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table sit four hobgoblins (H's) eating a meal. Roll
each up from the Fighter Table. As you enter, they
all look up and rise from their chairs, arming
themselves.

You may now: turn to leave (6), attack,
immediately moving all characters 1/2 their MA or
less (28), or do nothing while examining the room
further (47). Different characters may choose
different options from the above |ist.

51. After moving your characters whatever MA each
wished, go to (12).

52. Most of the mist begins to dissipate. You
can now see that two of the megahexes on the map
marked (l), are pits (decide arbitrarily). Also, of
those megahexes marked (l1), two again are pits
(random assignment). Now you see that some mist
nearby begins to coalesce--to take form and
substance. Four warrior-like figures emerge from
this--your blood chills as you realize these
fighters are night-gaunts (for those lacking TFT:
IN THE LABYRINTH, night-gaunts fight and have
attributes the same as humanoids, with exceptions
noted below).

Generate these figures as fol lows:

Roll 2 die + 7 = ST

Roll 2 die + 6 = DX

1 =10

10 = MA
None has armor. Those of 12 ST or less will use
appropriate swords. The others will fight HTH

barehanded, doing 142 damage in such cases. They
appear--one per megahex--in the center of each clear
(not pit) megahex closest to your adventurers (not
including megahexes marked "O". |If a figure has
fallen into a pit, the nearest unarmed night-gaunt
will attack him HTH. As you can only at best be
standing up, no HTH reaction roll is made. I no
figures have fallen into pits, the night-gaunts will
group and then attack en mass. |f during combat a
night-gaunt's ST drops to 3 or below, go to (42).
If a night-gaunt is forced into a pit, go to (77).
| f you are forced intfo a pit, see (4) and realize
your opponent will follow next turn attempting HTH.
If you wish to leave now, or if anyone desengages
and makes it to a curtain, go to (61)e |If you kill
them all, go to (86).

53. You bounce; the curtains refuse to part. Go
to (38) and fight.

54. You can see that the orb is not trapped in
any manner. Pick it up (68), or no--go to (146) if
you must fight the beast; go to (174) if you want to
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retrace your steps and/or leave. |f the beast Is
already dead, you may go directly to (191) to leave.

55. The ring glows--and breaks! Too old for the
call, it seems.

56. |f this was the ascending exit, go to (83).
The descending exit, (121).

57. Smart thinking--clears an escape route if
necessary. Go back to (13).

58. After disposing of the ghouls, a superficial
search of the room yields nothings |f you wish to
thoroughly search the room, go to (108). If you now
wish to leave, you may do so: ascending/north stairs
(instruction B) or descending/south stairs
(instruction L).

59. Go to (89).

60. This is the Sand Room (record this) at Level
Two of the Tower (see appropriately labelled map).
It is totally devoid of obstacles. You note that
the floor you stand on is composed of a marshy
substance and covered with a tough, grassy growth.
The center megahex (megahex and surrounding mega-
hexes; shaded area on map) is oddly devoid of this
plant, and appears as a smooth sandy surface. (If
you have a Naturalist in your party, go to (14)
immediately.) You may now: walk into the room at 2
hexes per turn (26), run into the room at full MA
(76), do nothing while examining the room further
(38), or turn to leave (71).

61. If you went to the ascending/north exit, you
may pass: go to (instruction B)e |f you went to the
descending/south exit, you bounce, ending movement
there with your back facing the room. In the later
case, go to (52)

62. They don't feel |ike arguing and grow



suspicious--go to (12) and you've lost the movement
initiative for the next turn.

63. Megahex-sized cages drop from the ceiling,
blanketing the room! These cages fall into every
megahex that hadn't had a cage fall on them earlier
(if you had not earlier seen this trap triggered
through numbered instructions, then this means the
entire room is enclosed in cages). Previously
tipped-over cages are knocked aside into clear
megahexes .

Everyone in your quest who has a cage descending
upon him gets a 3 die saving roll vs DX to dodge to
an adjacent clear megahex, if there is one. The
curtains won't let you pass. Go to (32) to see how
those trapped may escape. |f cages occupy every
megahex of the room or if you cannot dump any of the
cages into a free megahex, go to (8) The curtains
remain closed tight until the adventurers are free.
Then go to (97).

64. Move each character 2 hexes. "Please,"
pleads the hydra, "how can | bargain when I'm at
your mercy? |f you turn the wheel (at W) clockwise,
you will release me, and then | shall aid you' You
may now: go to investigate the wheel (186), ask the
hydra to give its word to aid you (195), or return
to (160) and choose another option

65. You determine that the central shaded area is
quicksand. |t may be effortlessly negotiated,
however, by a Swimmer or Diver (if using Talents
from TFT: IN THE LABYRINTH). |[f you wish to do so,
go to (23)e |If you wish to leave, go to (71)s (If
you knocked a still-conscious reptile warrior into
the sand previous to this time, you might think
twice before entering its domain.)

66. Light swiftly returns to the room. There
stands a wizard (W) at the opposite end. The wizard
eyes the lone figure opposing him. He speaks; "I
warn you, it is foolish and deadly to continue.
Your comrades are slain, and you have two levels yet
to ascend. Your goal is inaccessible. Leave now or
die!" You may take this sage advice and leave
(103), or take any other action (94).

67. All the hobgoblins attack, and will fight to
the death. |If you kill them all, (82). |f anyone
disengages and makes it to an exit, (101).

