














































































































































,£eve{ 12: 

'Ifie 'Beginning of tfie 'Enc£ 

1 
In the center of this small room was a simple altar. On it 
sat the blood scroll. 

"There it is!" said Deklan. As we approached the altar, 
however, there was a brilliant flash of light. Blinded, I 
stood stock still, waiting for my vision to return. Slowly, 
blurrily, I realized I was in a section of the dungeon I had 
never seen before. 

Fighting the rising panic, I worked my way through a long 
and twisting hallway, eventually arriving at a set of stairs 
ascending. I followed them up, and arrived in the center 
section oflevel 11, where Deklan, Cephas and Lady Synd 
were waiting for me. I joined them, and we waited for 
A1miri and Gammaliel. 

"What happened?" I asked. 

"Nequilar has moved the real altar, and placed that false 
one in its place," said Lady Synd. "The real one's some­
where down there. You came up from the north entrance 
at the base of the stairs. What's that way?" 

"Only a very long hallway," I replied. 

"I found myself in a tiny room," Cephas said, "with stairs 
to my west. I came up to here, so there's nothing on the east 
side of the base." 

"It must be on the south side," Lady Synd said. "Perhaps 
your two friends are there already." 

"What will we do?" Deklan asked. 
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2 

"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, 
a huge 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'll 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," 
A1miri 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 

142 

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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![ina{ 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 

146 

answered from all directions, reverberating throughout the land, and 
echoing from the very skies. 

Despite our wounds, bruises and fatigue, we began to dance and leap, 
jump 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 
sunlight, impossibly bright and pure, shone through. The new day had 
dawned, at last. 

~inis 
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Charts: 
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Name 

Long Sword 
Wavy Dagger 
Saber 

Double Dagger 

Normal Weapons Chart 

Encumberance Damage 

9 1 - 8 
4 1 - 6 
9 1 - 8 

h,.~,!!1!i~i:i·:::::;~:·i.ltt:lfillMlfil?!M#,iff.!ll!ii iilHi fi!D&t 
Bastard Sword 
Nunchaku 
Mace 

151 

Alignment 

Neutral 
Neutral 
Neutral ..................... 



Magical Weapons Chart. 

Name Encb. MR AC Damage Align. Value (gp) 

Bastard Sword 
Battle Axe 
Boomeran Axe 

... :.~ ... ;::· 

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

1 - 8 
1 - 15 

Neutral 
Neutral 

··::: :;:::::~::::::::··. ···::····· .···· 
.:·.::···:~·:::::-:-:-:·:···:.-· : ·.;.;. ··:·:··:::.:=··:=:·:-:.:-: ····.·.;.;.·.· .•• 

Armor Chart 

Name Encb. MR AC Align. (gp) #Pock. P. Encb. 

Banded Mail 25 I% -7 Neutral 3000 
Black Plate 30 0% +4 Neutral 40 
Chain Mail 20 0% -4 Neutral 75 

111111111~ 
Gold Robe 4 0% 0 Neutral 3500 
Leather 10 0% -1 Neutral 5 
Plate Mail 50 0% -6 Neutral 400 

-~•wllll'*~~I 
19 0% -3 Neutral 45 1 
1 0% 0 Neutral 2500 2 
3 0% -2 Neutral 500 2 

* ·-Denotes the item is magical 
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6 
2 

6 
2 
4 

Level 

1 
2 

Experience Points 

Lower Classes Higher Classes 

Exp. Gold Exp. Gold 

1600 450 2400 900 
2400 900 3600 1800 
4000 1350 6000 2700 ... ,.AJ:b. tfft::llfmmmm 

7 
8 

14 
15 

27200 3150 40800 6300 
43200 3600 64800 7200 
68800 4050 103200 8100 

i::BEEBI 
452800 5850 679200 11700 
724800 6300 1087200 12600 

1160000 6750 1740000 13500 

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

Name 

Haelan 

Fortis 

Clerical Spells 

Elementals Name 

Fortis Al 

Cur al 

Sanctifis 
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Maps: 
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Leve{ 1 - 'Ifie 'Downfa[{ 

Leve{ 1 

Citaae{ 'Dungeon Legena 

Ill 'llnloc~a r,;au lt'l! Sf;y/[ ~iii ~a&• 'Wall 

[Ml] Loe~ r,;au B 'Upstairs ii 'Wall 

• Loc~a 'Door • 'Down.rtairs '.:'.:: Invisi!Jft 'Wall 

Ill 'Unloc~a 'Door rn 'Eftvator ,. 'llniit 'l'orc/i. 

llJ Loc~a 'Door [i] 'Winaow )> Lit 'l'orcfi 

frnl !MOf/ino 'Door :Hantfft • !MO/Jiad !l{pU hta am Coat !l{fu.K_ a Jllrcli.way • '!'&port Patf.r ~ !Tire '!'rap 
fiill Jll[tar D Pfaqut D !Jtufatn Pit 

O C•iling !Hou e 71oor Pit 
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Leve{ 2 - 'T1ie 'Beginning Leve{ 3 - 'E,ternal Ligfit 

Leve{2 Leve{J 

Citatfe[ 'Dungeon Legentf 

Ill 'llnloc~a r;au A Sfodl ~m J'als• waa 
II] Loe~ (jau B 'Upstairs ii 'Wall 

• .loc~tl 'Door • 'Downstairs '.:'.:: lnflisi/JCt 'Wall 

[II 'llnloc~ 'Door [j] 'ECtvator )> 'Unlit 'Tordi 

Im Loe~ 'Door I mniow )> Lit 'Tordi 
ITf !MIXlinfi 'Door :Jfruu{Ct !Magic.al ?{p{[ Jfn:a crm Coat ~ a Jfrdi.way • 'TtCtport Pais ~ :Firt 'Trap 
am Jf(tar D Plat[iu \') !HUl4tn Pi.t 
Q C•ilinfi !Hou • !J(oor Pi.t 
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Leve{ 4 - One Season Leve{ 5- 'True antf ~alse 

