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BLAUIS" STRATEGY

You've come back to old Klavis, have you? Wisdom is a magnet, a flame, a
beacon to light the way down the darker roads of an adventure! And it comes in lwndy
when playing a game of Three Scroll Monte at the hazaar. Point being, what I know of
Enroth’s tricks and traps not only can serve your party, it can lle]p them survive. But
you have to have the courage to put this lmow]edge to work!

There's notln'ng in here for you if you're going to sit l)y the side of a (lungeon
entrance and sniff niglltsharle. If you're willing to brave the dangets within, however...

I can't lnelp you everywl’xere your journey will take you. Still, these lessons can sharpen
your mind to tlnnlzmg like an adventurer: steeped in cunning, and two steps ahead.




MIKING PUTIONS

The rigllt mix means e\'ery{l)ing. Bring togetl]er the best party of adventurers,
and your quest leads to victory. Combine water with a handful of dirt gat]wre(l at
mi(lnigl'lt at the crossroads and you get mud. Nowhere is the discip]inc of l)lemling
more important than in (]ealing with potions, mystic and potent allies in your battles.

Mixing potions is possil)le 11y piclzing up first one filled potion bottle, and then
rigllt-clicleing on a second. This action will leave you with one empty bottle, and
another bottle filled with the often powerful result of your experimen‘cal union. A few

rules may guide your alchemy:
Potions of the same color do not mix. Don't even bother trying.

The more complex the potion, the more severe the consequences if you l)ring
togclller incompatiHe ingre(licnis‘
Black potions are terribly powerful - but the emphasis can be on "terrible": they
I Y1 P 3
often carry unwanted side effects.
Bluc, Yellow, and Red potions can be achieved b mixing hirna root, poppysnaps,
P! Y gP PRPPYPnap
or widoweeps berries with an empty potion bottle. On its own (willmut a potion
l)oftlc), p]]irna root will restore 2 spel] points; wicloweeps berries will revitalize 2 hit
points; and poppysnaps will act as poison!
[ can proviclc' you only with secrets regar(ling colored and white potions. The
recipes for the black brews are trade secrets of the International Brotherhood of Al-
chemists, and are only available to guild members - or risk takers who are wil]ing to

experiment with potentia”y lethal concoctions!

Blue potion (pllima root in a potion bottle) is a Magic Potion, restoring 10
spe“ points.

Red potion (widoweeps berries in a potion bottle) is a potion to Cure Wounds,
restoring 10 hit points.

Yellow potion (poppysnaps in a potion bottle) is an Energy brew, increasing an

adventurer's seven main statistics lvy 10 - but only for a short time.

Yellow and Blue potions combine to make Green potions, increasing Resis-
tance by 10 on a temporary basis.

Red and Blue potions unite to form a Purplc potion, which Cures Poison.

Yellow and Red potions blend into an Orange potion, which affords Protection
])y increasing armor class l)y 10 for a short time.

Further Compoun(ls can lead to 1 of 8 White Potions.

White Potion #1 achieves Supreme Protection (increasing armor class l)y 20
for a short time) l')y mixing Green and Orange potions.

White Potion #2 grants Restoration - curing all conditions except dead or
stone - l)_v coml)ining Purple and Green potions.

B]en(ling Orange and Yellow potions leads to White Potion #3, dcli\'cring
Extreme Energy: a temporary boost of 20 to an adventurer's statistics.

Green and Blue potions will combine into White Potion #4, a form of Super
Resistance that temporan']y increases resistance l)y 20.

Orange and Red potions unite into White Potion #5, which achieves the same
effect as the Heroism spe“ and lasts for 6 hours of Enroth time.