68. As you pick it up, you feel power and energy
surge through you--you now have: Immunity to Freeze
spells, Sleep spells, Control Person spells, other
such controlling spells, Stone Flesh, and Reverse
Missile spell. The hydra now has none of these, as
you can tell your companions. The hydra--if still
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alive—-will still swipe at you with its tail this
turn (you spent this turn retrieving the orb); there
is no immunity to thate |f not already so, the
hydra's chains dissolve, and if not engaged at its
original head-facing it will turn and seek to knock
the orb-bearer off the Tower's edge by forcing a
retreat. |f at any time you do fall, go to (in-
struction S)» |If you wish to fight the hydra, go to
(146), realizing that no magic protects it now. If
you ever make it to an exit, go to (191). |If you
ever wish to throw the orb to a friend or at an
enemy, go to (instruction T). To receive the orb's
benefits, it must be held in a free hand (so you
cannot hold both a weapon or shield and the orb in
the same hand).

69. Move each figure these two hexes. "Well,
come on in!" roars one warrior. This noise awakens
the sleeping warriors at (L), who eye your group
warily. You may now attack, moving your characters
1/2 their MA or less immediately (99), try fo leave
(89), or continue walking forward two hexes (109).

70. This is the Rock Room (record this) at Level
Three of the Tower. |t is completely devoid of
features (no map needed). A light covering of
glowing moss covers the ceiling and floor of the
room, poorly illuminating it. |If there is a
Naturalist or Expert Naturalist in the group, go now
to (142). You may otherwise: leave (81), run into
the room at full MA (35), walk into the room at 2
hexes per turn (16), or do nothing, examining the
room further (24).

71. You may leave: ascending/north exit (instruc-
tion C),or descending/south exit(instruction K).

72. With the bandits dead, their bodies give up a
total of four gold bars--made note of who is
carrying them (if anyone) and remember your MA
asjustments. You may freely leave: ascending/north
exit (instruction C), or descending/south exit
(instruction K).

73. "Wait", says this characters '"The chest is
booby trappeds' By careful examination you realize
that it cannot be removed or desarmed. Go back to
(13) and choose your next options

74. The gargoyles, if not already engaged, go
airborne, move 1/4 their flying MA, and attack
random quest members seeking HTH combat. They will
remain airborne until they succeed in this attack or
are dispatched. They are standard MELEE/W |ZARD
types: ST 20, DX 11, 1Q 8, MA 16/8, skin stops 3
hits, hands do 2 die damage in regular or HTH
combat. Remember, you are at a -4 DX to hit the
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flying creatures.

In addition, the malicious mage again claps his
hands together, and another gargoyle appears!
(placed in a hex adjacent to the wizard, and between
him and any approaching quest member. |f there is
no such free hex available, he will wait--defending
if necessary--until one becomes opened. The
gargoyle appears during the wizard's option phase-
turn)e This gargoyle can do nothing for this turn,
but will go airborne and seek HTH next turn like its
fellows. There should now be one more gargoyle
present than you have quest members. The wizard
will repeat this maneuver every turn from now on
(clap hands and a gargoyle appears) until you defeat
him or die.

\I\ .
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You may now fight or try for an exit. |f anyone
makes it to an exit--disengaging or simply running--
go to (56). |f you wish to disbelieve any of the
gargoyles, (113). |If you attack the wizard, (25).
Remember, the gargoyles are protecting him. |f you
die, the quest ends here.

75. Huge parts of the ceiling suddenly begin
falling. All figures must make a 4 die roll vs DX
to escape the cascading rubble. Those who fail take
2 + 1 die damage (body armor protects, as do
shields). As this avalanche stops, survivors may
exit: ascending/north exit (instruction D), or
descending/south exit (instruction J).

76. Move all characters appropriate MA. |f any
character enters a hex devoid of plants (the
unshaded area), go to (33).

77. The night-gaunt shrieks horribly, and before
it finishes its fall, disappears as mist once again.
Continue the rest of the fight, back at (52).

78. With the warriors dead, a search of the room
yields |little--3 vases of stale beer, several broken
vessels of the same type, three chairs, a table, and
a deck of cardse On the table, however, lie 400
copper pieces (2 kg; $40). The bodies yield one
ring bearing the Thorsz's glyph.s |[|f you wish to
investigate the ring, now or later, go to the Ring
Chart. |If you wish to leave, you may go either to
the north/ascending stairs (instruction B) or to the
south/descending stairs (instruction L).

79. The shambling figures stop their random
movements, sniffing the air. Suddenly they all turn
and attack your party, with movement initiative for
the next turn; go to (48).

80. This the Limestone Room (record this) at
Level Three of the Tower. It is completely devoid
of obstacles (no map needed), but the smell of dust
hangs heavy in the air. You may now: walk intfo the
room at 2 hexes per turn (129), run into the room at
full MA (141), do nothing while examining the room
further (45), or leave (111).

81. You bounce; no exite Go to (70) and choose
againe

82. With the goblins dead, you find no gold or
jewels on them. Their food is relatively
unpalatable. You may now investigate the chest at
+he northeast megahex (13), or you may leave (6).

83. You bounce, ending your turn with your backs
to the room. Go back to (74) and fight.

84. The reptile man disappears into the sand.
Note on your adventure record if he was dead,
unconscious, or merely injured. Go back to (38).



85. Several spears drop from the ceiling. This
time you are wary, so only a 3 die roll vs DX is
required. |f failed, that character takes 1 + 1 die
damage. Body armor protects, shields don't. Now go
to (97).

86. With the creatures disposed of, a search of
the room shows it is empty of contents. You may now
spend more time in the room investigating the
contents of the pits (98), or you may choose to
leave. |If you take the ascending/north stairs, go
to (instruction B). |If you take the descending/
south stairs, go to (instruction L).

