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Aegir’s Quests
Level One

This is as simple as it sounds. The
Shrine of Njord is near The Boatyard.
The Scroll lies just inside.

Level Two

After all the killing Erik has done
in his time, you'd hardly think he’d
squawk so loudly about killing a nobody
like Hoder. Anyway, it's unnecessary,
because the man will surely die while in
prison; Baldur had many friends in the
Watch who will see to that.

Get arrested (loiter around
suspiciously near a Watchman), and
listen to the gossip in the prison as you
are released. Hoder’s body will have
been taken to the Charnal House. Go
there,and you'll find a Death Certificate,

which is all the bureaucrats in Aegir’s
Temple require.

Level Three

This isn’t the easiest Quest on
offer. Even once you have the spirit bottle
from Drysdale’s, how do you find Skoll’s
spirit? Well, every werewolf carries a
Spirit Diviner. Didn't you know that?
They use them to locate bones, I think.
Anyway, find a werewolf, throw
something at him,and odds are he’ll drop
thediviner (that’s what comes from losing
your opposable thumb).

Use the Diviner to locate Skoll’s
spirit. Your compass will act asadirection
finder - when it starts spinning round,
you've found him. Pick him up (while
you're holding the Bottle) in the usual
way, even though you can’t see anything
to grasp (he is invisible, after all).
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Charnal House

TEMPLE
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Level Four (Cleric)
Payment 55 groats.
Deadline 4 days.

Aegir’'s Temple demands the
strictest obedience. To reach the
exalted level of Cleric, you must
receive instructions from the
Temple’s Representative on the
Council of Five, one Garth of the
Barnhouse.

You can find when the Council
is next meeting by checking any

Notice Board. It convenes at the
Meeting House

Level Five (High Priest)
Pay: all your money.
Deadline 7 days.

Toreach the pinnacle of Aegir’s
cult, you must become a Member of
the Institute of Zoology. The Institute
advertises on the Notice Boards, and
they are known to be very keen to
obtain the egg of a Lizard Man.

| Meeting House

BARRACKS

TIVM 1Sv3
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Level Four

Although the Quest to prove the
death of Hoder proved innocent enough,
Aegir’s Temple seems to demand a lot of
sanctioned killing as proof of loyalty.
Garth of the Barnhouse has left
instructions for you at his home. Guess
what? They instruct you to kill Cadby
The Needy, one of his fellow Council
members.

Ah, politics. It's the life blood of
the city. Once you have spilled Cadby’s
(who you'll find at the Meeting House

every night after dark), take the scroll
bearing your instructions back to the
Temple.

Level Five

Youwill discover that the Institute
also has some bizarre and bloody rites
connected with membership. First,
though, find them an egg - there is a Lair
of Lizard Men under the Boatyard. Take
this back to the Zoo, and the Keeper will
instruct you to go to the Seahorse tavern,

MERMAID
BOATYARD

drink 4 G&Ts, and kill a Bacchusite!
Naturally, there are often Bacchus-
worshippers around the Tavern, but you
may have to wander the streets for a
while, quizzing people about their
religion, untilyou find your victim. What
this has to do with Zoology, the Gods only
know. Obey these instructions and return to
pick up your Membership Papers.

Lizard Man's ; D X

Lair

Lair - Dungeon -
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Set’s Temple

The grim servants of the
Temple of Set occupy a spacious
building in a walled off section of

town near to the Castle.

As with all Temples, Set offers
a free health check to all who ask for
the Service.

Quests

Level One (Wriggler)
Payment: 30 groats.
Deadline: 3 days.

Set first sets you the task of
recovering the Holy Orb from the
Jewellers (L34).

Level Two (Hisser)
Payment 35 groats.
Deadline 3 days.

‘ . SEAHORSE
WANLOCK ‘ TAVERN
TOMBS

[ & _
| |[The Embalmer's

EMBALMERS

Once again, you are instructed
to recover one of the pieces of
Set’s regalia.

