
















































































































































































































































































































































































































!croll: Orders of Command weiqht = o 
Defenders of the Underqround City. thouqh you are prepared to qive your lives in defense of your homes, 
;ou are hereby ordered to evacuate the city. The approachinq forces are overwhelminq. Our only hope is 
n fall back and reqroup. joininq forces with other armies loyal to the qood of Tempest. To make a stand 
iqainst the Warlord here would prove a futile qesture. -Council of the City." 

Trade Journal weiqht = o 
!do not believe my men can survive the heat of the lower levels without a Siqil of Protection. The leqends 
of fire Mountain are clear. Lonq aqo the Dark Dwarves traded with man. but in order to do so. they qifted 
mr Rind with fiery Siqils of Protection. Only in this way could those valiant traders make their way into the 
lepths. No other natural or maqical protection can tum away this intense heat. Still, the potential rewards 
mtweiqh the danqers. We press on." 

Scroll: High Monk's Recollections weiqht = O 
'In all the years of my priesthood. I have not seen the oracle weep so. She warns of a doom fast to fall upon 

people suffer. and as if her divinity could touch the pain in every human heart. she cries for all the 
1ortured souls of Tempest. Such tears! I have thouqht of collectinq them in a Sacred Sipher, for could not 
!he tears of the Oracle in themselves possess a spark of her divinity?" 

\Var Journal weiqht = O 
'for the record. I have passed on the order of the Council, yet thouqh l command the forces of the 
Underqround City. few will listen to such cowardice. Leave and reqroup they say, allow your homes to be 
destroyed by the qreatest collection of evil scum ever to walk the qood land of Tempest! We shall not. The 
commoners will not leave and my men will not. Toqether. we shall die defendinq the city." 

\Var Journal weiqht = O 
'Gorqe Keep must be fortified and held aqainst the enemy at all costs. All losses are acceptable. If Gorqe 
Keep is lost, the commanders of my armies shall be executed at random and replaced by any officers with 
!he initiative to stop the assault across the Scar and retake Gorqe Keep." 

Lord Gryphon's Dispatch weiqht = o 
My Lady, I had hoped never to send such news. My keep is all but overwhelmed. The enemy doses on three 

sides. forqive me, but even your vaunted Palace Guard could not turn back these odds. I pray you rally the 
armies of Tempest about you, yet even then .. . the advance of this hideous horde may be but slowed. We 
cannot hold. It is my intent to send runners with copies of this dispatch, so that one miqht make it safely to 
you. As you know. I would have sent our trusted friend and my best tracker. Parsafal. but he has refused to 
leave my side. May all my remaininq troops prove as loyal." 

Scroll of Passage weiqht = o 
'This scroll of passaqe, thouqh old. calls not for qold. Mountain fire lonqs for neither jewels nor silver, but 

for iron. We of the race of the Dark Dwarves have traded with men from the beqinninq of time. and 
our price has never been of qlitter, but of qood. Iron is but the symbol of honest work. and upon the use of 
four iron marks do we know the approach of an honest man." 

Quill Parchment: Greeting weiqht = O 
A quill too has its job to do. Welcome to the Temple of the Moon. I was created to qreet visitors and answer 
whatever questions I could. Unfortunately, my supply of parchment is quite limited at the moment." 
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Quill Parchment: Monlls weiqht = o 
"I despair for my masters. for their fate is terrible. A qreat army approached. and with it a force of dark abil· 
ities. The monks still walk these halls. as do many of the visitors to our Temple. The dark powers trans­
formed them, consuminq their flesh and souls. brinqinq them toqether once aqain in the quise of evil 
beasts." 