87. The curtain won't let you passe Go to (12).

88. The drawbridge remains closed behind you,
resistant to all weapons and magic at your disposals.
It is obviously protected by enchantments of great
potency. As you cannot leave this way, you must now
go to the north exit and ascend to the First Level
of the Tower (instruction A).

89. The curtain remains solide You have time to
turn around though--go directly to (49).

90. This is the Granite Room (record this) at
Level Three of the Tower (see appropriately labelled
map). At the present time it is pitch black==NO
visibility. Accordingly, you are hesitant to enter
further. (IMPORTANT! |f you have only one quest
member remaining, go to (66) immediately.)

Suddenly the room is flooded with a brilliant
light. Slightly dazed, you see a wizard (W) at the
opposite end of the room surrounded by gargoyles
(G's; there will be one gargoyle fewer than you have
quest members left.) Quickly the mage claps his
hands together, and another gargoyle appears (R).
There should now be the same number of beasts
present as you have party members. The wizard eyes
your group coldlye.
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You may now: speak a one sentence greeting
(118), attack, Iimmediately moving your characters
1/2 their MA or less (74), do nothing while
examining the room further (19), or leave (143).

91. You may leave. Ascending/north exit (instruc-
tion C), or descending/south exit (instruction K).

92. You see that the water is indeed knee-deep
and unpopulated by animals of any kinds The archers
immediately fire on your group--they are both ST 10,
DX 18(16) and have horse bows which fire twice a
turn. You may not return fire or move for this
turn--you chose to examine the room instead. Go to
(166) to begin the next turn--the enemy has movement
initiative.

93. You won?--good. The wizard, beasts, and desk
have no items of value on theme. You may choose to
further investigate the wizard's staff or the amulet
around his neck (165)s |f the wizard is merely
unconscious, you may attempt to revive him to
question him. As he is literate in 3 languages, he
will be able to converse intelligently with your
party. |If you wish to do this, go to (147); other-
wise, you may now leave: ascending/north exit
(instruction F), or descending/south exit (instruc-
tion H).

94. As you begin your action (or inaction) the
wizard disappears and is replaced by a fighter (roll
him up from the Fighter Table). The exits close
with a thump--no one may now enter or exit. The
fighter charges. When (if) you kill him, go to
(103).

95. When you reach the exit, ascending or
descending, you bounce. Count the number of turns
each character used to reach the exit, and subtract
the number you have from four. This new number is
the number of turns that character has left to stop
the ceiling's descent using physical strength. Go
to (122), disregarding the first sentence of the
instruction there. Good luck.

96. The shaded area is quicksands You fall, and
begin to sinke For any character armored in leather
or less, roll 4 die vs DX to struggle to the nearest
unshaded hex not already occupieds A more heavily
armored figure or a character carrying 2 or more kg
of money must roll 5 die vs DX to do the same. Next
turn your character may stand, taking no other
action. Any character with Swimming or Diving
talent automatically makes this saving roll,
regardless of armor/money worn. Anyone who fails
this roll, go to (36). The rest go to (38).
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97. At the bottom of the chest (or what is left
of it) lie four torches. You may take them (no
weight adjustments) or leave them (note which action
is taken), and leave. Go to (6).

98. The pits yield various rusted and broken arms
and armor (all useless), three gold bars, and a ring
with the Thorsz's glyph on it. |If you wish to
investigate the ring, either now or later, consult
the Ring Charte |If you wish to take the gold bars,
note the characters carrying them (and their MA
adjustments). Now you may leave, taking the
ascending/north exit (instruction B), or the
descending/south exit (instruction L)

99. Realizing that the warriors at (L) have
already awakened and are beginning now to stand and
rearm, go to (49) to continue this turn.

100. This is the Green Room (record this) on
Level Four of the Tower (see appropriately/labelled
map). At each (S) is a giant snake. Atf/each (B)
lies an unmoving bodys. /

As you enter, the snakes raise their /heads and
glare at you. You ‘immediately note that each snake
is held to the ground by a leather thong, attached to
an iron ring which passes through a hood surrounding
the snake's neck.

You may now: leave (119), attack, immediately
moving all your characters 1/2 their MA or less
(44), do nothing while examining the room further
(159), or you may try to run to the opposite exit.
As the snakes are bound they cannot impede your
movement, but they may strike at you as you pass
(228)« If you have a Naturalist in your party, go
immediately to (175).

101. No luck--the curtain is solide Go back to
(67) and fight, with your back to the room for this
turn.

39

102. |f you've now killed the |izardmen, good--
you find nothing of value on their bodies or in the
room. |f you now wish to leave, go to (71). |f you
wish to investigate further, go to (65).

103. You may leave: ascending/north exit
(instruction D), or descending/south exit
(instruction J).

104. The beast remains; none are unreal. Go back
to (204) and fight.

105. You may leave: ascending/north exit
(instruction F), or descending/south exit (instruc-
tion H).

106. Did you use a successful missile weapon or
missile spell or thrown weapon?--if so, go to (126).
Was it a regular weapon attack?--if so, go to (146).

107. Regardless of the exit, you bounce, ending
your movement with back facing the room. Go to (12)
and fight.

108. An intensive search discloses 4 gold bars
and a ring (from a severed hand!) bearing the
Thorsz's mark. |f you wish to investigate the ring,
now or later, go to the Ring Chart. Now you may
leave; ascending/north stairs (instruction B) or
descending/south stairs (instruction L).

109. Move all your characters these next two
hexes. Realizing that the warriors at (L) have
already awakened and are beginning now to stand and
rearm, go to (49) to complete this turn.

