRAVE AWAITS YOU HERE
THEY LIKE A GHOST MAY ONLY BE DESTROYED
YET STRENGTH IS THEIRS AS THEY MOVE ABOUT
AND THEY ARE NOT EASILY CONQUERED.

YET MORE AWAITS BELOW, WHERE DARKNESS LIES
AND THE ROOT OF NIGHT ITSELF.
YET SHALL YOU, EDVARG, HAVING GAINED THE STAFF
HAVE A CHOICE TO DETERMINE YOUR FATE AT LAST.

POSSESSING THE STAFF YOUR MIGHT IS GREAT
AND DARKNESS YOU MAY CONFRONT.
HE SEALS THE WAY IN FEAR OF YOUR POWER
AND BLOCKS YOUR HOPE OF LIGHT AGAIN.
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FORCED BACK AND CAGED WITH NO RETREAT

HE STANDS IN FEAR OF YOUR FREE WILL.
YET IF THE POWER BE IN YOUR HANDS CHOOSE WISELY
FOR BALANCE AND RESTORATION.

IF YOU FAIL THIS TEST WHEREIN LIGHT AND DARK
VIE FOR DOMINANCE AND DESTRUCTION
THEN SHALL WE CAST NO SHADOWS
AND OUR LIFE BECOME MEANINGLESS.

YET IF YOU CHOOSE WITH WISDOM
SHALL ALL BE RESTORED
AND LIFE AGAIN RETURN

TO ALL YOU LOVE AND HOLD DEAR.
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Sir Edvarg the Unfailing

Born in Sagnavos in 791, Edvarg was the son of a
peasant farmer and his beautiful wife. When the
armies of Prince Yurni invaded Sagnavos in 805,
the Prince took an unhealthy liking to Edvarg's
mother. Edvarg dispatched the Prince with an axe
handle despite the fact that the Prince had seen him
coming and attempted to do the boy in with his own
rapier. Edvarg fled into the woods to hide not
knowing that his single act had toppled the
command ability of the Devron army and ended the
invasion almost at once. When at last his mother
coaxed him out of the woods, the Lord of Sagnavos
declared him Hero of the Court and took him into his
ranks as a Squire to his own knighthood.

After his parents had passed on to the next world,
Edvarg, never one much for staying put, became a
knight errant for the Lord and traveled far and wide
in search of adventure. His correspondence with
Candice Bumbury began during this period.

Edvarg's last known quest was into the dungeon
beneath Mount Anaias after its closure by the Grey
Lord and its sudden fall into evil darkness. His fate
remains a mystery.

Tracy Hickman

Tracy Hickman was born in a distant world and
comes to this realm as often as possible for him. In
other realities he is said to be the coauthor of novels
known as the Dragonlance Chronicles, Dragonlance
Legends, and the Darksword Trilogy. He is also said
to have designed numerous fantasy adventure
games and modules. This is his first translation
work.
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