Quill Parchment: Warlord weiqht = o 
"As a quill, I know little of the affairs of the outside world. Yet, I heard the screams of my masters. They 
cursed the name of the Warlord. even as they died. as they were transformed into beasts. The Warlord"s 
forces ransacked the Temple. They moved on. to the far eastern tower and the City of the Dead. What ter­
ror they caused in that most noble of burial places. I know not" 

Quill Parchment: Scar weiqht = O 
"By listeninq to our travelers. I know of three ways across the Scar. To the northwest lies Gorqe Keep. a for­
midable crossinq into the heart of Desolation. To the east lies the Barrier and the Archinq Bridqe. Both lead 
to the Underqround City and the sea. The Barrier is a terrible maze. but the Archinq Bridqe needs only a Rey 
to cross. I believe it is called the Key Stone of Safe Crossinq." 

Quill Parchment: Key weiqht = o 
"Only that the Hiqh Priest of our Temple was reputed to own a Key Stone of Safe Crossinq. His quarters are 
to be found in the central tower. on the level above the main floor." 

Quill Parchment: Survivors weiqht = o 
"I cannot say. not for certain. you understand. The Oracle is very powerful. It is said she is a part of the 
divine consciousness. set amonq men to brinq the wisdom of the qods to Tempest For her wisdom alone. 
many made the pilqrimaqe to the Temple of the Moon. I survived the Warlord's powers because I am but a 
quill. The Oracle may have paid his dark army no heed at all. If you wish to find her. look on the hiqhest 
level of the central tower." 
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Books 

Book of Shells weiqht = 1 Kq 
Describinq use of the sea shell needed to summon the water elemental at Dark Lantern. 

'In order to use the Sea Shell of Summoninq. one must face a source of water. such as a lake or the sea 
before usinq the shell. Water sprites and elementals of all sorts can be summoned in this way. some weak. 
10me powerful. Sometimes the summons is answered and sometimes not. Sometimes it taRes several tries. 
10metimes it works upon the first attempt." 

Captain's Log weiqht = Ll<q 
'A fierce storm has arisen. It is an evil omen. and as captain of this ship I shall make certain the Maqe of the 
Dark Lantern pays well for the carqo we haul. He has summoned us to trade for the unearthly beast chained 
below, and thouqh this trip miqht qain us qreat wealth, it miqht kill us too. To drown where the Lady of the 
Sea can qain our souls is no barqain at any price." 

Book of Summons weiqht = L Kq 
·1n this passaqe. we shall describe an elemental of particular fascination to the experienced maqe. the Stone 
Guardian or Garqoyle. Two items are required for summoninq the creature: a Glass Lamp of Life Essence 
and a Horn of Summons. The Glass Lamp imprisons the beast's life enerqy. preventinq it from returninq to 
its native plane. To unsummon, hold the horn in one hand and the lamp in the other. Use the horn. The lamp 
will shatter. allowinq the essence of the Garqoyle to return to it and shatterinq its bonds to this world." 

Book of War weiqht = l Kq. 
·rroops trained in the use of hackinq weapons should be supplied with battle axes and war hammers. Those 
familiar with slashinq weapons know best the use of the broad-bladed sword and the qreat sword. Spear and 
broad-bladed spear qo to men skilled in thrustinq weapons. Ranqed weapons include cross bows and 
lhrowinq blades. Remember. various weapon types prove effective aqainst different types of opponents." 
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Containers 

Brown Leather Sack weiqht = 1 l<!J 

Yellow Leather Sack weiqht = 1 K!J 

White Leather Sack weiqht = ll<!J 

Iron Bound Chest weiqht = 2l<!J 

Bronze Bound Chest weiqht = 2l<!J 

Wooden Chest weiqht = 2l<!J 
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Potions & Consumables 

Ellxlr of fire Resistance weiqht = 1 Kq 
*Temporarily reduces fire based damaqe by 1096. This effect lasts for I minute. 

Ellxlr of Heroic Ra~e weiqht = I Kq 
•Has same effect as spell, The Raqe of fallen Heroes. Lasts for I minute. 

Potion of Stamina weiqht = I Kq 
*Temporarily increases the Player Character's stamina by 1. Lasts for 1 minute. 

Potion of ~lllty weiqht = I Kq 
*Temporarily increases the Player Character's aqility by I. Lasts for I minute. 