White Potion #6 is made possil)]e l)y mingling Green and Yellow potions, and

provi(les the same effect as the Haste speu for 6 hours of Enroth time.
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White Potion #7 comes out of joining Orange and Blue potions, awarcling the
same result as the Stone Skin speu fora pcri(\(l of 6 Enroth hours.
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Fina“y, Purple and Blue potions come togetller to form White Potion #8: its
s the same as the Bless spell, and it continues for 6 Enroth hours.
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CASCTLE IRODFIST ADD SURROUNDINGS

TEMPLE UF RAA

The taverns are full of wllispers about the Temple of Baa just outside the city,
and the fear that the Acol_vtcs of that lwlighted cult are to blame for the many trage(lics
that have been plaguing the town. Hmm - sounds like an opportunity! A visit to the
Town Hall should lead to an offer from the clerk, on behalf of the city council. Their
solution to the prol)lem plaguing them is practical, but far from political: destmy the
temple's evil l'Jy lzi”ing off the (larlzlings within its (Jea(l]y walls! As pruuf of your deed,

you must return their sacred Chime of Harmony.

A quicle hand with a sword or spc“ is the real lzey to acl)ieving the grim end of
this quest. A little gree(l doesn’t hurt: the temple is rife with treasure, yours for the

lalzing. Of course, that's assuming a monster or Acolyte doesn't take your party’s lives
first! Y R

GACRAFICIAL. CAVEY
SALRIALIAL ¢
&

TORTULE?..
RooM,

TORTURS Koo

SALRS FICIN O E
AR
TORTUR B~ ROOM_




Enter the temple, and continue east to the Eirst, outer chamber. Sacrificial
caves, always a popular tourist attraction, extend down to the nortlx and south. Brave
them if you dare: tlley contain much in the way of treasure ... and danger.

Another treasure room is at the center o{ tlle outer chaml)er, but heretics such
as you and your party are barred from entering! In this case, brains rather than brawn
will overcome the obstacle. (My brains if you're still rea(ling instead of {iguring it out
on your own!) The room has four doors, each bearing a sign that reads, “As the winds
l)low, t11e seasons cllange, and only at the end of all can the doors be opened."
Hmm.. four comers? Or four compass points! Open the doors in this order: North,
East, West, South and enter freely! Try even a single door out of the sequence and
your party’s in for quite a shock!

Among the treasure room's riches is a laey, the first of many you'll find in chests
within this temple: Baa's followers certainly don't have an open-door policy. This first
Iaey provi(les access to the room labeled as #1 on the map | painstainngly coniured for
your benefit.

Destroy the monster in #1, and find the lzey in the chest that opens a secret
door to chamber #5 (northwest of the main chaml)er). More treasure, ripe for plun-
clering (assuming you survive the monster guarding it!) along with the leey to unluclzy
#6, southwest of the main chamber. The treasure therein will be yours too, pro-
vided you make it past the evil creature crouched behind the door.

A devilish creature lurks south of the outer cllaml)er, near the room
I've marlzecl as #3: s}xow tlle l)east no mercy, and talze tlle lzey {rom l)ellind
the statue at the end of the hall. This will open the door to chamber #4,
east across the corridor. The lzey within will let you into room #2, north-
east of the main chamber.

Room #2 contains a beast and the laey to chamber #3, down l)y
the rotting corpse of the monster you killed earlier. Baclztraclzing is
worth the trouble, as this room holds a lzey to a secret door (marlzed
as #7), off the temple's main chamber.

Amidst all this un]oc]aing and intrigue, Leep your mind
on two tasks: kill what crosses your patl1 and take all that
you can carry!

When the temple has been purgec] of its
evil, the followers of Baa will have suf-
fered a major blow. Now tlley'” -
really hate you!
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SILUER HELM UUTPOST

Notlling is perfect. And the more one stretches to reach that unattainable goal,
the greater the fall. Consider Sir Jo}m Silver's Fraternal Order, founded to persecute
evil wherever it spawned. Unmatched in their success, they became obsessed by their
zeal, and l)egan to condemn others for insufficient effort against the forces of dark-
ness. Now the Order of Silver has gone on a rampage: their "Persecution Squads" kill
everyone accused of l)eing evil! The Consta})le in Mist knows the tmth, but needs
proo{ of the corrupte(l Order's atrocities. That's where you and your party come in.
It's a race against time, however, as the mayor of Mist is l)eing swayecl y promises and
bribes to let the dread Order l')ring their brand of "justice” within the town's borders.




