

































































S T T Fe[T]

City of Freeport

44

FREEPORT

Freeport is aptly named, for it is the last free port in Dilmun. The city
is located in the Eastern Isles, and you will have to acquire a boat
before you can sail here.

The city is arranged around the best harbor this part of the world has
to offer. Along the waterfront you'll find the Brews Brothers tavern—
the best pub hereabouts—and the Order of the Sword. The Order of
the Sword is a pack of thugs and they deserve to be put in their
place. Everyone else you'll meet in town is friendly and industrious.
Most of us are from somewhere else, and we know what it means to
lose your home, so we work all the harder to keep Freeport free.

You'll find the usual armoring, magic, and healing services if you look
in the right places. You'll also find the town’s most important arti-
fact, the Sword of Freedom. The Sword was set in the harbor by the
great hero Roba when he founded the city. Legend holds that so
long as the Sword is safe, Freeport will thrive. The same legend
holds that in a time of need a great hero will appear to claim the
sword for the fight against darkness.

Several months ago a dark figure was spotted on the island where
the Sword of Freedom is displayed. The Sword is still visible, but I
can’t help but wonder if the mysterious figure did something evil to
the weapon.

— Tarkas of Tars
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College of Magic
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COLLEGE OF MAGIC

Cliff’'s Notes: Utnapishtim’s requirements for graduation are stiff and
uncompromising. If you would pass his test, keep the following
points in mind. And remember these notes cannot substitute for a
first hand experience of the test...they are intended as a guide for
study only.

First, you will be unable to enter the College unless you can see the
entrance, and to see the entrance you must use a pair of rarely found
magical spectacles. Lanac’toor had one such pair. Use them where
you see tracks in the mud.

Utnapishtim requires you overcome a number of obstacles to claim
his boon. Most require the use of magic, so don’t bother coming
here before you are well-versed in spells and their use. The first
room requires that you overcome a wall of fire. Defeat fire with ice.
The next room presents you with another wall of fire, but all is not as
it seems. Reveal the glamour of Utnapishtim’s illusion, and take ap-
propriate action when you see the true nature of your task.

Invisibility will let you move unseen past the creature that kills with
its gaze. Cloak yourselves with an arcane spell. When the time
comes to kill the Philistine, do so and without remorse. Magic will
not help you here. And even if you clearly see and understand what
you think is an obvious trap, you must trigger the trap with magic
before you can safely pass. Either disarm the trap or eliminate the
stone block by softening it away to nothing.

Neither magic nor any other action help you when Utnapishtim
demands to see something novel—just walk past him and claim your
reward. The ring and the staff are amusing, but only the Soul Bowl
will genuinely help you in your quest. Take all you can when treasure
is offered—you can’t come back for seconds!

— Rimshot Hilario
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DRAGON VALLEY

Exploring Dragon Valley is a quest for heroes and fools. There is little
to be gained by venturing here, unless you love bloodshed or seek
an invaluable ally against Namtar.

The Valley is wide and flat, and crawls with dragons and other beasts.
Legend holds the teeth of a dead dragon make for powerful weap-
ons, so should you find a dragon skeleton be sure to make the most
of your discovery. A large collection of dragon bones can be found
just north of the entrance to the valley, but they will not be without
guardians.

At the north end of the valley, beside the water, you’ll find the lair of
the Dragon Brood Queen. She is as powerful as all her children put
together, and no one can hope to survive combat with her. When
confronting the Dragon Brood Queen, your only hope is to prove to
her you are a friend of dragons—a difficult task after hacking through
legions of her children to reach her. Correct use of a dragon gem—
such as that to be had from the dragon of Lansk — will temporarily
bind the Dragon Queen to your will. Entering Dragon Valley without
such a gem is sheer folly.

— Hamaran Tongs
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Sunken Ruins
(Below Water)

Sunken Ruins
(Above Water)
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SUNKEN RUINS

Not far from Dragon Valley you’ll find these exotic coastal ruins. The
ruins exist both above and below water—to explore the underwater
portion of this area, you will require the water breathing potion Irkalla
makes available in the Underworld.

The ground level of the ruins is mundane. No amount of skill will
permit you to pass the locked door. Seek a secret way past the door
rather than wasting precious experience on improving your lockpick-
ing skills.

