




























Sword is the only weapon known to be truly effective 
against Melkor. The problem is how to get close enough 
to use it, without going down in an all-consuming ball 
of Hames when Melkor bathes you in its incandescent, 
fiery breath, not to mention the devastating power of its 
claws. Add to that the fact that it Hies, and you'll realise 
the depth of the challenge. As for Ranged Weapons, the 
Infernal Device and the Flamelance may be efficacious, 
but you'll need a lot of ammunition. Curiously, the 
Firespell may also work. Another useful spell may be the 
War Pigs of Doom. Being suicidal pigs from another 
dimension, Melkor 's usual defences may be nullified 
somewhat by their otherworldly nature. As no-one has 
ever defeated Melkor before, you'll have to work out the 
best strategy for yourself. 

Rend/ Rip/ Roar the Hydra 
This three-headed dragon cannot Hy, fortunately . On the 
other hand, it is so massive that killing it will take all 
your effort. It can absorb more damage than Melkor 
itself, and each one of its heads, Rend, Rip and Roar, 
can bite your head clean off. Not only that, Roar, the 
middle head, can breathe fire all over you as well! Try 



and stay on the move, dodging and weaving, whilst 
getting a strike or a shot in whenever you can, however 
you can. Whittle the hideous brute down • eventually you 
will slay it. Theoretically. 

Vilefor the Purple Dragon 
Vilefor is a fine-looking dragon, graceful and majestic. 
But don ' t let that fool you. It's also rotten to the core, 
and loves nothing more than to fry anyone stupid 
enough to get in its way. Being much younger than 
Melkor , its hide is not nearly so tough, and it hasn't 
built up as many resistances. Having said that, non­
magical weapons will be almost useless, and it is 
completely resistant to Red based attacks. His one 
weakness is thought to be the Black Spirit Sword. But 
that weapon is a two-edged sword. You'll have to be sure 
of having plenty of healing in reserve. Vilefor can fly, 
and breathe fire , so the same problem with Melkor also 
applies here - how to get close enough to use the Black 
Spirit Sword, assuming you have one. Ranged Weapons 
will serve you well, but the conservation of ammo for 
use in the final battle with Melkor is a factor you will 
have to balance carefully. 

The Dragon Knights 

These are an order of Knights who have sworn 
allegiance to the great Dragon, Melkor. They 

have served him for many years, and their 
hearts have been corrupted utterly. There are 

three Chapters of Knights in the Order: 



The Black Dragon Chapter 
These Knights are the elite of the Order. They have sold 
their souls to evil , and can no longer be numbered 
'amongst the living.' They have travelled so far down the 
dark path that they have become incorporeal spectres, 
undead spirits housed in suits of magical armour. 
Armed with sword and shield, they are dangerous and 

fearless opponents. They have one weakness · their 
armour. Damage it , and you damage the spirit within. 
Blunt weapons like the Magic Warhammer are the best 
for the job. 

The Red Dragon Chapter 
These are the veteran warriors of the Order, those who 
have not yet embraced death. They are still mortal 
humans, though steeped in corruption. They fight with 
the mace. Fortunately, there is nothing unnatural about 
them, save for their love of evil , but nevertheless they 
are still an opponent to be respected. 

The Dragonsbreath Chapter 
These knights are newly initiated into the order. They 
are not as skilled as the others, but they're weapons 
make them formidable in combat. Wearing armour of 
white and black, they carry maces and one-handed 
crossbows. These crossbows have a high rate of fire, and 
several of these Dragonsbreath knights gathered 
together can be a match for the greatest of heroes. 
Battle them with care. 



The Gigantic 

There are many denizens of the dungeon who 
have been mutated and enhanced by evil sorcery 

to unfeasibly large and dangerous sizes. 

Giant Boot 
There was once a race of 
giants who were slain by 
Melkor in mortal combat. 
The giants ' hands and feet 
were severed, and taken to 
the Halls of the Undead, in 

the Underworld. There, dark 
necromancers worked their 

evil magics , and the giants 
appendages were re-animated. 
So it is that large boots, with 
imps riding them, patrol the 
tunnels of the Dungeon , 
looking for things to stomp 
and kick. Watch out, for one 
of their favourite tricks is 
to sneak up behind the 
unsuspecting, and kick them 
over the edge of some chasm 

or bottomless pit . 