The Sacred Flask is at the
Embalmers, which is in the SW of the
city, near Freya’s Temple.

Level Three (Crusher)
Payment 35 groats.
Deadline 4 days.

Tobecomea Crusher, youmust
get the Royal Gem from the Serpent.
The Hatchery is next to the Jug of Ale.

] The Hatchery

JUG OF ALE
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Set's Quests

Level One

This is more difficult than many
other entry level Quests, since the Jeweller
has hired a guard. Perhaps the Temple

or something. You'll find the guard just
inside the door; the steps are to your left,
so be ready to dash down to the room
where the Orb is kept, and then out again.
Alternatively, there is another entrance
from one of the neighboring buildings.

hasn't paid for the repairs made on the Orb

The Jeweller's
Entrances

Level Two

Considering his dark reputation,
Set sometimes seems to view his
followers as little more than errand boys.
When you get to the Embalmers, they'll
be closed. A scroll tells you that the key
has been left next door in Wanlock Tombs.

So, all you have to do is visit the
Tombs, find the key, and then you can get
into the Embalmers and recover the Flask.

n |
Embalmers/ || |- |
Wanlock
Tombs L :
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Level Three

You need to be able to cast
Lightning to succeed in this Quest. Make
sure you understand the technigue
(perhaps you could practice on someone
in the street?).

You need to cast Portal to get
through the door into the Hatchery, and
then Lightning to blast the egg open and
recover the gem. If you blast the wrong
egg, you have to fight an unpleasant bat-
creature.
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Level Four (Striker) you willlearn of the magical realm of
Payment 60 groats. Valhalla. This should warn you that
Deadline 6 days. your Quest will take you into the

To advance further, you must domain of Odin!

find the Anvil of Power. The Temple Find one of his worshippers,
providesyouwithaKey.Readit,and = who can tell you more about Valhalla.

Scriptorium

CASTLE WALL

SCRIPTORIUM

TROLLS ARMS

Level Five (Venom Master)
Payment: 200 groats
Deadline 7 days.

To bear the title of Venom
Master you must kill the Lamia of
Jotunheim, and return with herrattle!
This is the most fearsome Quest of
all, for her touch meansinstantdeath!

From Notice Boards, you will
bedirected to the Zoo, where you can
find a scroll about these hideous
creatures in the Pygmy Trolls’ cage.
You should also consult the book on
lamias in the Scriptorium, since there
is more than one to be found ‘neath
Mitteldorf’s streets.

T el T ST RS — |

t

BOOK OF SUMMONING

JOY OF SEMIOTICS
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Level Four

The rivalries between the Temples
provide some of the most entertaining
Quests, I've found. Quite deadly, in fact,
ifyou'resusceptible to that kind of thing...

If you find a follower of Odin, you
are directed to the Way of the Valkyries,
a building east of Odin’s Temple.
Underground there you'll find a locked
door; use the key you were given. There’s
a passage from there which leads up into
Odin’s Temple. Oncethere, followa passage
tosomestairs leading down into Valhalla.

InValhalla, first seek out the Scroll
of Strength; without the Scroll, you can’t
lift the Anvil.

Valhalla DqueOH

Level Five

The book in the Scriptorium
identifies the Jotunheim Lamia as being
pink, and tells you how it may be slain.

Find someone who can tell you
that the lamias of Mitteldorf can be found
in the Castle Dungeon/Temple of Set

section of the Under-City. Find your
way into the complex using this map and
find the pink Lamia.

Fire a Lightning Bolt at her at
Midnight. This is the only way she can be
slain. You can recover the rattle from her
smoking remains.

' Castle Dungeon Complex Plan L
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Freya’s Temple can be found
on the west side of the city, south of
the Forbidden City.

Thoughanyone can enter, only

Freya's Temple |
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Freya’'s Temple

females may become members of the
Temple priesthood.

As with all Temples, Freya
offers a free health check to all who
ask for the Service.