Once past the gate, explore the ruins thoroughly. You will soon
uncover a blank area where a secret door will prove the only means
of entrance. At this point you must use your water breathing potion
if you would advance.

Important treasures are to be had here, but none more so than the
skull of the legendary hero Roba. The skull is required to reforge the
Sword of Freedom. The skull is trapped in the maw of a clam...just
take the clam, and it will shrivel away to reveal the skull when you
leave the sea.

There are other items of interest in the ruins, not the least of which is
the original Davy Jones’ locker. However, you will doubtless come
here late in your quest, and be anxious to confront Namtar. In such a
case, it's probably best not to linger here and risk falling prey to
some aquatic horror for no good reason.

— Floyd Bridges
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MAGAN UNDERWORLD

Beneath the surface of Dilmun is a
magical Underworld. The kingdom is
called Magan, and it is not a place for
the weak or inexperienced to explore.
You will have to come here eventually
to complete your quest, but better
later than sooner.

The Magan Underworld is coterminous
with all of Dilmun, which means many
of the surface world’s locations can be
reached directly from the Underworld.
Veteran adventurers sometimes find
travel through the Underworld ulti-
mately less taxing than similar travel
overland across Dilmun. If you prefer
combating Underworld beasts to deal-
ing with pesky bridge guards and
swarms of goblins, you may agree.
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Of course, there is more reason to
explore the Underworld than simply
searching for a rapid means of travel
across Dilmun. Irkalla’s Realm is an
important land, but you will gain ad-
mittance only after sacrificing an item
to the Dark Lady at one of her surface
shrines. lIrkalla herself is on an island
which can be reached only by using a
magic item. The Dark Lady is further
bound in chains that can be removed
only by the grace of Nergal, the lord of
the Necropolis, who certainly owes
Irkalla no favors. It is well worth your
time, however, to rescue Irkalla.

The entrance to the magical forge of
the Dwarven clan hall can be reached
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through the field of fire in the Magan Underworld.

Elsewhere in the Underworld you'll find access to several surface lo-
cations, magic pools, and an oracle cave that will further explain your
quest. The Well of Souls, the only place in Dilmun where the dead
may be returned to life, is located in the Underworld, but it can be
reached only through Nergal’s palace of the Necropolis. The Well is
only of use to those blessed with arcane knowledge.

Pay special attention when you find the pit from which Namtar was
spawned. Legend holds Namtar cannot truly be destroyed unless
and until he is pitched back into the pit from which sprang. Making
careful note of the pit’s location could save you precious time at the
end of your quest.

PILGRIM DOCK

This old dock has welcomed pilgrims to Nisir, the Mountain of Salva-
tion, for as long as anyone can remember. Not even Namtar would
dare tamper with the will of the gods, and pilgrims are still welcome
here. Be aware, however, that Namtar’s Stosstrupen are on hand to
ensure only pilgrims pass this way, and that no adventurers try to
take the mountain by storm.

— Bill Yarde

To this end, a fortress has recently been constructed near the docks.
Adjoining the fortress is a block of cells in which are imprisoned
those who come here on a quest rather than a pilgrimage. The cells
are in frequent use. At least one prisoner is usually present. There is
a rumor someone recently escaped from his cell by tunneling through
the heart of the mountain, but | know nothing of the details.

— Wiggly Warmflash
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NISIR

Nisir is the holiest place in Dilmun, and also the most dangerous
since Namtar made it his place of primary residence. The old shrine
and even the entrance to the Underworld are unguarded, but the rest
of Nisir is a very treacherous place.

Your approach up the mountain will be long but unremarkable. Once
at the mountain’s summit, be sure to visit the shrine to the Universal
God. Displaying the Sword of Freedom to the God will gain its
blessing.

While at the mountain, seek the treasure of the Dragon Eyes. They
are powerful magical artifacts that will aid you in your quest.

The entrance to Namtar’s tower is in the southeast corner of the
plateau. The approach to Namtar’s stronghold is protected by a
locked guardroom, but an intelligent climber can bypass the guards if
you find the right patch of rock.

Once past the guardroom, you can’t miss Namtar’s tower. You'll
have to leap across the chasm with the Golden Boots to enter the
tower. What happens next, no man has lived to say.