Giant Hand 
The Hands of giants also patrol the corridors of the 
dark, looking for people to slap around. Fortunately for 
you, a Hand can be killed. Due to its massive size blunt 
and ballistic weapons do not harm it much, but fo; some 
arcane reason it is particularly susceptible to poison. A 
brave adventurer might be able to slice off a linger or 
two, if you 've managed to get hold of a Venom Sword. 

Giant Rat 
Bred for generations in 
the stinking warrens of 

the Ratmen, and subject to 
the ministrations of Ratmen 

wizards, these rats are 
gigantic. I mean really big. 

To kill one will take alot 
of effort - some advise 

running for your life 
the instant you spot 
one. Due to the use of 
black magic in their 
creation, Giant Rats 

are resistant to black-
b as e d spells and 

weapons, but are also 
highly susceptible to 
white magics like the 

Silver Sword. 



Giant Scorpions and Giant Spiders 
The giant insects were bred by the Hive as servants and 
guards. The Giant Scorpion is a highly dangerous foe 
indeed. Its sting is bursting with deadly venom, and its 
claws are as sharp as razors . It's highly resistant to fire 
and heat, and Red and Black based attacks have minimal 
effect. Its exoskeleton is armoured like steel, and most 
weapons may not harm it at all . 

Giant Spiders aren ' t armoured · their soft bodies are 
prone to blunt weapons, and fire , explosives and Red 
magic are extremely effective against them. On the other 
hand, they can spit balls of acidic poison over long 
distances, making them a fearsome foe . Make sure 
you're well stocked with Antidote Potions before you 
think about taking on one of these things. Getting in 
close can be very dodgy indeed, but that's probably your 
best strategy, unless you 're well armed with ranged 
weapons, and feel confident about exchanging shots with 
a huge poison spitting purveyor of doom. 



The Hive 

This is a colony of large, highly intelligent insectoid 
beings. No-one knows where they came from, but 
ancient dwarvish legends tell of areas in their mines 
where their people were carried away by giant, organised 
insects thousands of years ago. It seems the Hive has 
had a colony in the Dungeon for many years , but since 
the arrival of the Dragon, Melkor, their dominance has 
been eroded . Now they bow to his superior might. For 
now - the Hive has always had dreams of a race of super 
insect soldiers with which to dominate the world. The 
Hive is a society of social insects with a Queen at the 
top, and three classes of insects below. They obey 
without question the dictates of the Queen, and will 
willingly give their lives in the defence of the colony. 

The tunnels and warrens they dig out of the earth are 
filled with spawning grounds and incubation chambers, 
where the eggs that the Queen churns out in the 
hundreds are placed. Their walls are decorated with 
strange insectoid artistry. using secreted ichor that 
hardens into the desired shape. They'll eat any living 
matter they can get hold of, but they are particularly 
fond of human flesh , seizing the unwary and cocooning 
them in tough, silken threads for consumption at their 
leisure. The creatures of the Hive have good armour, but 
are vulnerable to heavy, blunt weapons, and to fire and 
explosives in particular. A Firethrower is an essential 
accoutrement for any hero or heroine who wants to take 
a stroll through the infested tunnels of the 
Hive complex. 



Insect Warriors 
Scuttling soldiers with six limbs, the Insect Warriors 
implacably attack anyone not authorised to enter their 
territory. Their two forelimbs end in meat-cleaver shaped 
blades or razor sharp chitin. These can cut through 
armour and flesh like butter. Plates or chitin serve as 
their own armour, and it is even effective against steel. 
Try not to get mugged by the hordes or these you may 
have to face . 

Flying Insect Warriors 
These are dragonfly like insects with a sting in the tail. 
They will swoop down on you, rear up and try to sting 
you in the face, injecting an acidic substance that causes 
great pain and cellular disruption. Fortunately, it is not 
poisonous. You cannot afford to allow too many or these 
things to come at you at once. Destroy them as fast as 
you can. 



