























































































































































































































“We’ll wait for them,” she replied. After a few more
minutes, both Deklan and Gammaliel appeared at the north
exit at the top of the stairs.

“Come here!” they shouted in unison.
“The blood scroll?” asked Lady Synd.

“Yes!” We descended from the north, exiting from the
south of the base (to level 12, location 2 — page 142).

We entered, and Lady Synd reached for the blood scroll on
the altar. As soon as it was in her hand, the altar cracked,
ahuge echo booming through the catacombs of the Citadel.

Creatures wandering on all twelve levels stopped, and
raised their heads, as though scenting something new in the
air. A ripple passed through the earth, centered at the
Citadel.

“You have vanquished his great minions and stand before
me now as living legends!” Lady Synd said to us, holding
up the scroll. “But quickly now ... the blood scroll must be
taken to the light of a new day to destroy him forever.”

We rushed up the levels, using the stairs until we reached
level 10.

“It’1l be faster to use the pedestal room,” I said. We rushed
to the pedestal room, which was on this level, where we left
it. As soon as we entered it, however, it began to sputter
and whine. I tried pressing the top button, but nothing
happened.

“Maybe the blood scroll can’t be transported in this room,”
Almiri suggested.

“We’ll have to use the stairs,” Gammaliel said, moving
from the room.

“Hurry!” exclaimed Lady Synd. “We must hurry!”

We ascended the stairs to level 9 (in level 10, location 10),
from where we had to use Risan and Levitas spells to raise
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through a pit (in level 9, location 1) to level 8. From here,
the stairs carried us back to the entrance level.

As we approached the exit at a dead run, there was a huge
crash. The exit was sealed with a locked door. Frantic,
Cephas attempted to open it, but to no avail. Suddenly,
there was another boom, and all exits from the entrance
room (level 2, location 1) were sealed.

We heard maniacal laughter emanating from all around us,
coming from the walls, coming from the floor.

“Be ready,” Lady Synd said, clenching her fists, “here he
comes.”

In the center of the room, Nequilar appeared.
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Final Confrontation:

“Prepare to meet your end!” Nequilar screamed from the center of the
room. His eyes blazed with the collected light of all the hatred and evil
contained in this cursed place. I recognized him finally for who he was:
the infernal father of all the foulness that was spreading across my home
land, poisoning its people and curdling its soil. We were paralyzed with
fear.

Suddenly, I was very angry. A scream built in the back of my throat,
forcing its way up from my lungs. When it came out, it frightened me
with its ferocity. Screaming, I began casting attack spell after attack
spell at Nequilar. Lady Synd did the same.

My comrades’ paralysis broke with the sound. Deklan and Almiri
rushed into battle, swinging their swords viciously. Cephas disap-
peared as only a thief can do, blending in with the background
surroundings, trying to get behind Nequilar and back stab. Gammaliel
entered into battle, rushing in for an attack, then backing off, ready to
cast Haelan on whomever might need it. He also cast the occasional
attack spell on the beast, Nequilar.

I'had a full complement of spells memorized, after our recent foray into
the outside world, and I timed their execution carefully, to fall between
swings of my companions, when Nequilar was on the defensive. I saw
the battle through a red haze of hatred.

Nequilar, for his part, was a powerful foe. He dodged blows from
Deklan and Almiri that would have killed the largest creatures we had
encountered in the Citadel. Furthermore, he occasionally cast the flame
spell that he had used on us in the lower levels.

The odds were six to one, however, and even the most powerful must
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fall when confronted with greater numbers. Lady Synd and I used
cunning in the timing and choosing of our spells; Almiri and Deklan
fought valiantly, swinging one deadly blow after another with their
swords; Cephas was indispensable, sneaking up from behind, inflicting
painful damage on our enemy, and disappearing again; and Gammaliel
managed to get in several good attacks, while casting Haelan and
Haelan Al almost constantly.

With a scream that pierced the air, and set the hair on the back of my
neck on end, Nequilar died. Flames shot from his eyes, engulfing his
head in an unholy green-orange gout of fire. Beneath this translucent
aureole of flame, we witnessed his flesh seething and rippling, flowing:
now feline, now lupine, now hideous and unrecognizable. The scream
emitted from the very air, protracted and growing in strength. We
covered our ears, and fell to the ground, writhing in pain.