— Jim Nasium

Nisir
The Mountain of Salvation
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DEPTHS OF NISIR

It is here that you will (with luck) engage
Namtar in final battle. The heart of the
mountain Nisir is a confusing and treach-
erous place, complete with many ob-
stacles not seen in other parts of Dilmun.

What you do here depends largely on
you. Great combats are to be had, pro-
vided such is your ambition. It may be
possible to enjoy a final reckoning with
Mystalvision or Buck Ironhead, if you look
in the right places. Likewise, many clues
to Namtar’s identity and ultimate ambi-
tions are here for the curious.

Chances are, however, that you’ll want to
make directly for Namtar’s lair. You’ll
have to break out of the initial cavern
using Soften Stone spells. There are
many places to wander in the Depths of
Nisir, but you'll know you’re on the right
track when you find the seemingly un-
crossable chasm.

A summoned air elemental will bear you
across the chasm. Pass through the
doors and turn right...continue south to
the wall and cast another Soften Stone.
You'll now be in a large chamber that
teems with traps. The doorless stone
structure in the center of the chamber
contains the portal that will transport you
to Namtar’s lair. To enter it, you must
cast another Soften Stone. This may
seem like a difficult path to take to your
final confrontation, but it is nothing com-
pared to the combat that awaits. If this
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preliminary action exhausts your resources, turn around and get out
while you still can.

Before you can battle Namtar you will have to get past his army. You
can always hack your way through Namtar’s mighty legions, but it’s
easier to call upon the Dragon Brood Queen, the alliance of which
you've hopefully secured. Astride her back you can sail high above .
the army and arrive at your final confrontation with Namtar.

Good fortune in your final battle with Namtar, and remember that
you will not be entirely done with him until his body is hurled into
the Underworld pit from which he sprung.

Weapon Statistics

Following are set forth the names of the different weapons that can be found in
Dilmun, along with the damage each one inflicts and the minimum strength you
will need to wield them.

mE

Damage is listed as the number of dice the computer will roll followed by the
number of sides on the dice. For example, if a weapon does 2d20 of damage, your
computer will “roll” two twenty-sided dice, add the results together, and inflict that
much damage to your poor opponent. Hand-to-hand weapons generally require a
minimum strength to use, and missile weapons a minimum dexterity. A minus
Attack Value (AV) makes it harder for you to hit your foe, and a plus makes it
easier. You may wish to “Use” a weapon — or any item for that matter — both in
and out of combat to find out if it has any special powers. CAVEAT: From universe
to universe (or computer to computer) the actual statistics listed here may vary
slightly, or may even have undocumented abilities.

MELEE WEAPONS

AXES Damage Minimum Notes
Strength

Small Pick 1d4 4

Pick 1d6 7

Hand Axe 1d6 5

Battle Axe 1d12 17 -1 AV
War Axe 1di12 18 -3 AV
Rusty Axe 1d20 18 -3 AV
Axe Of Kalah 1d12 18 +4 AV, can attack 20'-50'

for 1d20

Magic Axe 1d30 20 +1 AV
Nature Axe 1d30 18 -6 AV

60

FLAILS Damage Minimum Notes
Strength

Flail 1d6 10

War Flail 1d12 10

Bladed Flail 1d12 10

Runed Flail 1d20 14 +2 AV, +1 armor

Barbed Flail 1d30 16 +2 armor

Spiked Flail 4d20 16 +2 AV, +1 armor

SWORDS

Dagger 1d4 3 +1 AV

Ruby Dagger 1d4 3 +3 AV

Shortsword 1d6 8 +1 AV

Broadsword 1d8 12 +1 AV

Hook 1d8 12 +1 AV

Magic Sword 1d12 17 +1 AV

Fire Sword 1d12 17 +2 AV, +1 armor

Lance Sword 1d20 12 +1 AV, can attack foes
at 20'

The Slicer 1d30 17 +4 AV, +2 armor

Glow Sword 1d30 24 +1 AV

Dragon Tooth 2d20 12 +8 AV, +2 armor
can attack foes up to 60'

Freedom Sword 1d100 15 +15 AV, +5 armor, casts
Inferno if blessed by the
Universal God