The Insect Queen 
She is gigantic. Huge. She towers over mere humans 
like a colossus. Her massive head is armed with vicious 
mandibles that can neatly snip a man in half, and she 
has many limbs with which to hammer her enemies. 
One plus point however, is that the Queen cannot move. 
Once she has made her nest, she loses the power of 
locomotion, and lives and dies in that nest. She grows 
bigger and bigger, laying eggs all day long, plotting and 
scheming, forever seeking to expand the Hive. No-one 
knows how to kill a Hive Queen. Not without large siege 
weapons and an army of elite troops. A lone human 
appears to have no chance on his own. You will have to 
find a way to defeat her. Use your nonce. 

Imps 
Malicious little 

devils, these short­
arsed assassins can 

be a real pain in the 
neck (or foot, to be 
precise). Dressed in 
the latest death-

designer clothes, they 
wander around looking 

for trouble, armed with a sharp knife and a big fork. If 
they spot you, they'll try and pepper you with throwing 
knives, and then close in to stab viciously at your feet 
with their forks, cackling all the time like insane hooded 
gnomes from hell . They'd like nothing better than to 
topple you to the ground, then slice you up and eat you 
alive, if they can. Imps are resistant to magic, but, 
generally speaking, they're relatively easy to defeat. Just 
don't let yourself get overwhelmed by numbers. 



Medusae 
The Medusae are three sisters, half-woman, half-snake, 
whose age and origin are unknown, but whose evil 
malice is well known. For a long time now, they have 
dominated the ores, some of which even worship the 
Medusae as demi-godesses. The first and oldest of these 
sisters has the awesome power to turn the living to 

stone with a glance. Her gaze is fatal to all , if she 
should choose it . Only the Anti-magic Charm can 
counter this effect (another way to counter it is too bade 
her head off with the biggest sword you can find!) . She 
carries no weapons , for she has no need of them. 
Beware this deadly foe , and try not to look into her eyes. 
Keep your face turned away from her gaze. And destroy 
her as soon as possible. Her sisters aren't as dangerous, 
relatively speaking. One wields a sword, the other an 
axe. Their favourite tactic is to come at you from the 
rear or the side, whilst you 're desperately trying to avoid 
the gaze of their leader. All three sisters are resistant to 
non-magical weapons, but not immune. They can be 
killed with a little luck. Well , a lot of luck really. 



Minotaurs 
These hideous hybrid's of 
man and beast are 
the result of crazed 
experiments by Chaos 
Alchemists. The Alchemists 
have seized many innocent 
townsfolk of Fang and 

dragged them off into the 
depths of the dungeon. There they have subjected them 
to all manner of evil magics, and mutated them into 
powerful horned monstrosities, half- man, half-bull . 
Their minds have been completely erased in the process, 
and now they live only to destroy. Their augmented size 
and strength means the Minotaur can take damage as 
well as give it out. Do not think of them as they once 
were · if you hesitate, they will destroy you. 

The Ores 

The tribe of the Taloned Eye have sent many ores 
in answer to the Baron 's call to arms. Their battalions 

consist of Warriors , Crossbowmen, and powerful 
Sergeants. They are led by a master of the elemental 

magics , an Orcish Shaman called Ugluk Stormfart. 



Large, brutish ores, armed with a scimitar. The common 
soldiery of the orcish hordes, Ore Warriors shouldn't 
present too much of a problem for any half-decent hero 
· just try to avoid getting hit too often by these 
thuggish savages. 

Ore Crossbowmen 
Ugly, nasty little villains with attitude, Orcish 
crossbowmen aren't too much of a threat on their own. 
When alone, they 're prone to run in terror at the drop 
of a hat. But when a bunch of them get together it's a 
different story. They take courage in numbers, and many 
a valiant hero has fallen under a hail of unerring 
crossbow bolts. Not so good in hand to hand combat, 
one strategy for dealing with Orcish crossbowmen is to 
get in close as quickly as possible, and try and get one 
of them in between you and the rest • Ores are 
notoriously unconcerned for the welfare of their 
companions, and they'll shoot their own troops in the 
back in the attempt to shoot you. 

Ore Sergeant 
The Sergeants are the biggest, ugliest and toughest of 
the Ores, renowned for their ferocity and love of 
dismemberment. Huge and hulking, with great yellowed 
tusks that mark their status, Ore Sergeants are 



dangerous opponents . If they get the drop on you, they 
can hack you up pretty badly before you can get a chance 
to react . So try and get the drop on them or you ' ll be 
eating Orcish steel. 

