





































































































The most fearsome of
these creatures is the
Giant Red Bear. Some
curse must have been
laid upon this creature,
for it is of monstrous
size, and fearsome
strength.

There is no secret to
fighting them; just do
not let them grip you in
their powerful arms! Aim
for the body, where their
thick pelt is less
protecting.

CycLops

Several massive beasts
inhabit the Under-city,
and I would sooner walk
barefoot across hot coals
than meet any of them.
One of the most hideous
is the Cyclops. These
things — for I believe
there is more than one of
them — stand seven or
eight feet tall, and wear
no more than a simple
loin cloth, though the air
‘neath the City can oft’ be
as cold as a winter night.

Their skin is as hard as
marble, and you'll blunt
the finest blade in
Mitteldorf before you
ever slay the brute,

But the most fearsome
aspect of the Cyclops is
the single eye in the
center of his brow, a
wide, bloody, staring
thing, as lifeless as a
snake's, and capable,
they say, of great
magics.... I swear that
must be the only soft
spot on the thing — I'm
told they cut their hair
with a battle-axe....

So, keep clear, and throw
rocks or other missiles at
it. Best of all, the troll-
like harridan who cooks
for old man Skiold the
Provisioner makes a
meatball which is perfect
for the task.

Hey, Cousinl!
Why ave cyclopses

always a figlr\ﬁn'?
Cause they don't see eye—b—eyel
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DEMON

DRrRAGON

This horrid creature may
never trouble you. If you
are wise (and not all
adventurers are stupid,
though the condition is
quite common) you will
never dabble in the
darkest forms of magic,
nor will you associate —
even at sword-point —
with the acolytes of
Demonology.

Sadly, I have known men
and women of lesser
wisdom, who have
spoken of the ultimate
power and victory to be
obtained through
summoning elementals
of great power. [ have no
idea where they are now;
some dark dimension, I
suspect, or limbo....
Demons only agree to
one pact; one service in
exchange for one soul.

I beg you, even if you
never heed another one
of my words, have no
truck with Demons....

Dragons are enormous,
powerful winged
creatures. If you have
never seen one, take a
visit to the south side of
the island, where the
King has set aside the
rocky promontory
beyond his hunting lodge
for their nesting grounds.

Though very unintelli-
gent, dragons adore
gems of all kinds, and
their nests are decorated
with wonderful
treasures. They hoard
gold, silver, weapons,
armor, and many other
items as well.

I'm sure all this talk of
gems and other treasure
has whetted your
appetite. And, I can tell
you, some dragons
inhabit the Under-ity,
hatched from eggs stolen
by the goblins. So, let me
prepare you for what will
follow when you enter
their lair.

The dragon is armored
from head to tail-tip in
tough, flexible scales. Its
internal organs are deep
within its body, and the

Jt's a pity he don’ say where

3 he's seen onel




What J want I

invisible, how’s he

lknow is) if they's

drawed a pichure

brain encased in thick
bone. It has talons on its
forelegs like butchers’
knives, and its vast maw
encloses rows of needle-
sharp teeth. It can
breathe fireballs which
can roast a man faster
than pig on a bonfire.

These are truly deadly
beasts!
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GHOST

I have heard tell of
terrible spirits who stalk
the Under-ity also. I
have never seen one
myself, although once I
felt a chill on my back
and, whirling, I thought
my sword passed

through something
before the blade crashed
into the wall.

The only wise priest I
ever knew told me that

ghosts are tortured souls,

the wraiths of men and
women who have died
through betrayal.
Vengeance drives them.
They haunt a particular
place, or pursue a
vendetta against the
individual who robbed
them of life. They suffer
no distraction.

For some, though, that
vengeance never comes.
Their enemies are taken
from them by some other
cause. These ghosts, my
friend told me, wander
eternity in search of the
revenge they have been
robbed of, resenting all
living creatures. They
rest for aeons but — if
disturbed — attack with
ultimate hatred.