110. This is the Emerald Room (record this) at
Level Four of the Tower (see appropriate mapl. |t
is poorly |it by torches at the centers of each wall
(X's)e By the torchlight you can see two huge
pillars at the blackened megahexes. These appear to
be composed of |ife-sized totem-I|ike figures of
hobgoblins armed with various weapons--shortswords,












and run; if anyone makes it to an exit, go to (123).

149. "So be it," the mage declares. "Prepare to
diel!"™ He disappears, and in his place stands a dire
wolf; ST 16, DX 12, 1Q 5, MA 12; its fur stops 1 hit
per attack, and its bite does 2 dice damage. The
doors all remain sealed until the conclusion of the
conflict. When (if) you win, the drawbridge will
open, and you may leave (230).

150. This is the Magenta Room (record this) at
Level Five of the Tower (see appropriate map). |t is
devoid of features, save a single megahex (shaded)
at the northwest portion of the room. Here there is
a slight depression filled with sand, four very
large eggs, and two gargoyles (G's). (IMPORTANT:
there is only one gargoyle if you have only one or
two characters left in the quest.) There are also
large (1 x 2 meter) windows at the center of each
wall of the Tower (W's).

You may now leave (139), walk into the room at 2
hexes per turn (127), run into the room at full MA
(213), do nothing while examining the room further
(185), or attack, immediately moving your characters
1/2 their MA or less (222).

151. When the amulet is removed, it violently
explodes! The character who removed it takes 2 die
damage, and any figures in adjacent hex?s take 1 die
damge (body armor protects, shields don't). Some may
realize that the object was both a strength battery
and an exploding gem. You may now: examine the
wizard's body further (177), or leave: ascending
(north) exit (instruction D), or descending (south)
exit (instruction J).

152. The gargoyles have no money or weapons. |f
you decide to destroy the eggs, say so now. You may
now leave: ascending/north exit (instruction F), or
descending/south exit (instruction H).
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153. The drawbridge is down; you may passe.
Laughter shatters the silence as you leave the
Tower. The Thorsz's messenger waits at its end--
outside, as he said he would be. "Perhaps this was
not the time," he states. "With your knowledge of
the Tower, perhaps your next effort will lead to
success. Now, for a small fee, | will transport us
back to the Thorsz's palace where you may rest and
try again." The small fee is all the E.P. you ac-
quired from the Tower adventure. You may accept
(169), or refuse and try to make it home on your own
(193). |f necessary you may wait for other party
members to exit the Tower with/without the orb. |f
t+hey have the orb, you would then go to (219) on
their succssful return. (The mage will not aid those
still in or on the Tower in any ways.)

154. With its chains freed, the hydra's first act
is to turn and seize the yellow orb behind it with
one head (it can no longer attack using this head)
if it has not already done so. The next turn it will
take to the air unless you win movement initiative
and move at least two characters to engage the
beast. |f you are able to so attack the hydra, go to
(146). |f the hydra goes airborne, go to (201). |f
any of your characters reaches an exit and wishes to
leave, he may do so; go to (instruction G).

155. You complete your ministrations. The wizard
wakens and eyes your group suspiciously. He refuses
to speak with you unless you guarantee his safety on
your word of honor. You can choose to kill him and
leave (93), or swear to respect this request (178).

156. The ring crumbles into dust--it was old!

157. "Then receive death as your reward!" the
wizard cries, and vanishes. As the smoke clears, you
see a huge skeleton standing before you; it is ST
20, DX 14, 1Q 0, MA 12. |t wears no armor, and is
armed with a two-handed sword. |t attacks

.immediately, and all doors remain locked until one

party wins. |f that is you, then the drawbridge will
open and you may exit (230).

158. The beast you disbelieved disappears. Return
to (74).

159. Nothing happens. The snakes are bound and so
cannot move. Go back to (100) and choose another
option.

160. This is the roof of the Tower, also called
Level Six (see appropriate map). It has no walls,
and at the shaded hexes the floor has caved in and
slopes sharply over the edge of the Tower. At the
hex marked (W) is a waist-high wheel, from which
comes a chain going into the floor. At the properly



marked hexes stands a 4-hex 4-headed hydra (facing
the wheel)s Unlike most hydras, it is winged!
However, it is also chained to the floor, and is
unmoving. At the end of a small and tricky path
(dotted hexes) you see a yellow-colored globe (0) in
a small pedestal around which the hydra's tail is
wrapped. Power and strength and warmth radiate from
the area.

Before you can move, the hydra spies you and
speaks: "Listen to me. | know you seek the orb.
Unchain me and | will aid you. That object behind me
is a fake, and booby-trapped. | know where the true
device ise Unchain me, and | will take you there."

You may now: leave (191), attack, immediately
your characters 1/2 their MA or less (106), move
forward 2 hexes to observe the path behind the hydra
better (135), or move forward 2 hexes and try to
bargain with the beast (64). Different options from
those above may be chosen by different characters.

161. As your intent becomes clear, go to (125).
DO NOT move your figures.

162. Suddenly, hobgoblins drop from the ceiling
upon your characters (one per character) seeking HTH
combat. You were caught somewhat unaware, and can
either roll one die and consult the HTH reaction
table or you may roll 4 dice vs DX to escape their
attacke. (If you fail this roll, you will have an
automatic HTH reaction roll of 1. Those hobgoblins
that you avoid by using your DX land standing up in
the hex you once occupied--you have moved to. an
adjacent hex. Neither you nor he may strike this
turn. The fight is on--go to (148).

163. The ring may be removed with ease. Note
which character--if any--wears it. Whenever ener-
gized, go to (210). Record this number, as it will
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not lead you from whence you came. You may now
examine the wizard's body further (177) or choose to
|eave: ascending/north exit (instruction D), or
descending/south exit (instruction J)e

164. The amulet gives its wearer +2 DX for all
his attacks, and all attacks against the wearer are
at -2 DX.

165. Arrange your characters around his body; at
least one must be adjacent to it to investigate. You
may now pick up either the amulet (189) or the staff
(205) or leave instead (93).