Suddenly, silence. In the center of the room, a blackened, fleshy mound
quivered bonelessly. At the center of it, slowly, a depression formed,
gradually taking on the shape of a mouth. Painfully, the mouth opened,
mucous sliding to the floor as the lips parted. It uttered a shrill, mewling

cry.
A wave of what I can only describe as vileness swept over me.
Contained in that whimper of death was all the pain and anguish of a
sickened land, all the repressed anger, all the suffering. Almiri turned
away and vomited violently.

“Evil,” Lady Synd said, whispering. A geyser of clear, sticky liquid
erupted from the open mouth, to fall into a fetid pool around the mound,
which began to quake. The mound pulsated for a moment, and was
gone, in a flash of unclean grey light. The doors barring the exits from
the room disappeared.

Shakily, Lady Synd stood.

“Thou art truly the heroes of a new age in our realm,” she said, a slow
smile spreading across her face. “Go forth into the light and rejoice!”

We stood, and left the Citadel. Lady Synd remained in the entrance, and
as we mounted the last of the stairs, we could hear her incanting.

We were several hundred feet from the Citadel, when it began to rise
from the ground. Slowly at first, then with redoubling speed, the towers
and turrets emerged from the yielding ground with a roar that was
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answered from all directions, reverberating throughout the land, and
echoing from the very skies.

pite our wounds, bruises and fatigue, we began to dance and leap,
p and shout, joy overflowing.

The dark fog which had surrounded this forest for years finally parted,
seemingly separated by the thrusting figure of the Citadel as it rose. The
1ia;unlight, impossibly bright and pure, shone through. The new day had
dawned, at last.

‘Finis
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Normal Weapons Chart

Rapier
Double Dagger
Step

astard Sword
Nunchaku
Mace

Name Encumberance | Damage | Alignment
Long Sword 9 1-8 Neutral
Wavy Dagger 4 1-6 Neutral
Saber 9 1-8




. n T

Militarty Fork
Ragier

MR - Magic Resistance Bonus.
AC - Effect of Weapon Upon Armor Class.

Magical Weapons Chart.

Name Encb.| MR | AC | Damage| Align. | Value (gp)
Bastard Sword 10 | 10%| -1 | 1-8 | Neutral | 2000
Battle Axe 9| 0%| O 1-15 | Neutral [ 5000
Boomerang Axe 5| 0% 0| 1-6 | Neutral | 5000

Gold Robe
Leather
Plate Mail

" Scale Mail
Silk Robe
Wool Robe

Neutral

3 0% | - Neutral

Armor Chart
Name Encb.| MR [ AC | Align. | (gp) | #Pock. | P. Encb.
Banded Mail 25 -7 | Neutral | 3000 | 2 6
Black Plate Neutral | 40| 4 2
Chain Mail 2 8

2500
500

DO B —

*= Denotes the item is magical
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Experience Points
Lower Classes Higher Classes
Level Exp. Gold Exp. Gold
1 1600 450 2400 900
2 2400 900 3600 1800
3 1350

Note - Lower Classes are Fighter, Thief, Cleric and Wizard.
Higher Classes are Knights, Ninja, Shaman, Magi.

¢YYo

Clerical Spells
Name Elementals Name Elementals
Haelan & ¥ Fortis Al : 4 a Yo
Fortis &P Cural VYYD
Bless E, Q Sanctifis . q)aq)\Pq)Q

No Potionis
Morale

POYPP
1910:191911:19;
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Level 1 — The Downfall

Level

Citadel Dungeon Legend
[ untocked Gate B8] sk % False Wall
Locked Gate (B upstairs Wall
[B] cocked Door (B8] Downstairs 2 Invisible Wall
B untocked Door (1] tevator » Unlit Torch
(R Locked Door §] Window b Lit Torch
X Moving Door Handre W Magical Nulk Area @ Coat Rack
N archway W zeteport Pads iy Fire Trap
&= Altar I3 Plaque () Hidden Pit
Q Ceiling ole @ Floor Fit
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Level 2 — ‘The ‘Beginning Level 3 — Eternal Light

Level 2

Citadel Dungeon Legend
Unlocked Gate &Y skt % False Wall
Locked Gate B upstairs Wall
IR Locked Door W Downstairs %% Invisible Wall
[ untocked Door (1] Etevator Y Unfit Torch
Locked Door §] Window Y Lit Torch
X Moving Door Handte Magical Null Area = Coat Rack.
N archway . Teleport Pads @y Fire Trap
@ Altar I3 Plaque {O) Hidden Pit
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Level 5 — True and False

