


























































































































































































































































































































































































































































































































































































































Quill Parchment: Monks weight =0

“I despair for my masters, for their fate is terrible. A great army approached, and with it a force of dark abi-
ities. The monks still walk these halls, as do many of the visitors to our Temple. The dark powers trans-
formed them, consuming their flesh and souls, bringing them together once again in the guise of evil
beasts.”

Quill Parchment: Warlord weight = 0

“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 Warlords
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, | know not.”

Quill Parchment: Scar weight = 0

“By listening to our travelers, [ know of three ways across the Scar. To the northwest lies Gorge Keep, a for-
midable crossing into the heart of Desolation. To the east lies the Barrier and the Arching Bridge. Both lead
to the Underground City and the sea. The Barrier is a terrible maze, but the Arching Bridge needs only a key
to cross. I believe it is called the Key Stone of Safe Crossing.”

Quill Parchment: Key weight = 0
“Only that the High Priest of our Temple was reputed to own a Key Stone of Safe Crossing. His quarters are
to be found in the central tower, on the level above the main floor.”

Quill Parchment: Survivors weight =0

“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 among men to bring the wisdom of the gods to Tempest. For her wisdom alone.
many made the pilgrimage to the Temple of the Moon. I survived the Warlord’s powers because I am buta
quill. The Oracle may have paid his dark army no heed at all. If you wish to find her, look on the highest
level of the central tower.”
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Books

Book of Shells weight = 1Kg
Describing use of the sea shell needed to summon the water elemental at Dark Lantern.

In order to use the Sea Shell of Summoning, one must face a source of water, such as a lake or the sea
before using the shell. Water sprites and elementals of all sorts can be summoned in this way, some weaR,
some powerful. Sometimes the summons is answered and sometimes not. Sometimes it takes several tries,
sometimes it works upon the first attempt.”

(aptain’s Log weight = 1Kg

“Afierce storm has arisen. It is an evil omen, and as captain of this ship I shall make certain the Mage of the
Dark Lantern pays well for the cargo we haul. He has summoned us to trade for the unearthly beast chained
below, and though this trip might gain us great wealth, it might Rill us too. To drown where the Lady of the
Sea can gain our souls is no bargain at any price.”

Book of Summons weight = 1Kg

‘In this passage, we shall describe an elemental of particular fascination to the experienced mage, the Stone
Guardian or Gargoyle. Two items are required for summoning the creature: a Glass Lamp of Life Essence
and a Horn of Summons. The Glass Lamp imprisons the beast's life energy, preventing it from returning to
is native plane. To unsummon, hold the horn in one hand and the lamp in the other. Use the horn. The lamp
will shatter, allowing the essence of the Gargoyle to return to it and shattering its bonds to this world.”

Book of War weight = 1Kg.

‘Troops trained in the use of hacking weapons should be supplied with battle axes and war hammers. Those
familiar with slashing weapons know best the use of the broad-bladed sword and the great sword. Spear and
broad-bladed spear go to men skilled in thrusting weapons. Ranged weapons include cross bows and
lhrowing blades. Remember, various weapon types prove effective against different types of opponents.”

201



Brown Leather Sack

Yellow Leather Sack

White Leather Sack

Iron Bound Chest

Bronze Bound Chest

Wooden Chest

Containers
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weight = 1Kg
weight = 1Kg
weight = 1Kg
weight = 2Kg
weight = 2Kg

weight = 2Kg



Potions & Consumables

Elixir of Fire Resistance weight = 1Kg
‘Temporarily reduces fire based damage by 10%. This effect lasts for 1 minute.

Elixir of Heroic Rage weight = 1Kg
*Has same effect as spell, The Rage of fallen Heroes. Lasts for 1 minute.

Potion of Stamina weight = 1Kg
“lemporarily increases the Player Character’s stamina by 1. Lasts for 1 minute.

Potion of Agility weight = 1Kg
*femporarily increases the Player Character’s agility by 1. Lasts for | minute.

Potion of Healing weight = 1Kg
*Heals 1d10 of damage. Does NOT restore health above the current maximum.

Potion of Cure Poison weight = 1Kg
*linpoisons Player Character.

Potion of Strength weight = 1Kg
*Temporarily increases the Player Character’s strength by 1. Lasts for 1 minute.