No ordinary blade can
touch them. The magics
which can dispel them
are costly, but there can
be no better investment...
not even life insurance.
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GIANT SPIDER

I curse these venomous
spiders almost more than
any other, for I have seen
many a companion yield
to their vile poison. Watch
you well — the bite of
these beasts is deadly.

In almost any lair, you
will find these great
beasts. As long in the
body as a great hunting
dog, with great long legs
bent up high, and vast
maws dripping venom —
I have seen brave men
become gibbering fools
just at the sight of them.
Clever sword-play will
avail you nought. Strike
hard at the eyes!

They trap their prey as
normal spiders do,
building fantastic webs
in dark places, or hiding
in small side passages to
trap passers-by. The
goblins provide them
with much of their diet...
those pathetic creatures
cannot resist their iron
grip. A full-grown man, if
he be strong enough, can
pull free,

And mark you welll If
you are bitten, keep a
close eye on your health

and well-being. Should
you feel sickness, or
should your strength
begin to fail you, 'tis a
sure sign of the poison!
Seek a remedy at the
Temples, or from the
leech. Otherwise, magic
is the only cure!

GOBLIN

Goblins — these cunning
little curs pollute the
Under-city, like rats in

a sewer. They are of

little consequence
individually, being quite
small though hard-
headed, and very weak.
They have very little skill
with weapons. Do not
waste your magics upon
them, for a good blow
from even the least
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capable warrior should
subdue the beasts.

That said, they do hunt
in great packs, and they
have that peculiar
bravery that comes from
deep stupidity and cruel
greed. It pays to be wary
when there is reason to
believe a lair is close at
hand. In large numbers,
they can overwhelm
even the most steadfast
warriors. In Neustadt,
they say, similar
creatures massacred
Prince Wolfram's whole
guard in their camp
during the march back
from the siege of
Pfalzmarkt.

Goblins have poor
eyesight, but they do have
a keen sense of smell. If
there is any difference
between the female and
the male, I've never noted
it, for they are all berserk
fighters. They speak some
guttural tongue amongst
themselves, but I know
no-one who can
understand half a word of
it. Small matter. When
you invade their world,
you will have no need of
words when they seek to
reclaim it.

ust |
ast week J had a *un in with a whole hob

GORGON

They say that the
women of Mitteldorf are
the most beautiful in the
world. I would not
disagree, though I have
traveled far. There are
some, though, whose
beauty is deadly....
Women of terrible
splendor haunt the
Under-city, women of
whom it is said that the
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sight of can freeze a man
to the spot, while their
touch can turn his heart
to stone.

The gorgon is difficult to
kill but — fortunately —

does not have the power
to deal death by force of

of Qoblir\sl We 5'°“9l«+ered A

As if the ole

womeh since

arms of its larger brethren.
Avoid her touch, and all
should be well

Should you fail, the
Temples may have some
aid for you, though I
never knew a priest who
understood affairs of
the heart.

LAMIA

Akin to the gorgon, the
lamia has the body of a
woman, but deformed by
evil magics!

The curse of the lamia is
that she be part-woman,
part-snake, They are
carnivorous, and drink
blood. The most adept
seem to possess some
mind-sapping magics
that shred a man'’s
mind.

The lamia is an Amazon,
and revels in battle. Like
a Black Widow, she seeks
to defeat and devour the

male.
Amoﬂ"\e:jp:“::;ks il o\ 2
¥ lind of pvoblem....

some
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boy has

fool did. J dunno what this is all about,

T came to this town, but none as ma

de me turn to stone.

LizARD MAN

The lizard men lived on
this island before
Mitteldorf was more
than a collection of rude
huts on the shore. I have
seen their colonies all
over the world,
connected by tunnels
and volcanic shafts
‘neath the ground.