Potion of Healln~ weiqht = I Kq 
*Heals id IO of damaqe. Does NOT restore health above the current maximum. 

Potion of Cure Polson 
*Unpoisons Player Character. 

weiqht = Jl<q 

Potion of Stren~th weiqht = I Kq 
*Temporarily increases the Player Character's strenqth by I. Lasts for I minute. 

Elixir of Detect Monster weiqht = I Kq 
*Displays automap. Shows only the area that has been explored but displays aII locations of creatures 
throuqhout entire map. This means that monster markers appear in blank spaces. You can scroll throuqh 
the map. but other map functions are disallowed. Lasts for 30 seconds or until you return to the qame. 

Drau~ht of Hel~htened Mortality weiqht = I Kq 
*Permanently increases the Player Character's current maximum hit points by Jd!O. 

Drau~ht of Hel~htened Ma~lc Power weiqht = 1 Kq 
*Permanently increases the Player Character's current maximum spell power points by !Od!O points. 

Wyvem's Blood weiqht = I Kq 
*Temporarily bestows the effects of spell, Granite Ward of Tempered Skin for 1 minute. 

Magla Plant weiqht = oKq 
*Restores IOdlO of used spell power points. Does NOT increase spell power points above the current max­
imum. 
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figurines & Idols w/ Magic Power 

Bloclz Figurine weiqht = I Kq 
*Thouqh there are number of Blocl:i Fiqurines in the qame. each can only be used once and is then removed 
from the qame. Creates a movable wall in the space directly in front of the Player Character. This wall pos­
sesses 50 hit points. 

Iron Fist Figurine weiqht = 1 Kq 
*Thouqh there are a number of Iron Fist Fiqurines in the qame. each can only be used once and is then 
removed from the qame. Casts an Iron Fist of Chaos at level 5. 

Laughing Slzull Figurine weiqht = I K.!J 
*Thouqh there are a number of Lauqhin!J Skull Fiqurines in the qame. each can only be used once and~ 
then removed from the qame. Casts a Lauqhinq Slwll of Thunderous Might at level 5. 

Darlz Cloalz of Shadow figurine weiqht = I K.!J 
*Thouqh there are a number of Dart<? CloaR of Shadow Fiqurines in the qame. each can only be used once 
and is then removed from the qame. Casts a Dart<? CloaR of Shadow upon the Player Character at level 5. 

Roaring Column Figurine weiqht = Il<q 
*Though there are a number of Roarinq Column Fiqurines in the qame. each can only be used once and is 
then removed from the qame. Casts a level 5 Roarin!J Column of Liqhtnin!J Wild. 

Cube of Magic Immersion weiqht = I K.!J 
*Thouqh there are a number of Cubes of Magic Immersion in the qame. each can only be used once and is 
then removed from the qame. Has same effect as the Rod of Dispel Maqic. 

Soul Linlz figurine weiqht = ll<q 
*Thouqh there are a number of Soul Lint<? Fiqurines in the qame. each can only be used once and is then 
removed from the qame. Casts a level 5 Soul Lint<? on the Player Character. 
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Amulets & Neck Pieces 

i\mulet of Strength (+t) weiqht = l~ 
*The Player Character's strenqth is increased by l when the amulet is worn. 

i\mulet of Strength (+2) weiqht = I~ 
*The Player Character's strenqth is increased by 2 when the amulet is worn. 

i\mulet of Stamina ( + t) weiqht = l ~ 

*The Player Character's stamina is increased by I while the amulet is worn. 

i\mulet of Stamina (+2) weiqht = l~ 
*The Player Character's stamina is increased by 2 when the amulet is worn. 

i\mulet of A\flllty ( + 1) weiqht = I~ 
*The Player Character's aqility is increased by l while the amulet is worn. 

i\mulet of A\flllty (+2) weiqht = I~ 
*The Player Character's aqility is increased by 2 while the amulet is worn. 

i\mulet of Power ( + 1) weiqht = I~ 
*The Player Character's power is increased by I while the amulet is worn. 

i\mulet of Power (+2) weiqht = l~ 
*The Player Character's power is increased by 2 while the amulet is worn. 