Leve{ 4 Leve{ 5 

Citatfe{ 'Dungeon Legend 

[ii] 'l.Jnloc~tf (jau R S/i:idl ml J'alse 'Wal! 
II] Loe~ (jau Jll 'Upstairs ii 'Wal! 
fmJ Loc~tf Voor Iii! Vown.rtairs '.:'.:: lnvisi!Ju 'Wal! 
[ii 'Unfoc~tf Voor (I] 'EuTJator )t 'l.Jn£it 'Torcli 

[I] Loc~tf Voor [j] 'Win.tfow ~ Lit 'Tordi 

fii] fMOTJi11/J Voor 1/antf(e • !MIJ/jica[ 9{pif Jitr..a G:iD Coat !JUut 
[] Jitrcliway • 'Tefeport Patfs ~ !Fire 'Trap 

fiiil Jit[tar O Plaque ~) :Jfuftfen Pit 
0 Oiling :Hok e !J(oor Pit 
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Leve{ 6 - (joftfen .Aftar 

Leve[ 6 
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Leve{ 7 - :Finding a :Friend 

Leve[ 7 

0 ••• ••••• ••••••• •••o••• ••••••• ••••• ••• 

Citadel 'Dungeon Le.gent£ 
Ill 'Urilor-0/ gate • s~ iiii 7'alse 'Wiza 
llJ ~gate • 'Upstairs ii 'Wall 

• L«q,i 'Door • 'Downstairs '.~'.~: Invisi/Ju 'Wall 

Ill 'llrilor-0/ 'Door [I] 'Eut1ator )> 'l1niit Torcli 

Ill ~4 'Door I ~w )> Lit Torcli 
[1I 9'lDf!in/J 'Door :Hmuae MllfJica( ?fJ,ll .!lrea am Coat ~ 
[] .!lrcliway • 'I'euport Patfs ~ !Fire 'Trap 
liiiil Jl(tar O P(aque () :H1tftfen Pit 
O Ceifine !Hou e J1oor Pit 

163 



Leve{ 8 - Invisi6uity Leve{ 9 - Catcli Afe If You Can 

Leve{ 8 Leve{9 

Citatfel Vungeon Legena 
[I] 'llnlo<K:11f (jat• A sfQdl ~m '.Tafs• waa 
llJ Lo<(µ( (jate 1111 'Upstairs ii 'Wa([ 

Im LockJ<f 'Door • 'Down.rtairs '.:'.:: Invisiliu 'Wa([ 

f.11 vnlockJ<l 'Door [l] 'E.uvator lo 'lln{it 'Tordi 
Ill LockJtf 'Door [iJ 'Wintfow )> Lit 'Iordi 
rnJ MwintJ 'Door Han& • Ma;faal ?{J;fl !ll.rea <IID Coat ~k 
[] • 

"',_ f_ .-:.\!:. <rire Trap !ll.rdiway ~•uport Pa.., <!t.i!I J • 

~ !l/.(tar O PCaque (i !JCuUfenPit 

O C•ifing :Hou e %ior Pit 
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Leve{ 10 - Song of tlie 'Wintf 

• 
00 

D o 
0 • 
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Leve{ 11 - !Frostration 

Leve{ 11 

Citatle{ 'Dungeon .Legencf 
[I] 'Unfoc(Jtf <jau JI Sf;p/I ml '/also 'WaU 
[I] I.,oc(Jtf <;au • 'Upstairs ii waa 
• Loc(Jtf Voor • Vo'U111Stairs :~:~: Invisilife 'WaU 
[II 'llnfoc(Jtf Voor [I] 'Efevator ) 'Unlit 'Tordi 

Ill Loc(Jtf Voor liJ 'Mntfow )> Lit 'Tordi m Mwinfi Voor !J{antfk • Mfl/Ji&IJl 9{;l([ ~rea am Coat ~k 
[] ~rcfiway • 'Ttfeport Patfs ~ '/ire 'Trap 

Ifill ~[tar O Plaque \) ?IUftfm Pit 

Q Ceiling !Jfo{e • 'J(oor Pit 
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Leve{ 12 - '!Tie 'Beginning of tlie 'Ena 

Leve{ 12 

Ill 
Citade{ 'Dungeon .Legena 

Iii] 'Unfoc~tf <jau n=! SKp/[ mi ~alse waa 
!ii] Loe~ (jate llll 'Upstairs ii 'Wa{[ 
• Loc~tf IJ)oor flil IJ)ownstairs '.:'.:: InvisifiCt waa 
liJ 'Unfoc~ti 'Door (I] '£Ct11ator )t 'Unfit 'Torcli. 
[I] Loc~tf IJ)oor [ii 'Wintiow )> Lit 'Torcli. 
rnJ AfOfling 'Door !Jfantfle • Magical 9{p[[ ~rea tml Coat 'i{Juk_ 

[] ~rcliway • 'TeCtport Patis ~ :Fire 'Trap 
firn ~{tar O PCaque \) :HUUfen Pit 
Q Ceiling :Jfo(t • 'J(oor Pit 
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was but a young man when the Citadel 
W'as destroyed, and this became a place of 
evil. Before that, as long as I can 
remember, the mighty sorceress, Lady 

Synd, and her Blood Guard had resided there, 
bringing peace and harmony 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 viltage, 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. I 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 ... 


