






























































Frost Giant Prison Level 
Synopsis: The walls of this level are 
finely carved aqua-colored stone with a 
glossy finish. Frost giants are trapped 
on this level and are encountered 
throughout. (Note: When they attack 
they may damage more than one char­
acter in the party. Save your game 
before you continue, and save often 
once you start this level.) 

Locations and Events 

1 The party lands here after Oran 
opens the pit on azure tower level 4 
location 42A. 

2 A mage scroll of cone of cold lies on 
the floor. 

3 A frost giant lurks at each of these 
locations. They attack the party on sight. 

4 The east wall is a one-way illusion. The 
party may pass through it walking east 
but may n<X. pass through from the west. 

5 The party encounters the Frost Giant 
King here. He tells the party of his peo­
ples' misfortune at being captured by 
Oran. When he finishes, his body mys­
teriously turns to dust. The ·rongue of 
Talon• lies on the floor where it fell 
from the giant's hands. 

6 A portal set in the wall here trans­
ports the party to temple level 2 loca­
tion 36 when the stone dagger is used. 
If the stone gem is used, the portal 
transports the party to catacomb level 
3 location 17. 
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7A·7F The pits in these locations are 
continuously opening and closing. 
When the pit at location 7 A closes move 
the party to 7A. The pit at location 7b 
closes soon after the pit at 7 A. When it 
does so move the party onto 7B. Now to 
get by the rest of the pits the party has 
to take a bit of a detour. The pit at 7C 
closes after 7B, so when it does, move 
the party to 7C and then move south to 
get off the pit. Defeat the frost giants to 
the south from here. While facing north, 
wait for the pits at 7A, 7B, 7C, and 70 all 
to open. Pits 7A, 7B, and 7C close but the 
party needs to wait for 7B to open and 
then close one more time. Move the 
party to 7B and wait for 70 to close. 
Move the party to 70, 7E, and 7F as each 
of them close. Should the party fall 
through one of the pits, they end up on 
azure tower level 2 location 79. 

BA·BC The pits in these locations are 
continuously opening and closing. When 
the pit at BA closes, move the party onto 
BA. The pit at location BB closes shortly 
after the party steps onto BA. When BB 
closes move the party north on to BB. 
Continue moving and slay the frost giant 
north of BB. When BB closes again move 
onto it and face west The pit at BC does 
not open for a bit so the party should 
move west and open the door. A frost 
giant behind the door moves to attack, 
so move the party east and then north to 
location 4 and fight the frost giant west 
of location 8C here. Once you beat the 
frost giants move back to BB when the 
pit closes and go through the west door 
before BC opens. 

Frost Giant Prison Level 
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9A·9C The pits in these locations are 
continuously opening and closing. 
There are three ways to get across the 
pits at these locations. Getting by them 
depends upon which direction the party 
comes from. If the party travels west 
across the pits, they need to wait until 
the pit closes at 9A, quickly move to 98 
and then to the corridor north of 9B. If 
the party travels south across the pits, 

they need to wait for the pits to open at 
9A and move south then west quickly or 
wait until the pit opens at 9C and move 
south and the east quickly, depending 
on which way they wish to go. If the 
party travels east across the pits, they 
simply need to follow the closing pits 
9C-9A. Should the party fall through one 
of the pits, they end up on azure tower 
level 2 location BO. 
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Crimson Tower Level I 
Synopsis: The walls here are construct­
ed of brass and all the floors are carpet­
ed. Hell hounds and Darkmoon mages 
inhabit the level. 

Locations and Events 

1 The stairway to the east descends to 
temple level 2 location 4S. 

2A·2C The lever set in the west wall at 
location 2A turns the invisible teleporters 
at location 2B on and off. When the lever 
is up, the teleporter Is on; and when the 
lever is down, the teleporter is off. The 
lever starts in the up position when the 
party finds it If the teleporter at 2B is on, 
the party gets transported to 2C. 

3A·3B The lever set in the east wall at 
location 3A turns the invisible teleporters 
at location 3B on and off. When the lever 
is up, the teleporter is on; and when the 
lever is down, the teleporter is off. The 
lever starts in the up position when the 
party finds it If the teleporter at 3B is on, 
the party gets transported to 3C. 