As you might expect, the Order will be in no mood to admit to their malig—
nancy, so match their bad attitude with your weapons and magic. Ruslu'ng lleadlong
west from the entrance, follow the corridor as it takes you tlﬂrough the refeclory and

into a horde of angry men with sllarp weapons. Scatter them across the floor (or

splat’cer them on the walls) and go tllrough the last door on the east wall. Move south

tllrough the next room to a small adju'ming room containing a bed and a chest. Inside

the chest is a letter (letailing a conspiracy between Mist's mayor and the tainted Order,

all the proof the Constable needs! To make it all worth your while, a button on the wall

opens a door into a secret treasure chamber in the room you just left.

You can leave now...or will you brave further (langer for the sake of human lives
at risk? The Order is not above l)ringing its (lirty work home. )
! SHlaanonf
Pass back througli the refector_v, and take the door at the northwest corner. Up el

the hall and around the corner, in a room on the right-hanc‘ si(le, a monk is held

FALCONY

prisoner. Free him, and he'll reward your party with news of another of the Order's

prisoners: Mclmly Silver, who herself holds the truth about her uncleJol‘m's assassina-

tion. After tllal, he can take care of himself: 1 llope the same can be said of you and

your adventurers!

Don't stop now: lzeep going north, and bear to the west. In a room to the riglwt

is a button that activates a series of ra mps in the large room next door. Make your way
across the ramps, timing your advance as tlley rise and fall. I you negotiate them well,

you'll reach an elevator that takes you to an upper level. In a room to the north you
will find the Order's most prized possession: Melody Silver. Getting her out is a
particularl_v good deed: she isa perverse ol)iect of desire for the Order's current leader.

You'll have noticed (assuming your eyes are open) two murals on your way up
here. The one clirectly outside of Me]ocly's prison contains a speu that will teleport

your party to the guarcl room with the ramp button, located on the outpost's lower

level. Not so incidentauy, this will also immecliately summon members of the Order

to the attack. The mural in the room with the ramps also has a speu to summon

guar(ls, but its telepod: will send your party directly to the outpost's entrance/exit.

Thus, it can hasten a spee(]y retreat from the Order's hostile embrace.

The letter will llelp the goocl Constable drive out the graft-ric!dcn mayor. Suc-

cess is not without its price, however. The Persecution Squacls are your enemy now,

and tlley are always eager to live down to their name.
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SHADOW GUILD OUTPOST

Every’t]ling isn't about saving the entire world, you know. Sometimes saving
one life can mean a world to a person. Take the mayor of New Sorpigal, Frank
Fairchild, and his concern for Sl’larry, the town's healer. She's been lzitlnappecl ]Jy the
Shadow Guild of Castle Ironfist. The Guild has grown greedy; regu]atc({ activities no
longcr turn 011oug11 profit to slake their thirst for gold Now tlley hold innocent men
and women for ransom ... and if the as]zing price isn't paicl, the Shadows sell off their
captives as slaves. The townspeop]e can't raise the ransom the guilcl is clemanding in
time, so Sharry needs a miracle. And isn't that part of your party's jol) (lcscn'ption?

Head north from the outpost entrance. Just a few short steps in is the prison
]wlcling the Guild's victims! Can it be so easy? If you're aslzing that question, | have to

shADOW GuilD ouTPOST

ask, "Are you living in the same world I am?" The prison is protected l)y ([evastating
fireballs. Only the Guildmaster himself has the leey to open the door and disarm the
trap. Meanwhile, a large block prevents you from moving in past the prison.

Head back south, and then west into the room rig}lt off the entrance. Show
w]mever's on tl')e otl\er sidc of tlw (loor ll\e price of abusing power; tllen llit t11e switcll
on the wall inside. It will move down the block that was c]osing off the OQutpost. Move
on down the corridor, (lispensing a purer form of justice than these watchmen have
ever dreamed of! At the end of the corridor, go west into the rcfectory. The button
there also controls the guildlm” block. Exit the refectory on the other si(le, and head
south down the l)auway.

The storeroom to your left is worth a visit. Check out the peculiar barrels the

Guild l-zeeps in stock.

Don't negled the button on the south wall: it moves aside another troublesome
block, this one in the corridor to the south. Head out of the storeroom (wiping your
mouth flrst‘) and travel over the lowered block: the Guildmaster's private chambers are
just [1eyoml, to the rig]1t. Smash in the door and give the (log what-for. His chest will
give up the Ley you'” need to disarm the trap protecting the prison and unlock the
door, allowing you to free S]]any and the other prisoners within.