Ugluk Stormfart, the Ore Shaman 
Ugluk is the leader of the Ores of Deathtrap Dungeon . 
He rules by the usual Orcish methods · intimidation, 
bullying, terror tactics and outright violence. Ugluk 
Stormfart is a very unusual type of Ore · he is 
intelligent. He has mastered the Elemental Magics of 
the Storm, and can hurl bolts of lightning from his staff. 
His spells protect him from baneful magics and missiles 
. these attacks will do less than the usual amounts of 
damage to him. His weakness is cold steel · get in there 
close and gut him. 

The Pit Fiend 
In Taverns and Inns across the world adventurers and 
heroes talk in hushed tones and fearful whispers of one 
of the greatest horrors of the Underworld, the Pit Fiend. 
Spawned in the deepest vaults of hell, the Pit Fiend is 
a gigantic monstrosity of teeth and muscle that strides 
through the open spaces of the Dungeon like a colossus. 
The thundering sound of its mighty legs propelling it 
through the Underworld at frightening speeds strikes 



terror into the hearts of even the most courageous of 
adventurers . Its teeth can cut a man in two, and its jaws 
can swallow a woman whole. Only the most powerful 
and well-armed adventurer can face up to one of these 
beasts, and even then the outcome will be in doubt. 
Your best strategy is cunning · find areas of the 
dungeon the Pit Fiend cannot enter, use tricks and traps 
to outwit, confuse, avoid, or contain it. Due to their evil 
natures, the Pit Fiend will take less damage from Black 
magic sources, such as the Black Spirit Sword. 

The Ratmen 

Skabulus, King of the Ratmen has proved to be one 
of Baron Sukumvit's closest and most loyal allies. He 

has moved into the Dungeon in force, with a veritable 
army of Ratmen, including Grenadiers, Swordsman, 

Musketeers and huge Rat Ogres . He and his horrible 
crew have dug themselves in, fortifying large sections 

of the Dungeon. 



Ratman Swordsman 
The mainstay of Skabulus' army, Rat Swordsmen are 
the least trusted and respected of his troops. Prone to 
break and run if wounded, most adventurers can cut 
them down with ease. Unfortunately, their strength lies 
in numbers. 

Ratman Musketeers 
Cunning engineers and craftsman that they are, the ratmen 
have equipped some of there more reliable troops with 
primitive muskets. These are highly accurate, mostly owing 
to the spread of shot that can pepper the doughtiest of 
heroes or heroines with a cloud of musket balls . When faced 
with several of these dangerous opponents, slaying them as 
quickly as possible becomes a priority. Stay on the move, 
and use whatever cover you can find. They are no slouch in 
hand-to-hand combat either, as they have vicious bayonets 
fastened onto the ends of their muskets. 

Ratman Grenadiers 
Some elite Ratmen are entrusted with the 'Grenadiers 
Companion', a simple, but effective wooden grenade 
launcher. If you get hit by one of these grenades, you'll 
certainly know about it. The Grenadiers are pretty 
indiscriminate in their choice of targets, and will tend to 
try and overwhelm you with a barrage of grenades. 
Sometimes you can use this to your advantage · if a 
Grenadier is firing at you, head for the nearest group of 
enemies, and let them share some of the heat. Otherwise, 
kill a Grenadier as soon as you possibly can, using whatever 
means you have at your disposal. 



The Rat · Ogre 
The Lieutenants of the Ratman host, the Rat-ogres are 
club-wielding Ratmen of enormous size. They rarely flee, 
and will do all in their power to beat you to death with 
their massive clubs. They can dish out a lot of damage, 
as well as take it. Try to avoid hand to hand combat 
where possible, though they can be defeated in close 
combat if necessary. 

King Skabulus 
Skabulus is the toughest and most ruthless of the Rat­
ogres. His gold crown and bejewelled club betray his 
status. You will have to defeat him to reach the Dragon . 
Watch for his elite Rat guards, who are tougher than the 
average Ratman. 