Elixir of Detect Monster weight = 1Kg

*Displays automap. Shows only the area that has been explored but displays all locations of creatures
throughout entire map. This means that monster markers appear in blank spaces. You can scroll through
the map, but other map functions are disallowed. Lasts for 30 seconds or until you return to the game.

Draught of Heightened Mortality weight = 1Kg
*Permanently increases the Player Character’s current maximum hit points by 1d10.

Draught of Heightened Magic Power weight = 1Kg
*Permanently increases the Player Character’s current maximum spell power points by 10d10 points.

Wyvern’s Blood weight = 1Kg
*Temporarily bestows the effects of spell, Granite Ward of Tempered Skin for 1 minute.

Magia Plant weight = 0Kg
*Restores 10d10 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

Block Figurine weight = 1Kg

*Though there are number of Block Figurines in the game, each can only be used once and is then removed
from the game. Creates a movable wall in the space directly in front of the Player Character. This wall pos-
sesses 50 hit points.

Iron Fist Figurine weight = 1Kg
*Though there are a number of Iron Fist Figurines in the game, each can only be used once and is then
removed from the game. Casts an Iron Fist of Chaos at level 5.

Laughing Skull Figurine weight = 1Kg
*Though there are a number of Laughing Skull Figurines in the game, each can only be used once and s
then removed from the game. Casts a Laughing Skull of Thunderous Might at level 5.

Dark Cloak of Shadow Figurine weight = 1Kg
*Though there are a number of Dark Cloak of Shadow Figurines in the game, each can only be used once
and is then removed from the game. Casts a Dark Cloak of Shadow upon the Player Character at level 5.

Roaring Column Figurine weight = 1Kg
*Though there are a number of Roaring Column Figurines in the game, each can only be used once andis
then removed from the game. Casts a level 5 Roaring Column of Lightning Wild.

Cube of Magic Immersion weight = 1Kg
*Though there are a number of Cubes of Magic Immersion in the game, each can only be used once andis
then removed from the game. Has same effect as the Rod of Dispel Magic.

Soul Link Figurine weight = 1Kg

*Though there are a number of Soul Link Figurines in the game, each can only be used once and is then
removed from the game. Casts a level 5 Soul Link on the Player Character. |
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Amulets & Neck Pieces

Amulet of Strength (+1) weight = 1Kg
*The Player Character’s strength is increased by 1 when the amulet is worn.

Amulet of Strength (+2) weight = 1Kg
*The Player Character’s strength is increased by 2 when the amulet is worn.

Amulet of Stamina (+1) weight = 1Kg
*The Player Character's stamina is increased by 1 while the amulet is worn.

Amulet of Stamina (+2) weight = 1Kg
*The Player Character's stamina is increased by 2 when the amulet is worn.

Amulet of Agility (+1) weight = 1Kg
*The Player Character's agility is increased by 1 while the amulet is worn.

Amulet of Agility (+2) weight = 1Kg
*The Player Character's agility is increased by 2 while the amulet is worn.

Amulet of Power (+1) weight = 1Kg
*The Player Character’s power is increased by 1 while the amulet is worn.

Amulet of Power (+2) weight = 1Kg
*The Player Character’s power is increased by 2 while the amulet is worn.

Amulet of Protection weight = 1Kg
*Melee damage is reduced by 10% while the amulet is worn.

Amulet of Power Regeneration weight = 1Kg
*Increases the rate at which the Player Character regenerates spell power points by 50%.

Amulet of Strength and Hale weight = 1Kg
* Increases the rate at which the Player Character regenerates lost hit points by 100%.
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Healing & Magic Power Sacrifices

Ivory Void Half weight = 1Kg

*Used on the spell power altar. When used, the object disappears and a matching altar animation is dis-
played. There is a specific animation for the Ivory Void Half. When used, 25d10 spell power points are regen-
erated.

Jet Void Half weight = 1Kg

*Used on the spell power altar. When used, the object disappears and a matching 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 weight = 1Kg
*Used on the healing altar. When used, the object disappears and a matching 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 weight = 1Kg

*Used on the healing altar. When used, the object disappears and a matching altar animation is displayed.
There is a specific animation for the Symbol of Flesh - gold. 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

Dragon Amber weight = 0Kg
*One element necessary to forge the magical coffer. Only useful if contained in a Stasis Jar.

Stasis Jar weight = 1Kg
*The item needed to hold the Dragon Amber

Stasis Jar (Containing Dragon Amber) weight = 1Kg
*One element necessary to forge the magical coffer.

