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oection 1

A—Circle uf Stones #2.
B—The Dragon’s Cave. Within lies the Magic Wand
and Treasure.




oection 2

Well fzw[zle/ guess what! There is mrthing here. You
may encounter monsters or you may find treasure.
You might also encounter a great deal of boredom.
That's the price one pays for adventure.




oection 3

A—-The Crxstal Palace. Here resides the Sorceress.
B—Circle af Stone #3.
C—Coast Kee{z.
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oection &

A—Circle of Stones #x.

B—Circle UfStU‘rLe.s #4.

C—A Cave. Away tv nowhere.

D—A Cave. Away uutﬁtrm, the cvuckstuwl maze.
E—Quicksand. It is a tricky entrance.

F—North Keep.

G—Turtle Point.




oection 5

A—A cave. A way out or in.
B—A cave. Awa.x in or out.
C—The Witches Castle. Within resides the Witch.

She holds the Magw Lasso. ‘No trespassing-
Violators will become toads.

D—Circle of Stones #5.

E-The Ogre’s Den. Treasure can be ﬁnuwl here.
F—Glade Keep. This Keep is usuaﬂzﬁﬂ ufTreasure,!
G—Westhold Keep.

10



oection 6

A—An Ol Forgutten Shrine. rwth,mg here.
B—Circle of Stones #7.
C—An Oasis.
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ocction 7

A —East Keep.

B—An isolated cabin called Swamp. Cabin.

C—An Oasts.

D—A colllestone diamond. Within it stands a
wiseman who has words afvmsclum to give to you.

E—Lakeside Keep.
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oection 8

A—Road’s End Inn.
B—Wa.nta,rcr’s nn.

C—River Run Inn.
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oection 9

A—Cliff Keep.

B—Circle of Stones #6.

C—Thecitxumebv'x Ae_(acawrestaniswck up on
su LesS.

D—A GrayeZanl. Are You LrU’Eing ﬁrr a ﬁgh,t/ Do it
here!

E—-A ﬁrg calin.
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oection 10

A—=The Vermillion Manor.
B—The Watchtower. A long way to travel, but, within

Lies a wa,x to cross th,e. ocean.
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oection 11

A—An Oasts.
B—An wuﬂzingﬁrb'ess called Desert Fortress
C—Circle of Stones #8.

=5

7

s =
N s e e
- y \"?l"( W R
P ~
/ 3 ¢ S—— N
gl \ \\ Ve
L2 e — uN*® & W ot

p—— z -

Outlying Fort Circle of Stomes

21




oection 12

A&C—An Oasts.

B—The hidden City of Azal.
DE&H—Dark Stone Tower.
EF,G&l— Lava Pits.
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oection 13

A—The Tombs of Hemsath.
B—Mountain Fort (An Old Castle).
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oection 14

A—Circle of Stones #9.

) R ) ?""‘ A
B—The CLtZ of Marheim. A P_[a.ce, to rest, stock up on " ’
su,H:LLLes, aml/ﬁmi treasure. /]
C,DF,G&H—-Old Log Calins. ‘ ‘
[—Circle of Stones #zo. f 1|
J—The Sacred Shrine vfl’wp.(,e Who Have Gone /»/‘% A
B [::TIL&SFH‘LMingLLaLG‘ZWDrwm W o I’ll_é\
Knight. | | b B
K—Forbidden Keep. Within is a “damsel in distress.’ m - o E‘ﬂl : »




oection 15

A—Ba)_/side Castle.

B&C—-Lcrg Calin.
’D—Lm[x Keap.
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oection 10 « §

B—Swan Isle. Here lives the Golden Swan!
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oection 17

A—Lava Pits.
B—The Citadel af Doom. The Evil Necromancer lives
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oection 18

A—Lava Pits.
B—Circle of Stones #zx.
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oection 20

A—An O'LCL [U'g calnln,.
B—Sea Hold (Castle).