166. The opposing figures attack you--the archers
are both ST 10, DX 18(16), IQ 10, MA 10(8) with
horse bows, hammers, a dagger apiece, and leather
armor. They fire with preference on wizards and
archers in your group (twice a turn!). The third
character (F) will remain unmoving on the bridge
irregardless of attack or its lack. He will only
leave his post if 2 or more of your characters wade
across to reach the archers, or if one of his
archers die. He then moves and attacks a random
figure.

If any of your characters have entered water
hexes, go to (202). If you kill them all, (217). |If
anyone tries to leave now or disengages and makes it
to an exit, (199).

167. |f this was the south/descending exit, you
may pass (instruction H). |f it was the ascending
(north) exit, you bounce--to back to (204) and
fight.

168. The wizard blinks, and suddenly vanishes! He
has teleported away. All gargoyles remaining in the
room also disappear before their combat turne.
Everyone breaths a sigh of relief. You may now leave
via the ascending/north exit (instruction D) or the
descending/south exit (instruction J).

169. So it is done. All wounds heal; you may pick
new quest members and return to instruction (1) if
you so desire. the Tower you enter will be a new and
different one, and so you must generate its
Tomponenf rooms and their occupants again. Good
uck «

170. The ring is purely ornamental--worth about 5
gold pieces.

171. You may |leave: ascending/north exit
ignsfrucfion E), or descending/south exit (instruc-

on |).

172. Roll 3 die vs 1Q. If successful, go to
(104). If not successful, back to (204) and the
fight.

173. You have reached the Ground Floor of the
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Tower. It is empty as before and the drawbridge
remains closed.

Before you move towards it, a figure robed in red
appears in the exact center of the room. He appears
to be the one wizard who brought you here in the
first place. "Quickly," he states, "give the orb to
me. |t is needed immediately at the Thorsz's
palace!"

You may now: comply, rolling it to him (223),
refuse, allowing each figure a single sentence to
explain why (125), or attack (161). The door is
locked behind you, so leaving is not an option.

174. The path is trickly--sloped, smooth, and
narrow. You may traverse it at a rate of 1 hex per
turn. After you move, the hydra takes a swipe at
you with its tail (DX 13)--if it is successful, you
must make a 4 die roll vs DX to avoid falling over
the tower's edge. |If you fail this roll, go to
(instruction S). |If you are successful, you keep
your feet and may repeat this procedure. |f you make
it to the hex containing--not adjacent to--the orb,
go to (7)e If you wish to go back, follow the steps
outlined above and when you make it to a free area
(clear hexes) go back to (160), or (146) if you
already have comrades in battle.

175. The Naturalist informs you that the snakes
are poisonous, doing 2 dice damage by venom. Go back
to (100) and proceed carefully.

176. This potion restores 4 hits or all the
drinker's lost ST, whichever is less. Return to
wherever you came from.

177. Arrange your figures; at least one must be
adjacent to the wizard's body. Upon his corpse you
see a ring on his left hand, a ring on his right
hand, a glittering amulet around his neck, and a
cheap dagger in his belt. You may now choose to
remove any of these items: the left ring (163), the
right ring (192), the amulet (151), or the dagger
and belt (145). |f you cast a successful Analyze
Magic spell, you may preceed your actions by viewing
where the above instructions lead. You may also
choose to leave: north/ascending exit (instruction
D), or south/descending exit (instruction J).

178. In that case, the wizard thanks you and
provides the following information: don't touch his
staff (or any wizard's staff, for that matter) and
also leave his amulet/strength battery alone--it is
an exploding gem. As his Master spent much time in
the room above this one, he guesses the the goal of
your search is on the next level of the tower or
above. As he has never gone any higher he cannot

51
tell you what guards, beasts, or traps lie in wait.

He then explains that he is a relatively young
wizard learning under the Master of the Tower. This
person he knows nothing about--he has never even
seen his face, as he is heavily cloaked at all
times.

As a gesture of good faith, he breaks his staff
and amulet and swears to work to good purpose from
this point forward. He begs mercy and the chance to
leave. You may grant this boon (194), or you may
slay him irregardless (216).

179. The wizard spits at you and disappears. From
empty air appears a huge bear--ST 35, DX 11, 19 6,
MA 8; its skin stops 2 hits per attack, its blows do
2+2 dice damage. The doors are all sealed; this
conflict is to the death. If you win, the drawbridge
will open and you may leave (230).

180. The potion is deadly poison--it immediately
kills whoever drank of it. Return to wherever you
came from.

181. The "heaps" move 2 hexes to meet your
attack. They are green slimes. Eyes adjusting to the
gloom, you now see a small lizard in the northern-
most exiting hex (B). Trouble ahead--go to (206).

182. If you kill all the freed snakes and wish to
Kill the rest, go to (44). If you wish merely to
leave, go to (119). If you wish to investigate the
two bodies at the far exit, go to (218).

183. If the exit was descending/south, you may
leave: go to (instruction H). If the exit was
ascending (north), you bounce, ending your movement
:?d with your back to the room. Go back to (206) and

ght.

184. You notice the ceiling is made of heavy
oaken beams, blackened with soot. As you peer
further, you see movement. "Hobgob | ins!", someone
shouts. Immediately, four hobgoblins drop from the
ceiling to the spaces marked (H). (There will be
only two present if your quest is down to two or
fewer members.) They are all armed with knives and
small| shields and are looking for trouble. You may
now: attack, immediately moving all figures 1/2
their MA or less (148), or leave (123).