They are shy creatures,
who keep well away
from the by-ways of
men, and with good
reason. The colony'here
on Wolfbrood inhabits
the warm beaches on the
north of the island. They
hunt and fish in the sun
by day, and retire to their
caves by night. They are
cold-blooded creatures,
and warmth is as
precious to them as
bread and water to you
and . The hot volcanic
springs ‘neath Mitteldorf
warm the steamy tunnels
they inhabit.

They speak in a rasping,
sibilant language which I
understand not a dozen
words of. You'll find they
will rarely offer to
communicate, even to
trade. They have few
precious possessions

Cousinl J seen Some lovely

They’re even weedier than

he describes! i O iz a7 ke




J swea ¥, Cousin,

the
town'’s save their families, and
fisher- fight only when cor-
"< nered. If left alone, they
pose no threat to anyone!

killecd! merchants who went

to Another of the great

*’S‘,ﬂj beasts is the Minotaur.
o Like all of them, he loves

their the taste of human meat
vermin- — and Elven too, I'm
vidden told. I once saw a
“'f , Minotaur refuse to eat a
slc:\ e dwarf, but he had dined
er  OnN five stout warriors
them already by then, and he

all,  may have had his fill.

youhg and old alike] See
how they’d [lees et hanr thant

i MINOTAUR
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They stand about seven
feet tall, and have
massive heads, crowned
with sharpened horns.
Given room, they will
charge with their heads

J haven't seen one of these face—+o—face

yet, but One-eye Dorbson, he 8k

the old man Must be some i 1
nd reptile-| e
snake-men ape cold-blooded, right enough s e

— cold-blooded killers! Tl’\E)_/ attacked

lowered, trying to gore
their enemies. Attacked
from the side or rear
they are less dangerous,
though still fearsome.

There is no reasoning
with such brutish
creatures. They are the
most animalistic of
creatures, though, and
fear fire. A torch, or
magical fire can do much
to harm them that a
sword cannot.

Mummy

Before burial was
outlawed on Wolfsbrood,
priests, mages, princes
and other worthies
would be embalmed
upon death — that is,
they would have all their
innards removed and
drained, and then they
would be close-wrapped
in cloth soaked in special
preserving brines. The
corpse would then be
encased in a stone
sarcophagus and buried
deep ‘neath the city.

From what I have
observed, then, even the
tombs of the mighty have
been defiled! For these
mummies have risen!

says he's seen plenty, and

that }hey’r‘e a lot of bulll

—

Mere zombies cannot
compare with these
horrors, for they can

retain the powers and
might they had in life,
amplified by the long
solitude of death.

They have one weakness
— they fear fire, for the
wrappings that bind
them are usually paper-
dry, and the thing can be
destroyed by torch or
magic spell. If you have
no such means, then you
must take great care, and
break every last piece to
atoms, lest the whole
rises again!

Oh veallyl

SATYR

These creatures escaped
from the King's
dungeons, it is said,
wherein they had been
incarcerated since the fall
of some great wizard-
warlord.

They stand as tall as a
man, horned-headed,
and with shaggy pelts,
particularly on their
heads and legs. They are
canny fighters, difficult
to overwhelm. But some
have also the gift of
magic, and can cast
minor magics at will,
though I believe only
their clan-chiefs can cast
greater spells. They are
rumored to possess great
treasure, and at least one
merchant is supposed to
have traded with them
for pearls and diamonds.

I have never had dealings
with them, so I can-

not claim to know

their language. Gold,
apparently, is one word
which is sounded the
same in their tongue as
in ours....

i |
W] don't fhinle it's fb\nny.

Tfthis is o safy?
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TROLL

If ever creatures were
worth avoiding, trolls are
they. Huge, man-shaped
creatures with skin like

{ TROLL

stone and the strength of
ten! In far-off Anname,
the warlords of that land
train these beasts from
when they are first born
to fight in their armies. I
saw five of the beasts

- break down the walls of
* Herio-ai and slaughter
all its defenders, while

a neighboring prince

and all his army stood
by drinking rice wine
and waiting their
moment to loot.