TWO-HANDED WEAPONS

Polearm 1d10 13 +1 AV

Greatsword 1d12 17 +1 AV

Grand Sword 2d12 22 +1 AV

Mountain Sword 1d30 2 (mountain lore) +3 AV, +2 armor

Holy Lance 3d20 13 +4 AV

Heavy Sword 8d10 25 -3 AV

Dragon Sword 4d20 21 +3 AV

MACES

Mace 1d8 10

Old Peg Leg 1d8 10 +1 AV

Hammer 1d10 12

Long Mace 1d20 15 +1 AV, can attack foes
at 20'

Holy Mace 1d20 12 +2 AV, +1 armor
casts Exorcism spell

Druid’s Mace 1d20 12 +2 AV, +2 armor, casts
Cure All spell

Throw Mace 2d12 18 +1 AV, 1d12 at 20'-30'

Spiked Mace 2d20 18

Crush Mace 4d10 15
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MISSILE WEAPONS

BOWS Range Dexterity Notes

Bow 20' 10

Long Bow 40' 14 +1 AV

Great Bow 50' 16 +1 AV

Archer’s Bow 50' 18 +3 AV

Magic Bow 70' 10 +4 AV

Gatlin Bow 20' 10 Can fire 1, 3 or all arrows
in quiver

CROSSBOWS

Crossbow 30' 12

Tri-Cross 30 15 +1 AV, can fire 1 or 3
bolts

THROWN WEAPONS

Javelin 30 12 1d6

Spear 40 12 1d8

Fire Spear 50' 14 1d12

Boomerang 50' 12 or 14 1d12 or 2d20

Barbed Spear 40' 16 1d20

Trident 40' 15 2d20

ARROWS Damage

Arrow 1d6

White Arrow 1d8

Silver Arrow 1d12

Grey Arrow 1d20

Magic Arrow 1d20

Magic Quiver 1d4 Always full

BOLTS

Bolt 1d4

Long Bolt 1d4 +20' range

Pierce Bolt 1d6 +1 AV

Mega Bolt 1d20

Dead Bolt 1d20
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“Which items do I keep?”

[tems that you should hang onto: the Golden Boots, the king’s Signet Ring, and the
Dragon Gem. The Spectacles are useful if you want to return to the Magic College,
though you do not ever need to go to the College to finish the game. The same
applies to the Water Breathing potion at the Sunken Ruins. The Pilgrim's Garb,
Citizen Papers, Governer's Pass, and Enkidu Totem are all useful for getting
around. Of these four items, however, only the Pilgrim’s Garb is required to finish
the game (to get back and forth to Nisir). Everything else is of general use over the
course of the game, or is only useful in a particular spot and can be discarded or
sold after that use. The mushrooms, Soul Bowl, Jade Eyes, mirror, various Stone
statue parts, Roba’s skull (the clam), stone hammer, Key, Silver key, battered cup,
and shovel are all one-use items that can be discarded after they have been used in
the proper location.

If the item has a price, it can be safely sold. The parrot, driftwood, flotsam, crown,
rare books, jewels, and Royal Robe have no use beyond any monetary value.

Major Dragon Stone Caches

Dragon Stones are the primary source of magic power regeneration throughout
Dilmun. Use them wisely since, with the exception of a few shops and minor
locations, the stones listed below are all that exist.

Num Map Approximate Location
5 Slave Camp Protected by the “wizard” in the central building
6 Tars Ruins Behind the guardian snake at the east border
5 Tars Ruins Underground Behind a secret door
4  Guarded Bridge Behind a tree on the Purgatory side
7  Mystic Wood Along the west coast
5  Phoebus Room in northwest corner
5  Phoeban Dungeon Treasure vault
7  Byzanople Dungeon Treasure vault

20 Kingshome Dungeon Treasure vault

10 Magan Underworld In the fires

10 Magan Underworld Near a small body of water south of Irkalla’s realm
10 Heavily Guarded Bridge Armory on Lansk side

12 Lansk Undercity Under Irkalla’s statue

7 Old Dock Under statue

Dragon Eyes (half again as powerful as Dragon Stones)

Southwest corner
Along the west wall

15 Dragon Valley
30 Nisir (Salvation)
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