





























































































































“Vultures fly
both left and right.”

SOLUTION:

1.
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Proceed WEST and SOUTH to step on the pressure plate one time. (This will
activate the lever nearby). Exit the room by moving the wall.

. Head straight to the WEST and move the wall off of a pressure plate, release the
plate, then put the wall back on it again. (This will activate the teleporter in Step 4).

Exit that room by moving a wall to the SOUTH.

. Pass through this room, heading to the EAST. Go towards the NORTH in the next

room to the lever you saw earlier. Turn the lever to open a teleporter to the EAST.
Enter the teleporter. 4. Enter the teleporters in this sequence: NORTH, NORTH,
NORTH, SOUTH, NORTH, SOUTH, SOUTH, NORTH - magic mouth will say
that you have activated this teleporter. Take the feather from the next room and

enter the SOUTH teleporter. Put the feather in the hole to open the door to the exit.

Solutions and Maps
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Tke Secrets of DarkSpyre

“You will need
good ball control.”

SOLUTION:

1. Go SOUTH to two levers. The left controls ball movement NORTH and SOUTH. The
right controls movement to the EAST and WEST. Use the levers to move the ball out
of the alcove, then push the ball to the plate in the NW corner. Exit to the NORTH.

2. Turn the lever in front of the door, then the lever to the left and finally the one on the
right. Proceed NORTH to the first EAST passage.

3. Head NORTH in the maze area to collect a green sphere. Then look for a creature in
the SOUTH carrying a jade key. Return to the two levers that control the black ball.

4. Use the levers to get the ball out of the corner. Push it so that it rests on the EAST wall.
Turn the left lever to start the ball bouncing NORTH and SOUTH over the pressure
plate near the EAST wall. Step into the teleporter that opens when the ball is holding
down the plate.

5. The ball in this room toggles the door and the teleporter. (If you destroyed the ball
when you teleported, you must create a wall and move quickly). Head NORTH and
WEST, casting a Knock spell on the first EAST door. Tumn the lever to turn off the
fireball trap to the WEST. Exit this room to the SOUTH and EAST. Pick up the sun
key along the NORTH wall. Return to the room with the ball and enter teleporter.

6. Turn the lever to stop the ball, and push it to the SOUTHEAST corner. Turn the right
lever to start the ball moving EAST and WEST. Then move immediately to the door
to the WEST. When the ball hits the plate, the door will open.

7. Proceed NORTHWEST along the angled hallway. Weigh down each plate with at at
least 1 Kg to prevent poison traps. The plate in the room controls the 2 doors. Walk
around the plate and enter the WEST door. Step on the next plate to open the NORTH
door. Take red sphere. Return through the 3 doorways to the original room.

8. Weigh down the plate with at least 15 Kgs to enter the NORTH door. Do not turn the
lever. Cast a Knock spell on the door to the EAST, and proceed NORTH, walking on
the WEST side of the passage. Walk onto the plate in front of you, then on to the one
to the left. Enter the room to the WEST. Use the green sphere to open the door and
continue NORTH. Use the red sphere to open the next door and take the round key.
Return to the two levers and stop the ball when it is in the room.

9. Exit down the WEST passage, using the jade key, sun key and the round key to open
the last three doors. If you have a magic wall spell, cast it on the pressure plate in the
corner to open the NORTH door and exit. If you don’t have the spell, return to the ball
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“You will need good ball control.”

and push it to the WEST. Wait until the ball hits the WEST wall, then turn the lever to
the left. The ball will bounce NORTH and SOUTH over the plate to open the door to
the exit.