Quests

Level One (Flirt)

Payment: 35 groats.

Deadline: 2 days.

Your first Quest is to recover a
Sacred Book from the Scriptorium
i 33).

Level Two (Coquette)
Payment 10 groats.
Deadline 3 days.

To rise to the second grade in
Freya’ service, you must get the
Golden Idol from the Museum (L42),
which is near the Armoury on Castle
Wall. Erik Fletcher, the Attendant, is
happy to tell you that the Idol isin a
display room, which can only be

- reached via a Portal Spell.

| Museum

Level Three (Temptress)
Payment 35 groats.
Deadline 4 days.

Freya next requires that you
find the underground route from her
Temple to the Shrine. An acolyte
beneath her Temple will tell you to
collect four scrolls as proof, so you
are advised to make sure you are not
heavily encumbered.
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Freya’s Quests
Level One

No problem. The Book is upstairs
at the Scriptorium. Make sure you get
the right one; it is called The Joy of
Semiotics. The other book is the Book of
Summoning, and you don’t want to fool
about with that until you're ready.

Level Two

Ifyouarea Scribe (or higher Grade)
in the Fellowship of Asegeir, you already
know how to cast a Portal Spell. If not,
check the Notice Boards, which tell you
that unregistered Portal Spells are to be
handed in at the Hag’s Pit.

Pickup ascroll there,and use it to
enter the Display Room and take the Idol.
Be quick, or you'll be locked in with the
Idol!

Level Three

Each of the scrolls acts as a
direction to the next. The first scroll, for
example, could say Nordri, so you should
80 North. Other scrolls say Sudri (south),
Austri (east) and Westri (west).
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Alternatively, just pick them up as you
go along, and use the map on page 61 to
find your way.

When you reach the Shrine, an
attendant takes the four Scrolls and places
them in a bag, which you can take back to
the Temple.

Level Four (Seducer)

Payment 60 groats.

Deadline 6 days.

Your fourth Questis to find the
Potion of Judgment. Youare told you
will have to solve the two Riddles of
the Tempest and that the first can be
found at the Hag’s Pit.

When you get there, you find a scroll.
On it is a riddle. The solution guides
you to the next location, where you’ll

find a second scroll and a second

riddle.
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The solution to this puzzle leads you
to the final part of your Quest.

Level Five (High Priestess)

Pay: all your money

Deadline 6 days.

To reach the highest Grade of
Freya’s cult, you must discover the
identity of the spy the Set
worshippers have placed in your
Temple.

Search the Temple, and interrogate
all the Priestesses you can find. One
will be revealed as the spy.

Temple of Freya -
i route to
|Underground Shrine
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The answer to the second riddle
leads you to a nearby cavern and the

found rhymes for Vestibuleand Arachne, brick-bound door. Stand between the
this Quest is easy. The answer to the pillars, face north and use the scroll you

riddle on the first scroll is The Vestibule, find there to summon the Potion.
whichyou'll find near the Snakes Tavern. rVesti ErT—— JI

[ Vestibule | TR -

I
p— .

-
SNAKES

Level Four
Apart from pondering how anyone

Level Five

Onepriestess, Morgan Ratnibbler
by name (and nature), confesses to being
a follower of Loki. Make your way to the
Guild, and you'll find a deaf man
upstairs who says he has left his ear
trumpet in the Mermaid inn. Fetch the !
ear trumpet. Return to the Guild, and = |
find the room where two men are
discussing Guild business. They'll ask R
you to leave, but you can use the Ear —} hY
Trumpet to listen at the door. These are
the spymasters, and one - the brother of n ] i\ =
the spy you caught - says he has the
plans back at his home.

Go back in, and ask both men their
names and trades. Morgan’s brother,
Ullock, says he is a Clerk at the Turret
Mansion.