Log Calrin

Old Castle
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(ITagical Jtems
The Glass Vials

Glass Vials are useful for increasing lon
vitality points. Drink them after or during a
battle. 'Drinfdng\/ials will sometimes

to allay fatigue or hunger for a shorewhile.
Do not use the Vials if your vitality points
are albove /3 uf Your B‘ra,va'x P.a-m,ts The
Vials are useless at that time. Keep. a,gu—u-i
stock af them availalle. Vials can be
P_urch,asula,txcrur local nn and a.reufte_n
found on the bodies of Skeletons and Ogres.

The Green Jewels

Green Jewels are usaﬁdﬁ-r bghi:mgthe
iarE,Aert]wdecusedaLuvlgmﬂp

a Bird Totem, (in that order), rf}_/m are [ost
Mﬁavcﬁngatnight- It is also useﬁd
w—hxnxuu areﬁghhhg atmghb Green
Jewels cannot be (uu'ch,asal Jewels can be
ﬁrunxlwdxmthz(rmlws t{fSE.eLehms or as

. Yhidird Totenis

Bird Totems are useﬁal as ‘Zcru, are
here sZm,Bv(s Bird Totems are a
great help to you finding your goal.
Keep in mind that the Bird Totem
does wtabvaz_/.s wu:erxmvnbha

computer screen. It is afkmanindicaﬁun%at)_’mare
nursumx.tfulng interesting Lfth,e“&rtem, shows You near
the ufge, qfth&screen. Bird Totems are very use:ﬁtlnrhm
tra.veﬁng t[u‘ough, the Grimwvod Mazes and can be
P_u,rc[wsul at your locallun ata fu-gh, P_rwe, T[Lax are often
ﬁrund on the bodies afﬁres or inswm'nglx empty
buildings. Bird Totems do not work underground.

The Jade Skulls

Jade Skulls are especially u.sefulﬁrr
bowmen (nasty critters). Jade Skulls
cannot be P-urMul Thzx can G'eﬁrlmxl
only in the remains of some wraiths or as

treasure.

The Gold Rings

Gold Rings are used to momentarily stop time.
}’mm,ﬁrr e(\',a,m,[z(_n, useaG«ruRingwswE_
your o—[zflvnentwll/m[remﬁ“ attacked. While
Zourcrgfzmwnttsﬁcrz,eanhm,eXmmaXtakz
, then, wﬁmtheRugwws cﬂ:
kill him .. vat[qus uwwwwfurn"fhxs s a
great way to tux[}u're, a sword. }’o—u,wv.ﬂ
clfﬁmtelx need a sword. You cannot kill
something when it has been stopped in time.
Gold Rings are also useful for stopping the

Jade Skulls are usulﬁrr hllmgxourﬁres

42
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cavettrswchﬁ"r theMawaa)ul Remember, }_/uuwtﬂ
need nut[wRulgtcrswP_theDragmmZmrwaxmof

the cave. Itis ELU'SSLG{E,ﬁTgCt tru,tu_fth,eca,vcmtﬁun(,t uSLng

a G:.r(:iR . You have to ca.refhﬂx [z_[ax Jvdge, em’ with
the 'Dra.gonsﬁre, bolts
The CrZstaL Orbs
CrZstaI_ Orbs are used wﬁml hidden
doors in the Tombs of Hemsath.

There, the Orbs are a clcﬁm.t& h,e,(.fz_ to
Zmﬁ:ding both a,gzr(den, statue and

a 6’0’}'1,8,.

The Blue Stones

Blue Stones are used tv transport you
from one Ring of Stones to ancther,

ing on what direction Yyou are
fzu:mg The Stones are a h,e[{lﬁrr
getting across the country quickly.
There is a ‘Stone Ring Directory’ later
in the book.

opecial
(lTagical Jtems

The Shell

The Shell is used to call the Sea Turtle
who will take you anywhere you want to
go via direct water route. She will not
come if you are unkind and you can lose
e ShalL F v drpRinilobds. Ths
SH,eLLcchﬁmml in the Watchtower at
the eastern &Jge, afoer,, or, the Shell
may be given to you by the Sea Turtle in
return ﬁrr scwing her eggs at Turtle Point.