185. Nothing happens; the beasts look restless.
Back to (150) and choose another option.

186. By experimentation you find that winding the
Wheel clockwise will release the hydra. You may now
release it, (arrange your characters; at least one
must be adjacent to the wheel), going to (154), or
You may go back to (160) and choose another option.

187. The potion 'berserks' whoever drinks it, if
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that person is alive. He now has +1 DX for all
attacks and is immune to DX adjustments due to
weakness or wounds at any time. He also gets +2 on
his MA. He immediately seizes a weapon and attacks
the nearest quest member. He will fight fo the death
(ST=0) or 6 MELEE rounds, at the end of which he
will fall unconscious and lose 2 ST. Go back to
wherever you came frome

188. The other figures grin at you--then the
archers notch arrows and fire! They are both ST 10,
DX 18(16) and have horse bows which fire twice a
turn--and you cannot return fire this turn. The
fight is on--to begin the next turn, go to (166) and
determine movement initiative.

189. As you remove the amulet, it explodes! It
does 2 dice damage to the investigator, and 1 die
damge to anyone adjacent to him. Body armor and
shields protect. Go back to (93) now.

190. The ring is cursed, constricting and cutting
off the user's finger and costing him two ST points
of damage in the process.

191. You may pass: go to (instruction G).

192. The ring may be removed with ease. To use
it, consult the Ring Chart. You may now investigate
the wizard's body further (177), or leave: ascending
(north) exit (instruction D), or descending (south)
exit (instruction J).

193. "Fool ish," he states, "and deadly. | make
this offer only once more. Accept (169), or refuse
(2)."

194. You may all
to exite

195. The hydra winces--but agrees, and gives its
worde You may now move to the wheel (W) and release
the beast (arrange your figures; at l|east one must
be adjacent to the wheel), going to (220); at you
may go back to (160) and choose another option.

leave. The characters go to (93)

196. |f you won--killing all opponents, even the
s|imes--congratulations. No treasure here, but there
are various intact arms and shelds scattered about
+he room. There are, in fact, one example of every
weapon and shield (but no armor) found in the
regular MELEE (not ADVANCED MELEE) rulebook. This
t+hen does not include exotic weaponry. You may
rearm, if you wish, and exit: ascending/north exit
(instruction F) or descending/south exit
(instruction H).

197. Move all figures full MA. Then go to (162).

198. |f you successfully elude all the snakes and
make it to any exit, go to (119).
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199. The descending/south exit lets you pass
(instruction 1). The ascending/north exit won't--
you bounce. Go back to (166).

200. The orb explodes, blowing whoever touched it
off the Tower's edge and giving him 2 dice damage in
the process (body armor alone protects). For that
falling individual, go to (instruction S). For all
else, (146).

201. "Fools!", it shrieks, "you have failed! Go
back to you master--your precious Thorsz--and tell
him that his doom is being prepared!" It quickly
disappears into the distance and the orb is gone
with it. The entire tower is empty on your return
through it--nothing remains to oppose you--so exit
the tower by going directly to (153).

202. This is exactly what it seems to be--knee-
deep water. To enter any hex of water or move
through it requires two MA point be expended: after
your fotal MA is expended, roll 4 dice vs DX to see
that you didn't fall down (in a random hex along
your path through the water). If you did fall, you
may stand next turn (the water's too deep to crawl
through). Go to (166) and fight.

203. If it is the descending/south exit, you may
leave (instruction H). |f it is the ascending/north
exit, you bounce and end your turn with your back to
the room--no other action may be taken for this
turn. Go to (116) and fight.
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204. "Curse you all!", screams the wizard, as he
stands and grips his staff (1 die damage) and small
shield. He is ST 13, DX 18(16), 1Q 16, MA 10(8) and
is wearing leather. He also has on an
amulet/strength battery around his neck worth 20
strength points. He know the following spells:

Stone Flesh (T, 2 ST + 1 ST/turn)

Lightning (M, 1 die/ST point)

Control Person (T, 3 ST + 1/turn, saving roll

of 3 die vs Q)

1-hex illusion (C, 2 ST)

Summon Gargoyle (C, 4 ST + 1 ST/turn, goes HTH)

Summon Wolf (C, 2 ST + 1 ST/turn, goes HTH)

Blast (S, 2 ST, does 1 die damage)

Freeze (T, 4 ST, works 2 - 12 turns)

Reverse Missile (T, 2 ST + 1 ST/turn)

Clumsiness (T, 1 ST)

If using TFT: IN THE LABYRINTH rules, the wizarc
also is considered to have the Shield talent.

If there is a wizard or armed archer in your
group, roll a die. On a 1, 2, 3, or 4 he was casting
a Reverse Missile spell on himself; on a5, 6 it was
Stone Flesh instead. |f there are neither wizards
nor armed archers present, he was casting Stone
Fleshs Roll his DX in either case to be sure he
successfully cast the spell. |f you DX was better
than his 16, you can resolve your attack (if any)
before he acts.

From behind the desk l|eap several dire wolves
(one less than the number of individuals in you
party, starting from the hexes marked D). They are
all ST 16, DX 12, 1Q 5, MA 12, 1 hit/turn fur armor,
2 die damage bite. They move 1/2 their MA and attack
HTH.

If the mage has a Reverse Missile spell on him=-
self he will stay to the rear of the conflict and
fight as follows: on a die roll of 1, 2--3 ST
Lightning bolt on random figure; 3, 4--Summon Wolf
that goes HTH; 5, 6--Summon Gargoyle that goes HTH.
(He will summon two creatures maximum at any one
time in the fight; i.e., there will never be more
than two summoned beasts present at one time during
this combat.) When engaged by 1 figure he will fight
with hime |f engaged by two or more roll a die to
see what spell he tries: on a die roll of 1, 2--
Control Person (random); 3, 4--Freeze Spell; 5, 6--
Blast.