They are flesh-eaters,
and have little
discrimination in their
diet, although I have
observed that they bore
quickly of goblin-meat,
and enjoy a delicacy
such as an elf or a man.
They also seem to find
great pleasure in wearing
the bones of their
victims as jewelry. The
females wear skirts made
from femurs, and the
chieftains wear skull
necklaces, and stud
their gigantic clubs

with teeth. You will also
find their homes
decorated with broken
armor and shields.

What peril, then, for
Mitteldorf to have such
monsters below its
streets? Well, I tell you
this; the trolls ‘neath this
town inhabit the darkest
corners of the tunnels
and caverns, living in
small groups away from
the more active goblin
colonies, though close
enough to hunt them.
They shun the light, so
the King's Guard has
always found defenses
to keep them at bay.

But what need have the
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ARl But the tales

trolls to attack, eh? A
steady diet of rare meat
finds its way to their
lairs in search of treasure
and adventure.

They can be killed, but it
takes more than some
street-bravo with a
sword to defeat them.
Their belly is their weak
point, but you must first
keep clear of their clubs
and fists. Disarmed and
broken-limbed, they are
much less of a threat.

VAMPIRE

I could tell
they horde! Tl‘\ec_n;lcd in'Yo"‘

You might wonder if
am not a little befuddled
to speak of vampires.
Who in Mitteldorf has
ever seen one? What
evidence is there that
they exist?

You must have heard the
legends of these fiendish
ever-living creatures;
how they drink the
blood of living creatures
to preserve their sinister
beauty, and how they
shun the cleansing purity
of running water, garlic,

Of the teasures

vays. leaves out they best bits!

that it is an ancient
vampire who is
responsible for raising
the zombies from their
graves. Many others
have been afflicted with
the curse since then.

For, though the
authorities deny it, [ am
sure many lesser
vampires stalk the
streets of the city at
night, victims of the
greater evil. When an
ancient Vampire does not
wholly drain the blood of
a victim, he infects the
victim with the curse.
Vampirism is a
contagion, a disease. In
the early stages, the
victim appears much as
before, though the color
soon vanishes from their
skin, and they develop a
taste for raw meat. Later,
they will develop a taste
for hot blood. It takes
some time for the full
grip of vampirism to take
place, when the taste
becomes a driving
hunger. A madness then
takes over them, so that

and sunlight. they do not even know
the time of day....
They are the essence of
evil. I am one of those
who shares the opinion
2811 e




Vampires develop
unnatural strength, and
— in time — they are
said to be able to turn
their flesh, which can

be burned by sunlight,
into a cold vapor. They
become ever more
beautiful to behold,
which is one clue to their
identity. Of course, if you :
drive your blade into the .
heart of every attractive -
citizen you meet, you $
will soon be hunted by ¢
every watchman in <
Mitteldorf! Sl

2vin’ eve ry 01.’/‘

belie

J{- you even 1151'5,1 to this old \O

WEREWOLF

It amuses me greatly that
so many adventurers
pass into the Under-city
to seek out werewolves,
for it is surely well-
known that many openly
walk the streets of
Mitteldorf by night. Ask
yourself this: who have 1
encountered in this place
who, for one full week in
each month, rises not in
the day, but breathes the
clearer air of night?

Better yet, save yourself
the trouble of seeking

er Man ji A/liHEIdo»f
s

+ plpsle o s pores

VC\W\P“ el

* out the were-beasts, and
sleep openly in the =~ ™vself
street. If you are
wakened by a sharp "ever

| to a sip 0{

Ox
blood

and J've

point and a growling ~ been
wolfish voice, then ‘tis  "eo”

only a member of His
Majesty's Town Guard, If “"
you wake not at all, then
you have found your
werewolf.

Why, you ask, do the
authorities, who police
the streets of many other
misdemeanors, not stir
themselves to burn out
the contagion? Ask
yourself again: if you
were a watchman, to
whom would you sooner
explain the King's
justice? A drunk sleeping
in a doorway? A man
peeking through another
man's windows? Or a
seven-foot tall, steel-
muscled man in
wolfhide, whose talons
can shred armor like
shears cut through silk?