4 A triangular niche set in the north 
wall transforms a small item into a 
sphere of fire. Every time an item gets 
placed into the niche, a sphere of fire 
replaces it. A Darkmoon mage patrols 
this area as well. The mage drops a 
crimson ring when slain. 

5 The stairs to the east descend to 
temple level 2 location 50. 

6 The banner hanging on the north 
wall drops a crimson ring when 
#clicked# on. 

7A·7B Stepping into the teleporter at 
location 7A transports the party to loca­
tion 7B. 
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BA·BD Stepping into the teleporter at 
location SA transports the party to loca­
tion SB. A piece of sticky paper lies on 
the floor at SB. Putting this paper into a 
character's hand results in the loss of 
use of that hand because the paper 
cannot be removed. The paper does 
not stick to the backpack, so it is okay 
to store it there. The teleporter at SA 
functions one time only then disap­
pears, allowing the party access to the 
crimson-ring hole In the east wall at 
location SC. When a crimson ring is 
placed into the wall, a hole opens up in 
the wall. If the party goes through the 
hole, they end up at location SO. 

9 Stepping Into the teleporter at location 
9 transports the party to location SB. 

1DA·1 DB stepping into the teleporter at 
location 10A transports the party to 
location 10B. 

11 Stepping into the teleporter at loca­
tion 1 1 transports the party to crimson 
tower level 1 location 1. 

12A·12B Stepping into the teleporter at 
location 12A transports the party to 
location 12B 

13A·13D Two crimson rings and a 
mage scroll of fear lie on the floor here. 
When the party enters 13A, the items 
move to 13B. When the party enters 
13B, the items move to 13C. When the 
party enters 13C, the items move to 130. 
When the items move to 130, the items 
move back to 13A. Placing the sticky 
paper found at location BB on the floor 
with the items allows the party to pick 
up the treasure. 

14A·14C A plaque on the north wall at 
location 14A reads, ·rungmaster am II 
Watch me fly!• The crimson ring hole 
set in the east wall at location 14B 

Crimson Tower Level 1 
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opens up a hole in the wall. If the party 
goes through the hole, they end up at 
location 14C. 

15 A plaque on the east wall reads, 
·one ring to bind them alU-

16 A brass coin called •Mapay lies on 
the floor here. 

17A·17F The walls at all of these loca­
tions are illusionary. A set of plate mail 
+.3 lies on the floor at location 17C. A 
robe of protection +2 and a brass coin 
called ·shall Rejoice• lie on the floor at 
location 17E. The stairs west of location 
17F lead up to crimson tower level 1 
location 18. 

Crimson Tower Level 1 continues ... 
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18 The stairway east descends to crim­
son tower level 1 location 17F. 

19 The party enters the '"living'" room 
here. With every step in this area, sever­
al of the walls change locations. The 
moving wall patterns are entirely ran­
dom, therefore no solution exists other 
than to keep moving around the area. 
Eventually all events in this area 
become accessible to you. 

20 The party encounters a shrunken 
frost giant that has angered Oran. The 
giant warns the party but before he can 
finish, he turns to stone. 

21 Insal the thief hangs on the east 
wall here if the party freed him from his 
prison on catacomb level 1 location 12. 
Insal apologizes for stealing from the 
party and wishes he could return the 
items. Insal can't be freed this time 
around but he does toss the party a 
coin that opens one of the doors at 
location 32A or 32B. 

22 Here the party encounters Ojel, the 
frost giant who has been turned partial­
ly into a tree. The party should choose 
to touch Ojel so that he can get the 
coins '"Mapaj'" and '"Shall Rejoice ... Ojel 
covets these coins and gives the party a 
coin in return for his obsession. The 
coin the party gets from Ojel opens one 
of the doors at locations 32A and 32B. 

23 The stairway to the west leads up to 
crimson tower level I location 24. 

24 The stairs to the east descend to 
crimson tower level I location 23. 

25 The south wall is an illusion. 
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26 A hell hound guards this corridor. 

27 Two Darkmoon mages guard this 
corridor. One drops a pair of non-magi­
cal bracers of protection when slain. 

28 The south wall is an illusion. 

29A·29B Stepping in the invisible 
teleporter at location 29A transports 
the party to location 29B with no 
warning nor indication that the party 
has teleported. 