Go to the Mansion and find
the plans.
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Dusk over
Mitteldorf

So, O Hero, you have finally
completed your Quest. You have
risen through theranks in four Guilds,
you have summoned the Guardian
at midnight, and won the key. You
have rescued Wilf from his unlawful
captivity.

Vampires quail at the sight of
you, citizens bow and scrape. What,
you might ask, is there left to do?

Well, you might consider
continuing your career, joining
those Guilds and Temples you have

so far bypassed, and learning more
about the mysterious secrets of
Mitteldorf.

Such knowledge could prove
most useful. For, now that King Wilf
has been released, the confrontation
between rightful king and
treacherous usurper can surely not
be long delayed. Who can be relied
on to ride with Wilf, and who will
prefer to walk the dark path at
Farley’s side.

If ever another time comes to
chronicle The Legends of Valour, you
will be well prepared.
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Au Revoir

Well, well. So the cunning old fox
knew what was going on all along, eh? 1
underestimated him.

You, on the other hand, 1 had
pegged right from the beginning. With a
little help, you've managed to do
everything I wanted you to.

All right, it’s confession time.
First off, yes, I am a vampire. 1 suppose
you noticed already. Well, I make no
apology for it. I have never bitten anyone
who didn't deserve it, after all. I'm sorry
about the run-around I gave you, it’s
very difficult to keep your appointments
when you have to keep running off for a
quaff of Ox Blood.

Since I became a Vampire, things
have changed for the better. Well, with
the exception of a few unbearable
habits I've picked up, anyway. While I
was waiting for you to arrive, I managed
to complete many of the Quests you
have now completed. Actually, I was
doing quite well in my own efforts to
reach theend of the greatest quest of them
all.

That’s how I managed to discover
all the information I have given you. If
you have shown courage and
determination (as well as foresight...),
you will have freed Wilf. What happens
next? Well, that rather depends, but 1
suspect that when Farley and Wilf start
raising armies and making war, there
will be more Legends of Valour to be
written. And when that time comes, we'll
meet again.
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In the meantime, why not hang
around in Mitteldorf? After all, there are
plenty of sights to see and things to do.
There are famous people to meet — I do
hope you have been introducing yourself
to Mitteldorf’s citizenry It would be a
great pity if you've been killing them all;
the famous bard, Elvis of Gracelands, has
been in the city planning a comeback. It
will be a bitter blow to posterity if your
claim to fame is that “I saw Elvis, and
then I chopped him up".

Be a sport and send your mum a
postcard. They only cost 5 groats, and
they showa fineview of the city (although
some tourists leapt into the picture at the
last minute; typical...).

Finally, I dropped my diary
somewhere. If you find it, just sell it toa
shop somewhere, will you? I'll pick it up
later.

Well, that’s all I have to say for
now. I'm off to see if I can find Erik, and
persuade him to swap a few Legends in
the saloon bar of the Hanged Man. If you
get the chance, why don’t you meet us
there. By now, I hope, you'll have written
a few legends of your own.
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WANT TO KNOW

A SECRET?

There’s more to Mitteldorf than meets the eye.
In fact, you're probably so busy trying to
survive and gain a little experience in the
guilds that you have no idea how seriously
strange this place is! What really happened
to King Wilf! Where in Odin's
name is Sven! And what is

the dark secret about
Mitteldorf that only

you can reveal?

MERCEN,,
I
GUILD opgy, .

The LEGENDS OF VALOUR "
CLUE BOOK has detailed '
answers to all of the questions 3

you have about Mitteldorf, E{ﬁ | ponon_»

including ones you haven't

even asked yet. s il

Here’s a bit of what you get:

% Detailed maps for the entire game,
including locations of all major events
in the adventure.

% Locations of all major magical items
and how to retrieve them.

++ Descriptions of encounters and
freasures — you won't miss any part )
of the adventure and you'll find AThe secrets are out - detailed
all the loot! maps show you everything you
: need to restore Mitteldorf to
what it once was....

The LEGENDS OF VALOUR
CLUE BOOK — The Untold Story.
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