The Wand is the most
ww{um zuul
projects bolts of dragon
ﬁra [t can be ﬁnuwl in the
'Dra,gm’s Cave; you will
need it!

The Sunstone

The Sunstone is used to make the
Witch of the Grimwuvods vulneralle to
attach}’mwwa,ctlyiretfb&Squ
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The Magic Lasso

The Lasso is used tv catch the Golden
Swan who can ﬂl’ almost mpvhue You
wanthrg:rmw The Lasso is held E‘Z
the Witch of the Grimwovods.

The Rose
The Rose allows Yyou to cross the Lake uf
Fire without harm. The Rose can B-e,ﬁru,rul

The Bone

¥ It is the Bone of the Ancient King. If you
ﬁrulit, (in Hemsath's W),givcitt‘rth&

Spactrc He wrill Eewaiﬁ»gﬁ;rlminthe

crypt, in the gra,ve,xa,rcl, at nudnxght He
also wants the Evil Necromancer dead. He

will give you some assistance there.

The Crystal Shard

The Shard helps you to cross the energy
barrier in the Evil Necromancers castle, /4

the Citadel of Doom.

Compliment of
Characters

. The Sea Turtle

She can [refmm.tl near her

eqggs at Turtle Point or, she

B e called by the Shell,
" The Sea Turtle will take
You aJLthuc Zcru,wanttzr
9 g'crin,a,di,re,ct ocean route.
Remembrer, she reacts well
to kindness.

=,
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The Snakes

The snakes can be encountered
in the swamp or at Turtle Point
b'zirlgwclesbﬂuxthaé}ww
eggs.Th,eZ areLd:h,aI_l}me are
just starting out. If your
[rra,verx Eunn,ts are very h}.g[b/
along with high vitality
points, the snakes will not be
alle to MZm. So, g“xu-u,fuf.
) like i [ , You may
cffsnakxs

46
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The Sorceress

She lives within the Crystal
Palace. Shzwdbcwuofvm
afth& Golden Statues. leou
are,duwnmxaur Lu,ck, [uurc a
e d et o DRI PT

be swrgri.sul at what Iw_fv_[u;w

T[Le'Dragm
}’mwiu_nuultu-usea.Gafu
Ring to get past her into her
cave. In her cave lies the

Magic Wand. Keep in mind
thatxm’umeala-wther Gold
Ringt(rgetwutofthecayc. lf
Zou are G'ra,\re (sumwmﬂ cau,
it foolish), you can time the
Dragons blasts and try to
nwvetzasta.rulé'eturunthx—m,
WMMSUIgaGUung It
can be done.

She resides in a castle at the center Of
the Grimwuvods. To get there You must
g tfuvug’h an uncla'grouml passage.
She holds the magtic Lasso which is
used to capture the Golden Swan. You
will need the Sunstone to render her
of light that kills you very dead. The
Sunstone makes it so that the Witch
can only go round and 'round with the
Gmmarhztftm-}’mcm%w, dart
in, kill her a.mlgrafr the Lasso.

The Golden Swan

7 The Golden Swan can be
found on (what else?),
Swan Isle. It lies
southwest on the map.
The Swan can take You
almost anywhere in Holm
via air. You will need the
magic Lasso to catch her.
The Swan moves very fast
control her.
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The Dream nght

The Dream nght gu,anls the Sacred
Shrine af Pwpla Who Have Gone Befo—re.
He holds the Sunstone. The Shrine is
hidden in the mountains south af
Marheim.

The Wraith

Undead Badgirls. They
are tlLﬁ'?.cuLt to kill and
even harder to run away
from. lf}_’m are q}ulck, You
can “‘take’ ﬁm them as
You kill them. That way
You may get booty from
them. Otherwise a {_a,rge,
tzérceni:age af them
quickly fade away.