If the mage has a Stone Flesh spell on himself he
will wade into battle, striking with his staff.
(When he is engaged by 2 or more fighters, see the
above paragraph.) Keep track of this wizard and his
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ST expenditures! For all spells, subtract his
‘expenditures from his strength battery/amulet first,
and use his person as a last resort.

You may now: fight to the death (93), run for an
exit (167), or try to disbelieve any of the wolves
(172). |f anyone disengages and makes it to an exit,
to to (167). If worse gets to worse, you can always
Jjump out a window (instruction S).

205. NEVER pick up another wizard's staff! |+
disintegrates, giving its molester 3 die of damage
in the process. Body armor protects; shields don't.
Go back to (93).

206. The green slimes are ST 20, DX 1, 1Q 1, MA
2. They are corrosive; anyone in the same hex with a
green slime will be stuck to it and will take 2 hits
per turn until the slime is dead. Only fire harms
green slime. The torches on the walls can be taken
down (use "change weapon" option) and used against
the slimes (you may also |ight your own torches from
these--this requires 1 turn). A torch does 1-2 die
damage DOUBLED against a green slime. A torch will
not go out if dropped or hit but it will go out if
broken. |f a green slime tries to crawl onto you
while you are holding a torch--if you are nor
frozen--make a roll as if the slime had just
attempted HTH with you. You'l | probably drop the
torch, but you might drive of the slime.

Playing the slimes: all slimes have a MA of 2.
They have no front hex; thus, they cannot engage a
figure, and all attacks against a slime is made at
+4 DX. A slime can only attack HTH--that is, by
entering its enemy's hex. To do so, it must A) be
next to the enemy before it moves, and B) beat the
enemy by at least THREE on its initiative roll. (No
such roll need be made if your character is frozen.)
Slimes cannot get the initiative unless they win the
roll buy at least three. If a slime gets into
someone's hex, and they do not immediately repel it
(with a torch) by rolling a 5 or 6 on the HTH
reaction, the slime sticks to them and eats away
until it or its enemy dies. Slime damage takes
effect at the end of a turn.

Slimes will not fight over a victim unless
they're starving (and these aren't). Only one slime
at a time will be on a one-hex figure. If you have a
slime on you, you're safe from attack by another
Slime (if any). However, you can't move, since
you're in HTH (or frozen) with 50 kg of organic
Jelly. Armor protects for ONE turn. After that the
Slime flows through it. Slimes will attack primarily
1) anyone unmoving or frozen, and 2) anyone trying



to attack the basilisk (the lizard at B).

The lizard is a typical basilisk: ST 10, DX 8, 1Q
8, MA 12. Bite is 1 die damage; however, it prefers
to use its psychic abilities--moving 1 hex or less
while freezing one figure less than 5 megahexes
away. The basilisk has been observing your party for
some time now, and cast its first Freeze attack
while you chose an option from instruction (140).
This attack (and further attacks) will have been
made on 1) archers and wizards; 2) the nearest
person threatening the basilisk; and then 3) anyone
moving to a torch, trying to light a torch, or
attacking a slime with a torch. This ability works
like a Freeze spell, but with no strength cost. It
succeeds unless the victim makes a 4-dice saving
roll vs his IQ |f he fails, he is frozen, and will
remain so until either the basilisk is killed or a
Remove Thrown Spell is placed on hime. The basilisk
may entrap any number of individuals, so be careful
in attacking it. Determine who the basilisk attacked
last turn, and roll to see whether the attack was
successful or not.
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' The second turn should now begin with/without one
character frozen, the slimes having moved 2 MA, and
your characters having now seen the basilisk.
Because of the poor lighting in the room, all
attacks made by anyone not carrying a torch or
against a figure not in the same megahex as is a
torch are at -4 DX.

You may now: try to leave--if any figure makes it
to an exit, go to (183)--fight and kill all enemies
(slimes included) (196), or try to pick up a frozen
comrade and run. |t takes one turn to pick someone
up, assuming you start next to him. You can move at
MA 6 (if two people carry one between them) or at MA
4 (if one picks up one) regardless of armor anyone
is wearing. If a slime successfully attacks you, you
must drop your burden. |If you make it to an exit, go
to (183).

207. The wizard congratulates your party--success
again! Too bad there was no orb, really. Figure your
experience points and leave the tower. Re-enter
another if you wish.s This ends this adventure.

208. Congratulations! An incredible feat. Now you
may approach the globe and its receptacle (7) or
(you may already possess the orb) leave (instruction
G).

209. The wizard states, "Thanks to your quick and
appropriate actions, a dangerous threat has been
averted." Go to (230) and add an extra 50 E.P. to
each adventurer's total for this quest.

210. Costing 1 ST/turn to energize, the ring
gives its wearer Reverse Missile. Return from whence
you came.

211. Move all figures 2 hexes. Then go to (162).

212. The wizard stands with an evil gleam in his
eye. "Now | am ready for you," he hisses. Are there
any wizards or armed archers in your party?--if so,
the wizard has had time to successfully cast a
Reverse Missile spell on himself. |f not, then he
has cast a Stone Flesh on himself instead. Now go to
(204) (in this case, disregard the second paragraph
of instructions) and start the next turn. (Remember
to subtract ST points expended for the successful
casting of the above spells, whichever was used.)

213. Move each figure his full MA. The gargoyles
screech and fly toward the nearest party members,
attacking HTH. Go to (222).