Amulet of Protection weiqht = I~ 
*Melee damaqe is reduced by 10% while the amulet is worn. 

Amulet of Power Regeneration weiqht = I~ 
*Increases the rate at which the Player Character reqenerates spell power points by 50%. 

Amulet of Strength and Hale weiqht = I~ 
• Increases the rate at which the Player Character reqenerates lost hit points by I 00%. 
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Heallne & Maelc Power Sacrifices 

Ivory Vold Half weiqht = 1 Kq 
*Used on the spell power altar. When used, the object disappears and a matchinq altar animation is dis­
played. There is a specific animation for the Ivory Void Half. When used, 25d 1 O spell power points are reqen­
erated. 

Jet Vold Hall weiqht = 1 Kq 
*Used on the spell power altar. When used. the object disappears and a matchinq altar animation is dis­
played. There is a specific animation for the Jet Void Half. When used, all of the Player Character's spent spell 
power points are restored. 

Symbol of flesh · Red weiqht = 1 Kq 
*Used on the healinq altar. When used. the object disappears and a matchinq altar animation is displayed. 
There is a specific animation for the Symbol of Flesh - red. When used. 3d10 hit points are restored. 

Symbol of flesh - Gold weiqht = 1 Kq 
*Used on the healinq altar. When used, the object disappears and a matchinq altar animation is displayed. 
There is a specific animation for the Symbol of Flesh - qold. When used all of the Player Character's lost hit 
points are restored. It also unpoisons the Player Character. 
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Main Quest Objects 

Dra~on Amber weiqht = oKq 
*One element necessary to forqe the maqical coffer. Only useful if contained in a Stasis Jar. 

Stasis Jar weiqht = IKq 
*The item needed to hold the Draqon Amber 

Stasis Jar (Containinq Draqon Amber) weiqht = IKq 
*One element necessary to forqe the maqical coffer. 

Bead of Immortal Clay weiqht = ll<.q 
*One element necessary to forqe the maqical coffer. 

Wood from the Wlclled Tree weiqht = SKq 
*One element necessary to forqe the maqical coffer. 

Soul House weiqht = 2Kq 
*Needed to capture the Spirit of the Ivory Prince. 

Soul House (Containinq the Spirit of the Ivory Prince) weiqht = 2Kq 
*One element necessary to forqe the maqical coffer. 

Slpher (Containinq Blessed Tears of the Weepinq Moon) weiqht = ll<.q 
*One element necessary to forqe the maqical coffer. 

Iron Shackles weiqht = 3Kq 
*One element necessary to forqe the maqical coffer. 

Heart Stone weiqht = ll<.q 
*One element necessary to forqe the maqical coffer. 

Coffer weiqht = sKq 
Completed Coffer (for transportinq the piece of Dark Slaq) 
*To transport the Dark Slaq to its destruction in the Anvil of Dawn. 

Sacred Slpher weiqht = tKq 
*To collect the Blessed Tears of the Weepinq Oracle 

Dra~on Amber weiqht = OK.q 
*One element necessary to forqe the maqical coffer. Only useful if contained in a Stasis Jar. 
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Dragon Amber weiqht = OK.q 
*One element necessary to forqe the maqical coffer. Only useful if contained in a Stasis Jar. 

Coffer Containing the Dark Slag weiqht = 51<.q 

*The object which must be destroyed in the Anvil of Dawn. 
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Misc. Maelc Items 

Eye of Insl~ht weiqht = If<\? 
*Used once and then disappears. When used it displays the auto-map and reveals the entire map. not just 
the places explored by the Player Character. You can scroll around the map to look at thinqs. but all other 
normal automap functions are disabled. 