5

Level 4 — One Season

Level 4

Citadel Dungeon Legend
Unlocked Gate B8 sk %, False Wall
Locked Gate B upstairs . Wall
[ Locked Door (B Downstairs 7% Invisible Wall
(B untocked Door (1] etevator » Unlit Torch
(B cocked Door (@] Window P Lit Torch
X oving Door stande Wl Magical Null Area @ Coat Rack.
N archway B 7eleport Pads iy Fire Trap
= Altar {3 Plaque ) Hidden Pit
Q Ceiling Hole @ Floor Pit
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Level 6 — Golden Altar

Level 6

162

Citadel Dungeon Legend
Unlocked Gate B8 s % False Wall
Locked Gate . Upstairs - Wall
B ocked Door B pownstairs 7% Invisible Wall
(W untocked Door [§] Etevator » Unbit Torch
[ zocked Door (@] Window P Lit Torch
[X] Moving Door standre W Magical Nk Area @ Coat Rack
N archway W 7eteport Pads @iy Fire Trap
@R Altar 3 Plaque o Hidden Pit
Q (Crifing Hole @ Jloor Pit
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Level 9

Level 9 — Catch Me If You Can

Level 8

=
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:
R
%
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Level 8 — Invisibility

t

Fire Trap
N) Hidden Pii

Invisible Wall

¥ Unlit Torch

P Lit Torch

Magical Null Arec > Coat Rack.

S
o

N

’

‘

ow

{3 Plaque
@ Floor Pit

- Teleport Pads
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Citadel Dungeon Legend

Door Handle

oving

Bl Unlocked Gate
Mo

(B Locked Gate
8 Locked Door
Unlocked Door

B8 Locked Door

[X]
n Archway
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Level 10 — Song of the Wind

Level 10
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Level 11 — Frustration

Level 11

B

[ [-l II I-I I-l ’I"\“'f | |

.I "“"I I.{ e .l l |
l.l .I r“l .I

Citadel Dungeon Legend
Unlocked Gate B8] skutr %, False Wall
[IR] cocked Gate B upstairs . Wall
[ cocked Door B pownstairs 27 Invisible Wall
[ W untocked Door (] Etevator » Unbit Torch
Locked Door (@] Window P Lit Torch
X Moving Door sandre Wl Magical Null Area == Coat Rack
N archway Bl Zeteport Pads iy Fire Trap
Altar 3 Plaque O Hidden Pit
Q Ceiling Hole @ loor it
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Level 12 — The Beginning of the End

Lee[ 12

B
E R K F &
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Citadel Dungeon Legend
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Unlocked Gate B8 skwr %, False Wall
[[R] Locked Gate B upstairs - Wall

[ Locked Door (B ownstairs A7 Invisible Wall
(B untocked Door [#] Etevator » Unlit Torch
Locked Door | Window Y Lit Torch

X Moving Door undte W Magical Kl Area @ Coat Rock.

n Archway . Teleport Pads ity Fire Trap
Altar 3 Plaque (") Hidden Pit
Q Ceiling Hole @ Floor Pit




Many will enter
..few will exit,
ALIVE!!!

The fascinating tale of one
party’'s wanderings through. the
perilous depths of Postcraft's
Fantasy Role Playing Game
"CITADEL — Adventure of the
Crystal Keep".

 Secrets

Adventure of the CRYSTAL KEEP.,

H1€ mighty sorceress, Lady

; Guard had resided there,

nging peace an armony to our land from their
fortress high above our village. I can still remember
the fine spring day when the mysterious, cloaked

- figure arrived and asked for directions to the

Citadel. Foolishly, we showed him the way. Not

- long after that, strange events began to occur. The

animals and birds fled the hills, the sky became
dark and the air stale. Some of the braver men of
the village, my father among them, crept up
through the forest to request help from Lady Synd.
Agonizing hours we waited, and when they
returned, they told us of black, winged demons and
other beasts, too horrible to mention, which had
pursued them from the Citadel. Terrified, we fled
into our homes and Prayed. “The fortress is
surrounded by a foul black smog,” my father
whispered to me, “and from within, come the
sounds of a terrible battle. [ fear all is lost.” That
night, as the church clock struck
midnight, a monstrous noise roused us
in terror from our beds. The entire
village shook and groaned as the
ground heaved and rent. We all ran
into the streets, clasping our ears to keep
out the savage sound. Suddenly, there
was silence. No sound of battle, no
sound at all. The next morning, one by
one, we moved up the hill to where the
Citadel had once stood. All that

remained was a field strewn with
rubble, and one small stone shack. The
tiny shack was actually the very top of...