The Skeleton

The skeletons are rather simple
(stupid) creatures. They are easily
killed. The Skeletons are {‘ftutﬁmnd
carrying Glass Vials or Green Jewels.
You may not want to try killing all
but one and Zmﬂﬁml that he'll
chase You eva'xw—h,arc. 5 s(uw{,z/ Even
'round and 'round a bush. Tﬁx,x have
a limited attention span and they
oftw (rum,fz into walls.

V28
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The wisemen have
wisdom to pass
The Ra,nge,r
The Ra,ngers a[_nrcLZs have very

useful information. Talk to them
when You see tfl,mp-

The B eggar

Be,ggars can be co-n,ﬁwed, with
wwenmegccegtﬁrthw attire and
constant XeLLingﬁrr alms.

a0
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The O gre

Mean, ugly, greedy, ugly
and t:.rugh,/ not to mention
ugly.

Ntrtt[}u',teas ug(.z’as vgres, but be

careful, their arrows a.refar more

i ot
The Spider

Your best bet at E,Lum,g these
critters is to allow them to
practically crawl right on to
you. You can't really kill them

W’ltll.th,cx a,re,tfw,t close to Zo'u,

The Evil Necromancer

So, who iﬁmeﬁx&S up all those
wounded Ogres and raises all those ¥
undead Skeletons and Wraiths? Where ~4NREEY
do you think the Evil Horde gets their %
endless supply of swords, maces, dirks
and bows? Why, from the Evil
Necromancer bfwursc [ts a J,u*f:x j,o-[r,
but he loves it. He's the one who took
your Talisman!

Weapons

Bow and Quiver of/lrrows

32



otone Ring
Directory

YOU ARE AT YOU ARE AT
Isle afSurcerZ () Snow Mountains (2)

FACING POINT OF ARRIVAL FACING POINT OF ARRIVAL
WEST BURNING WASTE (8) WEST WEST OF GRIMWOOD (4)
NORTHWEST  SNOW MOUNTAINS (2) NORTHWEST  GREAT BOG (7)
NORTH GREAT BOG (7) NORTH TAMBRY (6)
NORTHEAST  TAMBRY (6) NORTH EAST  LAKE OF DREAMS (3)
EAST LAKE OF DREAMS (3) EAST VALLEY (9)
SOUTHEAST  VALLEY (9) SOUTHEAST  RIVER (10)
SOUTH RIVER (10) SOUTH SOUTH (11)
SOUTHWEST  SOUTH (11) SOUTHWEST  BURNING WASTE (8)

YOU ARE AT YOU ARE AT

Lake ufDreum.s (3) West ofGrimmnnrcl (q,)
FACING POINT OF ARRIVAL FACING POINT OF ARRIVAL
WEST SNOW MOUNTAINS (2) WEST RIVER (10)

NORTHWEST  VALLEY (9) NORTHWEST  EAST OF GRIMWOOD (5)
NORTH RIVER (10) NORTH ISLE OF SORCERY (1)
NORTHEAST  SOUTH (1) NORTHEAST  SNOW MOUNTAINS (2)
EAST BURNING WASTE (8) EAST GREAT BOG (7)
SOUTHEAST  WEST OF GRMWOOD (4) SOUTHEAST  TAMBRY ()

SOUTH EAST OF GRIMWOOD (5) SOUTH LAKE OF DREAMS (3)
SOUTHWEST  ISLE OF SORCERY (1) SOUTHWEST  VALLEY (9)

YOU ARE AT YOU ARE AT
EastofGrimwvarcl (5) Tam,B-rZ (6)
FACING POINT OF ARRIVAL FACING POINT OF ARRIVAL
WEST SOUTH (1) WEST ISLE OF SORCERY (1)
NORTH WEST  ISLE OF SORCERY (1) NORTHWEST  LAKE OF DREAMS (3)
NORTH SNOW MOUNTAINS (2) NORTH VALLEY (9)

NORTHEAST  GREATBOG (7) NORTHEAST  RIVER (10)

EAST TAMBRY () EAST SOUTH (1)