Horn of Passa~e weiqht = I I<\? 
*If the Player Character stands in front of a door and blows the Horn of Passaqe, the door will open. no mat­
ter if it required a special action or key. The Horn has 3 charqes. After the charqes are expended the horn is 
removed from the qame. 

Hour~lass of Temporal freeze weiqht = If<\? 
*Used once and removed from the qame. Temporarily freezes all actions in qame (spells. ro11inq balls, etc.), 
other than those performed by the Player Character. for Io seconds. 

Staff of Unmalzln~ weiqht = 2K\? 
*Similar to Staff of Liqhtninq Wild. When used the staff casts the spell, Ritual of Unmakinq. The staff has 8 
charqes. Once all charqes are expended the staff is removed from the qame. 

Rod of Ma~lc Immersion weiqht = 2f<\? 
*Dispels all current maqical effects on the Player Character (Bane's Boilinq Blood, DarR CloaR of Shadow. 
and all active spells within a 3 square radius of the Player Character. includinq projectile oriented spells). 
The Rod has 3 charqes. After all charqes are expended the rod is removed from the qame. 

SteelRlpper - Spear 
damaqe = ld8 (when used in hand-to-hand) 
*Special damaqe when thrown = 4d40 

weiqht = 2f<\? 
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Quest Puzzle Objects 

Skarac weiqht = I Kq 
*Used to scare the Two-Headed Giant from the bridqe it quards. 

Lord Gryphon's Signet Ring weiqht = OK.q 
*Given to Parsafal as a siqn of Lord Gryphon's death. 

Slgll of fire weiqht = OK.q 
*Used to protect the Player Character from the heat of the lower levels of fire Mountain. 

Bloated Heart weiqht = I Kq 
*Eiqht bloated hearts must be acquired in combat with Drowned Sailors. then qiven to the Demon in the 
Sunken Ship in exchanqe for eiqht riddles. 

Large Crystal Orb weiqht = 2Kq 
*Placed in the mouth of the fish . 

Sol Disc weiqht = ll<q 
*One of four Discs needed to activate the Eye of Clay. 

Moon Disc weiqht = ll<q 
*One of four Discs needed to activate the Eye of Clay. 

Spring Equinox Disc weiqht = ll<q 
*One of four Discs needed to activate the Eye of Clay. 

fall Equinox Disc weiqht = ll<q 
*One of four Discs needed to activate the Eye of Clay. 

Enchanted Sea Conch weiqht = ll<q 
*Used to Summon the Water Elemental Erebanos. 

Glass Lamp of Life Essence weiqht = 3Kq 
*Used alonq with the Horn of Summons to free the Stone Guardian in the Dark Lantern. 

Horn of Summons weiqht = 1 Kq 
*Used alonq with the Glass Lamp of Life Essence to free the Stone Guardian in the Dark Lantern. 

Lure of the Heart weiqht = 1 Kq 
*Used to find the Heartstone. This version of the object is qlowinq. 

210 



Withered Hand Key weight= 2Kq 
*Used to free the Colossal Baboon Lord. 

Whistle of fiery Beckons weight= Ol<q 
*Used to Summon the Fiery Steed. 

Glowing Ember weight= Il<q 
*Used to free the Warrior Trapped in Ice. 

Hallowed Staff of Elder Wood weight = I Kq 
*lf held in hand increases the effectiveness of Blessed Weave of Healing Wounds spell by 100%. The 
Hallowed Staff of Elder Wood is also used to heal the roots of the Elder Tree. 

Chimes of Comprehension weight = I Kq 
*Enables communication with the Wind Elemental in the Quagmire. 

Soul House (Containing the Evil Spirit) weight = 2Kq 
*Capturing the Evil Spirit's soul in the Soul House frees the love of the Ivory Prince. 

Hallowed Wreath of Elder Leaves weight = I Kq 
*When the Player Character is killed upon jumping into the Anvil of Dawn, the Hallowed Wreath of Elder 
Leaves transports the Champion's body safely bacl< to the Palace. When used in conjunction with the Soul 
LiriR Spell. this object allows the Player Character to jump into the Anvil of Dawn while holdifi\! the coffer 
containing the Dari< Slag and survive. 