WHILE YOU ARE THERE:

If you proceed NORTH instead of taking the EAST passage in Step 2, there is a triangular
room containing several gems and random objects. Step onto the plate, then off to either
side in an attempt to avoid the fireball trap. 10 Kgs of weight will hold the plate down. In
the maze of rooms mentioned in Steps 7 and 8, there are many items scattered throughout.
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The Secrets of DarkSpyre Solutions and Maps

“Victory lies in between!” i

@
SOLUTION: | O] x x]¢ | x x| o]
1. You must first get the jade key which is under a movable wall in a room on the C IIn C

EAST end of the level. The key will open the door in the room on the WESTERN 5 C
end of the level. The teleporter takes you to the 2nd inner hallway. Be en-guard for J-Nc ] P | | | Py | '6
0 9
i
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there are also two creatures in the room.

2. In the NORTHERN branch of this inner corridor are three teleporters. Go to the one o 9 ®
in the center, throw an object through, and then enter. Your are then teleported to
another room with another teleporter. Just enter this teleporter, which takes you to
the third inner hallway.

e

3. One of the creatures in this section has an iron token that is needed to open the door c e 1 C
in the SOUTHERN branch of the corridor. Once this door is open, enter and walk
into the teleporter. This teleporter takes you through an elaborate set up of | = I3 L)
teleporters. Just keep teleporting until you end up on a left hand teleporter with a 0 cl | | 00% |C
another next to it, and a wall to the right with holes in it. When you get to this point, 1 I
enter the teleporter on the right, which takes you to another inner level. clee i

|
S

4. There are four levers which need to be turned. Start with the lever in the NORTH 1 2
and work around in a counter clockwise fashion. Pulling the last lever activates a
teleporter right above the lever. enter the teleporter.

o> ==

S. The above teleporter takes you to the innermost section of the maze. Get the fern in c Lc C
the NORTH, this will allow you to open one door. In the room to the right is an
ambrosia potion, an amulet, and a “next level” (THURISAZ) rune (under a movable 0 o o 0 o o| C
wall). In the room to the left is some armor, a helm, a hom of fear, and a “next &
level” (THURISAZ) rune (under a movable wall). o I g

WHILE YOU ARE THERE:

Next to the three teleporters on the 2nd inner hallway are two “magic map” (GEBO) “Victory lies in between!”
runes and two “save game” (RAIDO) runes. These can really come in handy for future

levels. The creature in the NORTHWEST most comer of the 3rd inner hallway has a

diamond. Remember that a diamond can be liquefied into an ambrosia potion, if our

character is skilled enough.




Tbe Secrets of DarkSpyre

“Something Wicked
This Way Runds.”

SOLUTION:

1.
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Grab the egg at the bottom of the NORTH/SOUTH corridor right next to the
NORTH/SOUTH corridor containing your entry position. Then make haste to the
teleporter that is located in the vertical corridor positioned in the lower center part of
the map. On your way to this teleporter you will have to use the egg to open a door
that has an object receptacle and a magic mouth with the message, “You will have
to scramble to make it to the end.”

. Once you enter the teleporter mentioned above, you are taken into a square room

with 5 creatures, 4 movable walls, a pressure plate and a door. Move one of the
movable walls onto the pressure plate, this opens the door. Behind this door is
another teleporter, enter it.

. You are then taken to a square room, the portion separated from the rest of the map.

In this room there are three gateways, it does not matter which one you enter, for the
next level is selected randomly.

Solutions and Maps
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“Something Wicked This Way Runs.”




The Secrets of DarkSpyre

“Find the rune of Talent.”

SOLUTION:
The keys are hidden in the words we speak. Each magic mouth spells out the object
required to open the door, but it is hidden among the other words.

FERN OfFER Nothing that you desire.
NAILS What, champioN, AILS the world...
ONION PerfectiON, I, ONe day will attain.

Solutions and Maps

. Cast.a Knock spell to exit. Fight creatures to get a jade key, bone, water, and a gold

key. Use the gold key to exit the room.

. Proceed EAST to the teleporter and step through it. Use the jade key to open the

door in the NORTH wall. Go NORTH to wall, then SOUTH and WEST to the
movable wall. Push it aside and turn the lever. Continue NORTH to the hallway
with the ball. Pick up the sun key.