214. The Naturalist states, "The heaps are green
s|imes" and he informs you of their nature. They, in
turn, move two hexes toward your party. Finally, you
See a small green lizard at the farthest north exit
hex (at the B). Trouble ahead--go to (206).
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215. The staff starts to glow, and seems to
become fluid. It changes shapes, forming a perfect
sphere. |t radiates power--the orb perhaps? Pick it
up (205), or leave instead (93).

216. What cads! Unless your party is made up of
naturally evil characters--orcs, goblins, or the
|ike==you will all loose 50 E.P. apiece upon exiting
the Tower. Now go to (93).

217. The bodies yield eight gold bars along with
a flask with a potion in it. However, this container
is marked with a distinctive skull and crossbones on
its surface. |If you drink it, now or later, go to
(227). Make a note of this number, as it will not
redirect you to from wherever you came. To leave, go
to (137).

218. The bodies are not freshly dead; each has a
broken staff and is robed in red. One has a flask
with a potion in it, but a skull and crossbones
emblem is displayed prominently on its outer
surface. |f you wish to investigate the potion,
either now or later, go to (227). Make a note of
this number now as it will not redirect you to from
wherever you came. Now go to (119) and exit.

219. The true wizardly servant of the Thorsz
waits upon your arrivale He smiles as he sees you
have the orb. "We may now wait for the rest of your
companions, or if there are no more, we may leave,"
he states. (If you must wait for others to exit, the

mage will not aid those still in or on the Tower in
any way.) As soon as you (and any companions) are
ready to leave, he again weaves a spell which

transports you to the Thorsz's palace. You rest and
recuperate. When ready (and if the characters still
qualify) you may go to instruction (1) and ascend a
new Tower. This ends the adventure.

220. The hydra slyly states, "No word given under
duress is binding!" Go to (154).

221. Move each figure 2 hexes. Then go to (52).

222. The gargoyles are standard MELEE/WIZARD
types of ST 20, DX 11, 1Q 8, MA 16/8; skin stops 3
hits, claws do 2 dice damage in regular HTH combat.
They go and stay airborne (-4 DX to hit them),
attempt HTH combat randomly, and fight to the death.

Now roll one die. Note the number, and go to
(116). (If you have only one party member lefft,
consider yourself to have rolled an automatic 1.)

223. The wizard picks it up with great glee. "My
master will be pleased,"” he gloats. "Fools!" He
disappears, leaving only laughter behind. The draw-
bridge opens--you may leave. Go to (153).

224. |f this was the south/descending exit, you
bounce, ending movement with your back to the room.
Go back to (48) and fighte |If this was the
north/ascending exit, you pass (instruction B).

225. The "heaps" move 2 hexes toward your party;
they are green slimes. You now also see a small
lizard at the farthest north exit hex (B)e Now go
to (206).

226. Your wizard states, "He's casting a spell of
some kind!" Go to (130) and choose an optione

227. |f you poured the potion into a dead
person's mouth, go to (128). Otherwise, at first sip
your character gags, spits up what he swallowed, and
takes one ST point of damage. You may now force down
the rest of the drink (114), toss it, or save it for
later.

228. Trace a path through the bound snakes and
run for it. Each snake whose megahex you enter gets
one chance to strike at you at four dice vs its DX
as you are running past it. The snakes are ST 12, DX
12, 1Q 4, MA 6, bite for 1-1 die damage, and anyone
bitten who takes damage must make a 4-die roll vs ST
to resist the venom of each snake. |f he fails this
roll, 2 dice of additional damage result from
poison. If you take enough damage to fall, randomly
decide where on your path you did so. I|f you ever
decide to strike at a snake, go to (44). |f you make
it to any exit, go to (119).

229. Move all figures 1/2 their MA, then go to
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230. As you step outside, the air is noticeably
clearer and warmer. The sun shines brightly over-
head. When you turn to look behind you, you see a
huge pile of rubble, the remnants of a once- proud
turret. Turning to leave, you find yourself facing
the true wizardly servant of the Thorsz. "The spell
is broken," he says, "and at least one small part of
t+he damage is undone." Again he transports you all
to the Thorsz's palace, where you all rest and
recuperate. A feast is prepared in your honor, where
the Thorsz himself toasts your group. "The task is
not yet finished, for those who are willing," he
states (and for those of 39 attribute points or
less)e He looks significantly at those of the party
who qualify. "Well?2"
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MORE FEARED THAN DRAGONS OR OGRES

HELLTANK is the first of a new SUPERTANK Microgame ser ies
from Metagaming. The new series will cover the development
of super tank vehicles in the early 21st century. This is
the ideal game for all those OGRE fans.

The nearby grumble and clank surges rank fear Iin your
veins. Crouched low you wait. Dragons or Ogres of old might
at least be fought. HELLTANKs are certain death. Closer,
closer it comes. You wait and pray it strkes right or left,
anywhere but here.

HELLTANK is a game of tactical armored conflict in the
21st century. Each counter is a single vehicle or small
unite Included are the U.S. Klane class MBT-11, light cav.
Raiders, Japanese |FV infantry carriers, |Israeli Missile
Launchers, Recon Hovers, Brazilian tri-turret MTTs, jet-pack
Hawk Teams, Air Cruisers and the first Ft. Ticonderoga class
heavy launch vehicle, HELLTANK. Versatile rules portray
future combat in a playable, yet realistic manner, covering
move-ment, firing, opportunity fire, missiles, air defense
platforms and the special unit rules.

COMPONENTS: 12x14 play map, 126 unit counters and die.
PLAYABILITY: Moderate beginner complexity.

Two players aged 12 and up.
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