Crest of Tempest weight = 1 Kq 
*The Key to the chamber in Gorge Keep where the Cran!< is stored which opens the portcullis across the 
Scar. 

Key Stone of Safe Crossing weight = oKq 
*Allows the Player Character to safely cross the Ward Bridge. 

Soul House (Containing Spirit of Female Ghost) weight = 2Kq 
*Though possible, it is not necessary to capture the spirit of the Female Ghost. 

Wooden Crank Shaft weight= Il<q 
* Special purpose described in quest list. 

Dragon Slgll of the Vold weight = 1 Kq 
*Used, along with 5 other Dragon Sigils. in a wa11 slot in the entrance hall of Sanctuary to open the way 
deeper into Sanctuary. 

Dragon Sigll of Fire weight = I Kq 
*Used, along with 5 other Dragon Sigils, in a wall slot in the entrance hall of Sanctuary to open the way 
deeper into Sanctuary. 
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Dragon Sigll of Lightning weiqht = ll<q 
*Used, alonq with 5 other Draqon Siqils, in a waII slot in the entrance hall of Sanctuary to open the way 
deeper into Sanctuary. 

Dragon Slgll of the Wind weiqht = I Kq 
*Used, alonq with 5 other Draqon Siqils. in a wall slot in the entrance haII of Sanctuary to open the way 
deeper into Sanctuary. 

Dragon Sigll of Water weiqht = I Kq 
*Used, alonq with 5 other Draqon Siqils. in a wall slot in the entrance haII of Sanctuary to open the way 
deeper into Sanctuary. 

Dragon Sigll of the Earth weiqht = I Kq 
*Used, alonq with 5 other Draqon Siqils. in a wall slot in the entrance hall of Sanctuary to open the way 
deeper into Sanctuary. 

Trumpet of Earthen Quake weiqht = 1 Kq 
*Causes the Hoqe Boulder to move, releasinq water that spins the Waterwheel and lowers the drawbri~e 
into the Land of Roots. 

Lure of the Heart weiqht = I Kq 
*Used to find the Heartstone. This version of the object is not qlowinq. 

Darlz Slag weiqht = IOOl<q 
*The qift of pure evil qiven to the Warlord by the Dark Gods. 

212 



Index Of Spells 

Suell 

Ash and Cinders.(Offensive, Fire) 

Bane's Boilinq Blood.(Offensive, Flesh) 

Blessed Weave of Healinq Wounds.(Defensive, Flesh) 

Dance Upon the Stones of Wind.(Defensive, Wind) 

The Dark Cloak of Shadow,(Defensive. Void) 

Deadly Spores of Earthen Rot,(Offensive, Earth) 

Fire Haven,(Defensive, Fire) 

Fountain of Scorchinq Vapors.(Offensive, Fire) 

Ghastly Howl of Mortal Anquish,(Offensive, Wind) 

Granite Ward of Tempered Skin.(Defensive. Earth) 

Heavenly Mend of Unseen Artisans.(Other. Liqhtninq) 

Heiqhtened Flesh of Strenqth and Hale.(Defensive, Flesh) 

Iron Fist of Chaos.(Offensive. Earth) 

Lauqhinq Skull of Thunderous Miqht.(Offensive. Liqhtninq) 

Raqe of Fallen Heroes.(Offensive. Flesh) 

Reflections of the Lake.(Defensive. Water) 

Ritual of Unmakinq,(Offensive. Void) 

Roarinq Column of Liqhtn inq Wild.( Offensive. Liqhtninq) 

Shackles of Ice.(Offensive. Water) 

Shrouded Gale of Venqeful Winds.(Defensive. Wind) 

Soul Link.(Defensive. Void) 

The Strenqth of Titans.(Offensive, Flesh) 

Unholy Conflaqration.(Offensive. Fire) 

Vampiric Mist of Weakness. (Offensive/Defensive Water) 
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