Bead of Immortal Clay weight = 1Kg
*One element necessary to forge the magical coffer.

Wood from the Wicked Tree weight = 5Kg
*One element necessary to forge the magical coffer.

Soul House weight = 2Kg
*Needed to capture the Spirit of the Ivory Prince.

Soul House (Containing the Spirit of the Ivory Prince)  weight = 2Kg
*One element necessary to forge the magical coffer.

Sipher (Containing Blessed Tears of the Weeping Moon) weight = 1Kg
*One element necessary to forge the magical coffer.

Iron Shackles weight = 3Kg
*One element necessary to forge the magical coffer.

Heart Stone weight = 1Kg
*One element necessary to forge the magical coffer.

Coffer weight = 5Kg
Completed Coffer (for transporting the piece of Dark Slag)
*To transport the Dark Slag to its destruction in the Anvil of Dawn.

Sacred Sipher weight = 1Kg
*To collect the Blessed Tears of the Weeping Oracle

Dragon Amber weight = 0Kg
*One element necessary to forge the magical coffer. Only useful if contained in a Stasis Jar.
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Dragon Amber weight = 0Kg
*One element necessary to forge the magical coffer. Only useful if contained in a Stasis Jar.

Coffer Containing the Dark Slag weight = 5Kg
*The object which must be destroyed in the Anvil of Dawn.




Misc. Magic Items

Eye of Insight weight = 1Kg

*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 ook at things, but all other
normal automap functions are disabled.

Horn of Passage weight = 1Kg

*If the Player Character stands in front of a door and blows the Horn of Passage, the door will open, no mat-
ter if it required a special action or key. The Horn has 3 charges. After the charges are expended the horn is
removed from the game.

Hourglass of Temporal Freeze weight = 1Kg
*lUsed once and removed from the game. Temporarily freezes all actions in game (spells, rolling balls, etc.),
other than those performed by the Player Character, for 10 seconds.

Staff of Unmaking weight = 2Kg
*Similar to Staff of Lightning Wild. When used the staff casts the spell, Ritual of UnmakRing. The staff has 8
charges. Once all charges are expended the staff is removed from the game.

Rod of Magic Immersion weight = 2Kg

*Dispels all current magical effects on the Player Character (Bane’s Boiling Blood, Dark Cloak of Shadow,
and all active spells within a 3 square radius of the Player Character, including projectile oriented spells).
The Rod has 3 charges. After all charges are expended the rod is removed from the game.

SteelRipper - Spear weight = 2Kg
damage = 1d8 (when used in hand-to-hand)
*Special damage when thrown = 4d40
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Quest Puzzle Objects

Skarac weight = 1Kg
*Used to scare the Two-Headed Giant from the bridge it guards.

Lord Gryphon’s Signet Ring weight = 0Kg
*Given to Parsafal as a sign of Lord Gryphon’s death.

Sigil of Fire weight = 0Kg
*Used to protect the Player Character from the heat of the lower levels of Fire Mountain.

Bloated Heart weight = 1Kg
*Eight bloated hearts must be acquired in combat with Drowned Sailors, then given to the Demon in the

Sunken Ship in exchange for eight riddles.

Large Crystal Orb weight = 2Kg
*Placed in the mouth of the fish.

Sol Disc weight = 1Kg
*One of four Discs needed to activate the Eye of Clay.

Moon Disc weight = 1Kg
*One of four Discs needed to activate the Eye of Clay.

Spring Equinox Disc weight = 1Kg
*One of four Discs needed to activate the Eye of Clay.

Fall Equinox Disc weight = 1Kg
*One of four Discs needed to activate the Eye of Clay.

Enchanted Sea Conch weight = 1Kg
*Used to Summon the Water Elemental Erebanos.

Glass Lamp of Life Essence weight = 3Kg
*Used along with the Horn of Summons to free the Stone Guardian in the Dark Lantern.

Horn of Summons weight = 1Kg
*Used along with the Glass Lamp of Life Essence to free the Stone Guardian in the Dark Lantern.

Lure of the Heart weight = 1Kg
*Used to find the Heartstone. This version of the object is glowing.
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Withered Hand Key weight = 2Kg
*lsed to free the Colossal Baboon Lord.

Whistle of Fiery Beckons weight = 0Kg
*Used to Summon the Fiery Steed.

Glowing Ember weight = 1Kg
*Used to free the Warrior Trapped in Ice.