30 The stairs to the west lead up to 
crimson tower level 1 location 31. 

31 The stairs to the east descend to 
crimson tower level 1 location 30. 

32A·32B Inserting a coin into the slot 
on the west wall at location 32A opens 
the west door. Inserting a coin into the 
slot on the north wall at location 32B 
opens the north door. 

33 Two Darkmoon mages guard the 
room at each of these locations. One 
drops a pair of non-magical bracers of 
protection or a non-magical ring of 
protection. 

34 The stairway to the north leads up 
to crimson tower level 1 location 35. 

35 The stairway to the south descends 
to crimson tower level 1 location 34. 

36 A hell hound guards the room from 
each of these locations. 

37 A plaque on the north wall here 
reads, #Hall of Hells. H 

38A·38E Spinning the red disks at loca­
tion 38A and 38B so that the notches are 
both to the right causes the wall of 
force east of location 380 and the west 

wall at location 380 to disappear. 
Spinning the red disks at location 38A 
and 38B so that the notches are both 
down causes the wall of force south of 
location 38E and the north wall at loca­
tion 38E to disappear. Spinning the red 
disks at location 38A and 38B so that the 
notches are both up causes the wall of 
force north of location 38C and the 
south wall at location 38C to disappear. 
The notches start in the up position 
when the party first finds them. 

39A·39B Setting a sphere of fire into 
each niche at location 39A causes the 
west wall at 39B to be vaporized. Once 
the spheres are put into the niches, 
they cannot be removed. A hole in the 
ceiling and a large ring set in the wall 
are revealed where the wall once stood. 
Pulling the ring sucks the party up 
through the celling to crimson tower 
level 2 location 1. 
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Crimson Tower Level 2 
Synopsis: The walls here are construct­
ed of brass and all the floors are carpet­
ed. Salamanders and mind flayers inhab­
it the level. Oran Oraggore is also found 
on this level. (Note: The party should 
rest before they enter this level. Resting 
on this level causes a greater number of 
mind flayers at location 4A-4B.) 

Locations and Events 

1 The party enters this level here. 
The hole they came through closes up 
behind them. There is no turning 
backnowl 

2A·2D The north wall at location 2A, the 
west wall at location 2B, the east wall at 
location 2C, and the south wall at loca­
tion 20 are all illusionary walls. When 
the party passes through one of them, 
they all disappear and salamanders 
from the surrounding areas attack. 

3 When the illusionary walls at loca­
tions 2A-2D disappear, a salamander 
from each of these locations attacks 
the party. 

4A-48 Stepping on the invisible pres­
sure plate at location 4A closes the door 
into the room and releases two mind 
flayers at each location 4B. 

5 The large crystal ball set in the floor 
shows visions of the party's past and/or 
future. The crystal ball is fastened to 
the floor so the party may not take it as 
treasure. 

&A·&B Stepping on the invisible pres­
sure plate at location 6A causes the 
door to open and releases the salaman­
ders from location 6B. 
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7A·7B Casting a dispel magic spell on 
each triangular niche set in the east 
wall causes the east door to open. The 
niche at 7a contains the amulet of life 
and the niche at 7B contains the 
amulet of death. The amulet of life res­
urrects a character if used and the 
amulet of death kills a character if 
used. Both amulets have one charge in 
them. To use the amulet of life, put it 
into a live characte(s hand and use it 
like you would a weapon. It is recom­
mended that the party not use the 
amulet of death. 

8 One of Oran's servants lies dying on 
the floor here. He tells the party of 
Oran's foul mood and then disappears 
in a puff of black greasy smoke. The 
stone-cross portal key also lies on the 
floor here. 