. Enter the next passage to the SOUTH. The ball will open and close the door by

running over the NORTH plate. By weighing down the SOUTH plate, the same ball
will activate and deactivate the plate in front of the door and the plate in front of the
objects. Wait for the door to open, then step on the plate. Move quickly to the
NORTHEAST - even if the fireball trap is active, you may be missed. Wait until the
door is closed to step on the plate in front of the objects to avoid the poison trap. Use
4 Kgs to hold the plate down. Pick up the onion and any other objects and exit the
room.

. Before leaving this maze-like area be sure you have the egg, fern, and furs carried

by creatures and the feather under the movable wall in the NORTH.

. Use the sun key to open the door on the SOUTH wall of the hallway. Head WEST

and SOUTH. The 4 Kgs on the plate in Step 3 has opened this door for you. Take
the clover and put 1 Kg of weight on the plate. Turn the lever in the NORTH to get
the ball out of the corner, then turn the lever again.

. Go to the ball in the outside room and push it to the EAST. Walk NORTH to stand

by the opening with the pressure plate. Create a magic wall and push the ball
NORTH'to rest against your wall. Push the ball to the EAST into the hallway with
the plate. Go back and flip the lever again.













The Secrets of DarkSpyre 1 Solutions and Maps
MAGIC” i
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“Here MAGIC reigned. Space turned and perceplion folded in upon itself. Unseen bands
caressed bis checks. Winds sighed, and all the devils of lust and playful reverie seemed to 5O
dance and bound, unseen beneath bis feet.”

SOLUTION: f: =
This is the last level in the game. o e
1. Go EAST into the teleporter, EAST over mouths into the room. To open the door in e X

the SOUTH wall put an Isa potion in the hole. Go down hallway and stop before the
pressure plate. Prepare two magic wall spells, and quickly cast one to the SOUTH,
turn and cast one to the NORTH. These will block two fireballs. Push the first
moveable wall SOUTH (more fireballs will shoot) until you can go WEST. Go
WEST into a room. Go NORTH and WEST to a door, knock it open, and poison the
slime inside. Wait for the slime to die. Get its key and 8 bolts.

[
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2. Return to the other room, and go back EAST to a SOUTH passage you passed by
earlier. Go down the passage to the door, use the slime’s key to open it. Continue
EAST to teleporters. Cast a knock spell EAST into the teleporters, then push the
moveable wall NORTH until it vanishes. Follow passage to room. Position
moveable wall so that you can push it into passage with teleporters and fireballs.
Push wall into passage, and wait until it moves about halfway down the hall, then
follow it down the hallway. It will block the fireballs. After passage, trigger pressure
plate to turn trap off and then get the rusty nails. Return to the room near the room
with the slime, knocking open any closed doors in your path.
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3. In this room there is a door on the WEST edge of the SOUTH wall. Knock it open.
Go SOUTH, kill or avoid the Spartan Warrior. Use a disguise spell to turn into a |
slime. Go under the moveable walls. While under one turn back to human form (by ]
punching or performing some action). This will destroy the wall. Get the driftwood a— |
revealed, continue WEST and use driftwood to open the door. Continue down ‘MAGIC.”
passage and open the next door using the rusty nails.

4. The next room has one central teleporter surrounded by eight others. Throw four
knock spells into the central teleporter from the four main directions: NORTH,
SOUTH, EAST, and WEST. Then throw all eight bolts into the central teleporter
from all eight directions, one bolt from each direction. The door in the NORTH wall
will eventually open.

5. Travel NORTH to door. Ready a knock spell, but do NOT cast. Drop spellbook into
hole to open door. Continue NORTH and knock open the next door. Go NORTH to
the exit.
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James Namestka
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Frank Urbaniak

“Well done, champion.”

“Corgqraatlahond foR

You bave judt won

[\

DarkSpyre. *

Novelette
Scot Noel
- A winner of the 1989 L Ron Hubbard Writers of The Future contest -
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