Hallowed Staff of Elder Wood weight = 1Kg
*If 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 = 1Kg
*Enables communication with the Wind Elemental in the Quagmire.

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

Hallowed Wreath of Elder Leaves weight = 1Kg

*When the Player Character is Rilled upon jumping into the Anvil of Dawn, the Hallowed Wreath of Elder
Leaves transports the Champion'’s body safely back to the Palace. When used in conjunction with the Soul
Link Spell, this object allows the Player Character to jump into the Anvil of Dawn while holding the coffer
containing the Dark Slag and survive.

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

Key Stone of Safe Crossing weight = 0Kg
*Allows the Player Character to safely cross the Ward Bridge.

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

Wooden Crank Shaft weight = 1Kg
* Special purpose described in quest list.

Dragon Sigil of the Void weight = 1Kg
*Used, along with 5 other Dragon Sigils, in a wall slot in the entrance hall of Sanctuary to open the way
deeper into Sanctuary.

Dragon Sigil of Fire weight = 1Kg
*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 Sigil of Lightning weight = 1Kg
*Used, along with 5 other Dragon Sigils, in a wall slot in the entrance hall of Sanctuary to open the way
deeper into Sanctuary.

Dragon Sigil of the Wind weight = 1Kg
*Used, along with 5 other Dragon Sigils, in a wall slot in the entrance hall of Sanctuary to open the way
deeper into Sanctuary.

Dragon Sigil of Water weight = 1Kg
*Used, along with 5 other Dragon Sigils, in a wall slot in the entrance hall of Sanctuary to open the way
deeper into Sanctuary.

Dragon Sigil of the Earth weight = 1Kg
*Used, along with 5 other Dragon Sigils, in a wall slot in the entrance hall of Sanctuary to open the way
deeper into Sanctuary.

Trumpet of Earthen Quake weight = 1Kg
*Causes the Huge Boulder to move, releasing water that spins the Waterwheel and lowers the drawbridge
into the Land of Roots.

Lure of the Heart weight = 1Kg
*Used to find the Heartstone. This version of the object is not glowing.

Dark Slag weight = 100Kg
*The gift of pure evil given to the Warlord by the Dark Gods.
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Index Of Spells

Spell

Ash and Cinders,(Offensive, Fire)

Bane’s Boiling Blood.,(Offensive, Flesh)

Blessed Weave of Healing 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 Scorching Vapors,(Offensive, Fire)

Ghastly Howl of Mortal Anguish,(Offensive, Wind)
Granite Ward of Tempered Skin,(Defensive, Earth)
Heavenly Mend of Unseen Artisans,(Other, Lightning)
Heightened Flesh of Strength and Hale,(Defensive, Flesh)
Iron Fist of Chaos,(Offensive, Earth)

Laughing Skull of Thunderous Might,(Offensive, Lightning)
Rage of Fallen Heroes,(Offensive, Flesh)

Reflections of the Lake,(Defensive, Water)

Ritual of Unmaking,(Offensive, Void)

Roaring Column of Lightning Wild (Offensive, Lightning)
Shackles of Ice, (Offensive, Water)

Shrouded Gale of Vengeful Winds,(Defensive, Wind)
Soul LinR,(Defensive, Void)

The Strength of Titans,(Offensive, Flesh)

Unholy Conflagration,(Offensive, Fire)

Vampiric Mist of Weakness, (Offensive/Defensive Water)

213

54
54
58
58
58
S
59
55
55
59
61
59
56
56
59

56

56

i 4

61

a7
57



i

17




Notes

215



216




Notes

]



218




Notes

219






Notes

221






Notes

223






Notes

225






Notes

227






Notes

229






Notes

231






Notes

233



Notes

234



Notes

235



Notes

236



Notes

237



Notes

238



Notes

239



Notes

240






22

8"1

5 "“

NEW. WESRID FOMPUTING INE

to B v o rnrpr 7
P.O. Box 4302, Hollywoad, CA 90078 , « .. - )
New World Technical Support gan be reached &
Monday through Friday at (818) 889-5650
(9am to 12pm and 2pm to Spm PST.).
@ 1995 New World Computing, Ing, * Anvil Of Dawn® is & trademark of
New World Computing, Inc, New World Computing and its distinctive logo are

tegistered trademarks of New World Computing, ing. All ights resarved
All other trademarks belong to thelr respeative holders.

6

L1 YA
+f

380-BK-060