On the whole,
werewolves are to be
avoided. Of course, you
can put your faith in the
charms and gewsjaws
carried by credulous
simpletons, or arm
yourself with silvered

= 12 ke
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dead.

weapons, spells, and
wolfsbane. Certainly,
these provide greater
protection than normal
weapons. For all the
good they do, you might
just as well carry a

dog whistle.

One more thing. Do
your fellow citizens the
courtesy of taking a hard
look in a mirror before
you venture out at night.
Lycanthropy, the disease
of the were-folk, is
highly infectious. You
may congratulate
yourself for having slain
a werewolf and having
taken scarce a scratch,
but you will be
premature to do so.
Within the month, you
too will know the joys
of running padded-foot
through the streets

with your clothes in rags
with a rancid taste in
your mouth....

e ——

ZOMBIE

You search in vain for a
graveyard in Mitteldorf.
The dead, when their
remains require disposal,
are burned in the
Temples, or carried out
to sea on funeral ships.
Of course, the latter is
the only fitting one for a
warrior or king, but I
have never known
another city where the
common folk aren’t
tumbled into a hole in
the ground at the edge of
the fields they have
worked all their lives.

Mitteldorf is different for
a reason. In times past,
burial was as regular here
as in any other city-state.
There was a cemetery
‘neath the Dwarven
Quarter, and another
near East Side. Many
others were interred
beyond the city walls.

Then, as the City grew,
came reports of
disturbances in the
graveyards, of tombs
opened and recent
burials dug up. Guards
were placed to prevent
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their trade. The guards
disappeared. Then the
guards reappeared, slack-
jawed and loose-fleshed,
shuffling through the
streets. Mitteldorf
discovered it was plagued
by the risen dead.

Many were suspected of
necromancy. Women
were burned by
Witchfinders, and men
tortured by our energetic
priesthood. All this was
to no avail; the dead
continued to return.
Finally, the King
outlawed burial, and the
Temples opened their
sacrificial chambers to
more mundane
business.I mention all
this to make the point
that the undead of
Mitteldorf are ancient
beings — although I
suppose a few are recent

victims of the aeons-
old. They have a great
and grisly wisdom, a
hungry cunning. They
stalk the living with a
cold passion.

They have no vitals in
which to thrust your
blade, nor any brain to
smash. The only way to
defeat them is to reduce
their bones to dust and
fragments. Crippling
their limbs makes them
less dangerous, but I
have seen a single finger
drag itself along in
pursuit of flesh. They are
horror incarnate, and
their black talons inflict
flesh-rot. There are
charms and magics
which repel them, but
nothing succeeds better
against these
abominations than
crushing force of arms!
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Your cousin lied.

y now you've probably

figured it out — Sven's
description of Mitteldorf is
about as far from the truth as
you can get. This could put a
real crimp in your plans!
If you're going to survive (let
alone succeed) you need the
straight stuff about Mitteldorf.
And you need it right now.
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Here's how to get it.

This valuable player's guide
contains the whole truth
about good old Mitteldorf:

% A strategy section with
hints on fighting monsters,
befriending NPCs and
solving insidious puzzles.

% Detailed maps of all levels
with specific clues for all
events, character interactions
and puzzles that stand
between you and the
completion of your quest.

LEGENDS OF VALOUR
CLUE BOOK — THE OFFICIAL
GUIDE TO MITTELDORF.

To ORDER: VISA/MC — call 1-800-245-4525 (in USA & Canada).
By mail — send check or money order for $14.95 plus $3.50 shipping &
handling to: Electronic Arts, P.0. Box 7530, San Mateo, CA 94403.
California residents, please add

applicable sales tax. ) ©1992 Strategic Simulalions, Inc.
% Iﬂ I All rights reserved.
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