9 The stairs to the east lead up to crim­
son tower level 2 location 10. 

10 When the party arrives here from 
location 9 the door behind them closes, 
preventing you from turning back. 

11 Oran Oraggore waits at his altar in 
this room preparing for the final battle 
with the party. It is recommended that 
you rest the party, cast all preparatory 
spells, and save the game at this point. 
Oran has a special surprise for the party 
when you first defeat him. Make sure 
that the starfire scepter is readied in 
one of the characters' hands. The 
scepter provides a certain amount of 
protection against Oran's fire attacks, 
but only for a very limited time. Revive 
the scepte(s protection whenever it 
expires. Remember, it is better to nick­
le and dime a powerful opponent to 
death rather than try to fight him face­
to-face. Good luck/ 

Crimson Tower Level 2 
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TBBASlllUJ Gl/IDB catacomb Level 2 catacomb Level 3 

ux:ation Item Location Item 
The following lists all of the main items in Em ""mE BmoLDl!R H: Thi! Ll!Gl!IYD "" 3B Skull key 6 Potion of healing, spider 

DAlWIOOl'f. If the party finds a lock that needs a specific key, or a trap that requires 
a specific item, use these lists to find the nearest place to get what the party needs. 8 Skull key (from priest) key, skull 

11 Robe +l, dagger+2, 8 Staff + 1, skull 

skull key 9A Long sword-2, shield +l, 

14A Clerical scroll of neutralize bracers of protection +5 

Forest Area Catacomb Level 1 poison 13 Mage scroll of 

Location Item Location Item 15 Axe +2, shott sword +2, remove curse 

Rock (4 locations total) 2 Rock (5 Locations) 
boots, helm, two iron 16 Robe + l, mage scroll of 
rations, two clerical scrolls haste, amulet 

3 Rusty dagger 3 Two rocks (2 Locations) of cure serious wounds 
18 Three iron rations, 

6 Rotten food and leather 5 Grey key (from guard) 16 Darkmoon key, clerical spider key 
annor+2 7 Iron ration (2 Locations) 

scroll of neutralize poison 
27 Two arrows + 1, darkmoon 

7 Mage scroll of blur 8 
18 Potion of vitality and potion key, sphere of fire, potion Ration (3 Locations) of cure poison of healing, potion of 8 Two arrows SA Three pouches of magic 21 Femur extra-healing 

9 Femurs and skulls (random dust 28 Spider key, sphere of fire, number of each) 23 Skull 
10 Grey key stone gem (portal key), axe 

17 
33 Holy symbol and darkmoon 30 Copper key, clerical scroll of key (from priests) Long bow, eight arrows +2, 

Temple Level 1 neutralize poison, partial cloak of protection +.3 
map of catacomb level I 34 Shield + 1, plate mail + 2, 

Location Item Jong sword + 1, helm + J, 33 Grey key (margoyle) 
20 Two grey keys (from guards) iron ration, mage's spell- 37 Darkmoon key, horn called 17 Flail (from priest) 
26 Dagger+/ book, skull key "South Wind" 

18 Mage scroll of true seeing 
27 Horn called "North Wind," 40 Two potions of healing, 39 Mage scroll of detect magic, 

scroll containing instructions potion of speed, horn called mage scroll of shocking 
for guards "East Wind" grasp, mage scroll of 

29 Grey key (from guard) 52 Mage scroll of lightning firebal/, clerical scroll of 

bolt, skull raise dead 
31 Sling, clerical scroll of 

raise dead 

36 Mace -2, Jong sword -J, 
dagger-2 
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Catacomb Level 4 Temple Level 2 Silver Tower Level 1 Silver Tower Level 2 

Location Item Location Item Location Item Location Item 

3 . Rock, spider key, two 7 Mage's spellbook, thief's 2P Axe-2 13 Two packs of rotten food 
femurs, two skulls lockpicks 3 Bone key (from mantis 15 Darkmoon key (from flying 

6 Femur, skull, two rocks, 9 Copper key warrior) snake) 
dagger+2 138 Blue gem 8 Long sword-2 called 17 Bone key 

7 Two femurs 15 Copper key 
•ttunger" 

20 Red gem 
8 Three darts, dagger+ l, 16 Green gem 

10 Wand of lightning 
23 dagger five poUons of cure poison, 

12 Poleann +l clerical scroll of raise dead 
9 Leather boots, femur 

17 Redgem 

18 Two iron rations 
14 Mantis key (from mantis 25 Leather boots, banded 

10 Shield + 1, femur warrior) annor +2, short sword +.3, 

11 Chain Mail, dag_ger. Jong 
19 Two iron rations, 17 Bone key (from magic poleann -2 called ·Leech• 

two-handed sword, 
sword -2, darkmoon key 

tropelet seed 
mouth) 26 Femur. skull 

12 Skull, helm 21 Tropelet seed 
23 Mantis key 29 Ring of adornment 

13 Helm, plate mail, leather 27 Mage scroll of blur, mage (from flying snake) 

boots, poUon of cure 22 Plate mall +.3, two-handed 
scroll of dispel magic 32 Composite bow, five sword +2, clerical scroll of 