The Rock Monsters 
The Rockmother was created by an over-ambitious Mage 
in bygone times. She stepped forth from a great 
mountain shattered by the Mage's sorcerous lightning. 
Imbued with all the power of stone and virtually 
invulnerable, she drove the Mage away in terror, and set 
about creating the tribe of Rockmen. Though she is long 

gone, her children live on, and worship her as their 
creator goddess. The Rockmen have inherited her 
powers - they are invulnerable to all weapons and spells 
save one, the Magic Warhammer, forged by the Dwarves, 
mortal enemies of the Rockmen. The Rock King, 
Carborundum, is a being of golden stone - nothing can 
harm him, not even the Magic Warhammer. Dealing 
with the Rockmen is dangerous indeed. They are 
implacable enemies of the 'pulpies', their name for 
creatures of flesh and bone. They will try to pulp you 
into a bloody mush at every opportunity. If you do not 
have the Magic Warhammer, your only chance is to 
dodge and evade them - flee if necessary. But if you can 
get hold of a Magic Warhammer, then they're easy meat. 
As for Carborundum, there is only one way past him -
run for your life. 



The 
Snake - Girls 

These hybrid monsters 
have the torso of a 
woman and the body of 
a snake. The Medusae, 
when the mood takes 
them, are in the 
habit of enchanting 
men or ores, and 

laying with them for 
their pleasure before slaying them. The Snake-girls are 
the daughters of these unholy unions. They have not 
inherited the stony gaze of their mothers, thank the 
gods, but they do have a low cunning in combat. They 
wield morning stars with consummate skill, and will 
sometimes try to wrap their foes in their powerful coils 
and crush them to death. Fast and difficult to hit, the 
Snake-women can soak up a lot of damage before 
going down. 

The Undead 

The Hosts of the Dead infested the Dungeon long 
ago, and even more of their numberless legions 

accompanied Agrash on his journey up from the Pit . 



Ghosts 
Restless spirits of the 
dead, these Ghosts cannot 
abide the thought that 
others still enjoy the 

delights they once knew in 
life (though most people 

wouldn't consider what a ghost 
knew as delightful in life as very 

enjoyable!). So they seek to destroy 
the living, and suck out their souls. Hooded and cloaked, 
Ghosts wield ethereal scythes with which to harvest 
their victims. They glide across the floor with 
frightening speed, their spectral eyes glowing like feral 
flames in the utter blackness of oblivion that is the face 
of a ghost. Ghosts cannot be harmed by non-magical 
weapons. Blunt and explosive magic attacks do little 
damage as well. Black magic is virtually ineffective 
against them, and Blue magics have no effect at all. Red 
and Grey magic is good, but the best thing for dealing 
with Ghosts is White magic, as you'd expect. The Silver 
Sword is every Ghost-slayers preferred weapon. 

Zombies 
Known as the Walking Dead, zombies crave the flesh 
and blood of the living to feed their monstrous 
appetites. Desiring nothing more than to eat your 
brains, they will relentlessly pursue you, until either you 
or they are dead. Except, of course, they're already dead, 
but you get my drift. There seem to be two types of 



Zombie on the loose in the Dungeon - those armed with 
the sword, who will attempt to close with you, and hack 
you into conveniently mouth-sized pieces, and those 
armed with throwing axes who will hang back and try 
and bury their hatchets in your head from a distance, 
and then close in to feast upon the resultant spray of 
brain-matter. Because of their soggy, dead flesh, blunt 
weapons like the Warhammer are not the best weapon 
to deploy and non-magical weapons will barely harm 
these undead shamblers at all . The Silver Sword, though, 
is especially effective, and nine times out of ten a single 
blow from this holy weapon will blast the zombie back 
to hell . In little gooey bits. 

Raised from the graves of the ancient dead by evil 
necromancy, the Skeletons represent the rank and file of 
the forces of darkness. There are three types of 
Skeleton - sword armed soldiers, archers and Skeleton 
Champions, those who were mighty warriors in life. 
Skeleton Archers are dangerous in close combat as well . 
Their secondary weapon is a sword, which they will 



resort to if necessary. All the Skeletons share certain 
strengths and weaknesses. Blunt weapons are more 
effective then edged weapons, and fire, explosives and 
ballistic weapons have reduced effect, due to the nature 
of the enchantments that bind their bones together. As 
they are powered by Necromantic sorcery, non-magical 
attacks have little effect upon them. They are totally 
immune to Black magics, and Red magic is of limited 
use. White magic, of course, is their great weakness. 
The Silver Sword can shatter their bonny frames so 
thoroughly that they will never rise again. 
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