SOUTHEAST  LAKE OF DREAMS (3) SOUTHEAST  BURNING WASTE (8)
SOUTH VALLEY (9) SOUTH WEST OF GRIMWOOD (4)
SOUTHWEST  RIVER (10) SOUTHWEST  EAST OF GRIMWOOD (5)
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YOU ARE AT YOU ARE AT
Great Bog (7) Burning Waste ()
FACING POINT OF ARRIVAL FACING POINT OF ARRIVAL
WEST EAST OF GRIMWOOD (5) WEST VALLEY (9)
NORTHWEST ~ TAMBRY (6) NORTHWEST  WEST OF GRIMWOOD (4)
NORTH LAKE OF DREAMS (3) NORTH EAST OF GRIMWOOD (5)
NORTHEAST  VALLEY (9) NORTHEAST  ISLE OF SORCERY (1)
EAST RIVER (10) EAST SNOW MOUNTAINS (2)
SOUTHEAST  SOUTH (11) SOUTHEAST  GREATBOG (7)
SOUTH BURNING WASTE (8) SOUTH TAMBRY (6)
SOUTHWEST  WEST OF GRIMWOOD (4) SOUTHWEST  LAKE OF DREAMS (3)
YOU ARE AT YOU ARE AT
Vau,e,z/ (9) River (ro)
FACING POINT OF ARRIVAL FACING POINT OF ARRIVAL
- WEST GREAT BOG (7) WEST TAMBRY (6)
NORTHWEST  RIVER (10) NORTHWEST  SOUTH (1)
NORTH SOUTH (1) NORTH BURNING WASTE (8)
NORTH EAST  BURNING WASTE (8) NORTHEAST  WEST OF GRIMWOOD (4)
EAST WEST OF GRIMWOOD (4) EAST EAST OF GRIMWOOD (5)
SOUTHEAST  EAST OF GRIMWOOD (5) SOUTHEAST ISLE OF SORCERY (1)
SOUTH ISLE OF SORCERY (1) SOUTH SNOW MOUNTAINS (2)
SOUTHWEST  SNOW MOUNTAINS (2) SOUTHWEST  GREAT BOG (7)
YOU ARE AT
South (zz)
FACING POINT OF ARRIVAL
WEST LAKE OF DREAMS (3)
NORTHWEST  SOUTH (11)
NORTH BURNING WASTE (8)
NORTH EAST  WEST OF GRIMWOOD (4)
EAST EAST OF GRIMWOOD (5)
SOUTHEAST  SNOW MOUNTAINS (2)
SOUTH GREAT BOG (7)
SOUTHWEST  TAMBRY (6)
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Reys and Doors

KEY COLOR DOORS
Gold — Throne room, Gold doors in the Tombs of

Hemsath
Green — Keeps
Blue — Crystal Palace doors
Red — Hidden doors
Grey — Grey doors

White — Castle doors

(ffore Jnteresting
Points

AtVermxﬂioanurernada uf3 kcxsw
getint:f Mo—wtaf)’m may be aitackulﬁ'm within.
A ra,ﬁ: may G-e.ﬁmml at the s(ru,thwester(_)_/ ulge aftfu;
Lake of Dreams.

!fxuu are,(luwnmz’mu' (_u,cﬁ.,gcrmdtalﬁ_t(rthe
Sorceress in the Crystal Palace.

You should constaniix check [’uxl:lulgsﬁﬂ Gvu-(:x Even
:flfm have mp—b&i a quLng it sometimes gets
restocked with ‘5"0'0'&1«!:&5.’ ALMra.ZS check ﬁre{zla.ces

In every E.u{z there (s a secret way in th,rcrugh, the
chimney.

Thx,Priestcan[LeaLqu vmhtxfwm,ts up to
m,a?éi)nm,

Yyou are [zrar,twaﬂ.x invineille. OnLX bowmen, dr

and ’ughar powers canhxu'm,xm !f)_/mu‘ [uck and
vtta.htxfzmnts are [ughtmr,b'xxcrm‘ h,alwla,tﬁghizmg
the undead under water. It's hilarious.

Notes
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