poison, Jong sword + 1, 
raise dead, femur. ring, 28 Iron rations arrows + 1, poUon of 

horn called ·west Wind· 
skull, tropelet seed extra-healing, partial map of 

32 Copper key, sphere of fire, silver tower level .'3 
25 Two poUons of extra-healing, mantis idol 36C Three spheres of fire, helm, poUon of healing, _poUon 38 Copper key, femur, poUon potion of healing, plate of vitality 

of cure poison mall +2 
26 Wand of magic missiles, 438 Two-handed sword +.3, or a mage scroll of lightning 

mage scroll of disintegraUon bolt, tropelet seed 
(a fifty percent chance of 

30 Two bags of magic dust one or the other) 

32 Bag of magic dust 54 Potion of vitality 

37 Copper key, mage scroll of 57 Mage scroll of 
improved identify disintegration 

40 Two clerical scrolls of 
create food 
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Silver Tower Level 3 Azure Tower Level 1 AzUre Tower Level 3 Azure Tower Level 4 

Location Item Location Item Location Item Location Item 

5 Darkmoon key (4 locations) 10 Mage scroll of hold monster, 8 Shell key 13 Tooth key 

9 Three potions of 
polished chrome shield +2 12 Crystal key (from greater 27 Mage scroll of Invisibility 

healing guardian daemon) 1 O' radius, stone dagger 

14 Dagger, femur Azure Tower Level 2 14 Polished chrome shield +2 
(portal key) 

20 Two femurs, cursed 21A Mage scroll of Ice storm, 
37 Three femurs, skull, 

Location Item "Hilt of Talon" 
bracers of protection -2 Brahma's boots 

8 Red gem called "Soul gem" 38 Two femurs, skull, mage 21 Leather boots, two daggers, 27C St.arfire scepter, mage scroll 
scroll of flesh to stone 

staff, potion of healing 11 Red gem called "Body gem" of stone to flesh 

22 Shield +.3, halberd +2, 16 Red gem called "Heart gem" 28 Polished chrome shield +2 
41B Mage scroll of cone of cold 

green crystal hammer+2 22 Crystal key (from bulette) 32 Jhona's cloak of protection 
23 Femur, iron ration, 47 Shell key, mage scroll of +2, partial map of azure 

rotten food improved invisibility tower level 4, polished 
chrome shield +2 

24 Mace, mage scroll of 48 Crimson key 
fireball 35 Tooth key (from greater 

57 Polished chrome shield +2 guardian daemon), sling +l 
25 Dragonskin annor +4, 

short sword +2 71 "Eye of Talon" 37 Rock 

26 Femur, skull, wand of 74 Polished chrome shield +2 40 Mage scroll of wall of force 
dispel magic 54 Ring of feather falling, 

38 Chain mail, rations, ring of crystal key 
sustenance 
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Frost Giant Frison Level 

Location Item 
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2 Mage scroll of cone of cold 

5 ·rongue of Talon· (from 
frost giant king) 

Crimson Tower Level I 

Location Item 

4 Oimson ring (from mage) 

6 Crimson key 

SB Sticky paper 

13A Two crimson rings, mage 
scroll of fear 

16 Brass coin called ·Mapay 

17C Plate mail +.3 

17E Robe +2, brass coin called 
·shall rejoice· 

21 Coin (from lnsal if he was 
freed) 

22 Coin (from Ojel) 

27 Non-magical bracers of 
protection 

33 A pair of non-magical 
bracers of protection (2 
locations), a non-magical 
ring of protection '\.. 

Crimson Tower Level 2 

Location Item 

7A Amulet oflife 

7B Amulet of death 

8 Stone cross (portal key) 
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