Mayor Fairchild can't reward you with much in the way of go]d, but l)y way of
gratitu(le he'll extend your party a 15% discount to all sl’xops of New Sorpigal, in
perpetuity.




DRAGOUNS" CAVERNS

The road between New Sorpigal and Castle Ironfist has been plagued l)y a
group of raiders called "The Dragoons." Your party's reputation has grown to the point
where some folks believe you have a chance to outwit this band of rogues. At least, one
merchant who's had a magic harp stolen l)y these villains thinks that: he'll hire your
group to steal back the llarp, and end the Dragoons’ plunderous rein ])y lzi]ling their
leader.

The Dragoon's lzeep is a deceitful maze of threats and telepoﬁationa] doublebacks,
so take care not to stray from my guidance. Then again, you are supposecl to be
leal.ling a paclz of adventurers, so there's somct}ling to be said to living up to that

«

) ‘}
ELEVATOR.
Dows)
—

3
1

3 3
=
& ey,
Bu T P DAL w7
x
&
ey
<
L ﬁ
d
waBew, RIS~
o5 BuTTows o
@ YA lod o
$ =
L
Pownig)
OisT e
||

ORAGOONS CAVERDS

(lcscn'ption, too! Go west from the leeep entrance, and turn south into menace: a foul

example of the raider's power blocks your patlu, and needs a quicle lesson in {unerary
preparation. Finish the beast og, and bear east tl]rougll the doorway. Take your first
rigllt, lleac]ing south down a ramp that leads ever deeper into the L‘eep's perils.

At tl1e l)ottom 0[ tlle ramp, searcl1 out the (]oor to tlle sout]l, ancl follow the
corridor east. When you hit the "T" intersection, go north along a snalzing passageway
that will take you to the switch you're after. Fljp the switch to open a door elsewhere in
the lzeep, lea(ling even further into the Dragoons’ lair.

Backtrack up the ramp to the point where you dispatcl‘led that first Dragoon.
Go south, angling down a short hall and across a larger room. Here, the door you
opened with the switch allows you access to an elevator that can carry you down to a

new 1evel Of ordeal.

Coming off the elevator, go tl’lr()llg’]’l the west door. Travel north along a corri-
dor that then cuts to the east. Stray from this passage at your own risk! If you want to
score points with a gratef'ul merchant, continue ahead to where the corridor opens
into a chamber with a l)ric{ge. Cross the })riclge over troubled waters, and pass tllrougl]
the door on the other side. Take this new passageway north; note the opening off to
the east miclwa_v along its lenglll.

Avoid this opportunity for the moment. Continue north and then west, across
a second l)ri(lgc. On the other side is a ({oorway leading to a switch once again, this
opens a distant lzeep door. Now retrace your steps across the l)ridge, take that eastern
passage | steered you clear of just moments ago. (I'm getting on in years, | don't have
to be consistent!) Follow it north to another elevator (now accessible, since you Hipped
the switch), and another descent into the Dragoons'’ evil abode.

Exit the elevator and go west, dealing llarsllly with anyone and everytl'xing that
crosses your path. The corridor widens out and then turns south, leacling into a cham-
ber lloltling 6 chests. Go ahead: rush forward and throw them open with abandon!
But expect to pay the price for your careless yearning. Five of the boxes are enchanted,
and their speu will transport your party to some remote corner of the twisting lzeep.
And I don't know about you and your party, but I'm {:airly sickened ]Jy the place
without getting further lost in it. As you face the line of chests, go clirectly to the
second one in from the left: that's the one that holds the merchant's harp.

Explore the Dragoons’ rePuge further, if you'(l like: it holds a few secrets and
some treasure. Take care to know where you're going, so you can find your way back
out!

Return the l]arp to the merchant for your reward. But be warned: the leeep also
holds a ﬂute, in a treasure trove far easier to get to than the llarp's hideout. Don't be
so tone deaf as to try and pass the wind instrument off on the merchant: his anger will

not be music to your ears!
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