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Disclaimer: 


The Primary purpose of this “Walk Through” is to promote the preservation of this Scenario by establishing a permanent, flexible source of information, while providing the details of the Game.


There is no intent to undermine the work of the Author. Rather, it is meant as a way to Praise and Preserve their work.


Too often, as time passes, Authors have left the Community and, in so doing, leave their work to a public who have no means by which to find answers to their questions about the Game. This may make the Scenario unappealing for potential Players and the Scenario may, sadly, fade into disuse. Hopefully, this document may prevent this Scenario from falling into that status. 


11 August 2005: After a couple of E-mail conversations with Mr. Lin, regarding questions about this Scenario, he forwarded me the Password, asking that I, “ Please pass this on to the Blades Community as it’s been a long time since I made Rubacus and I figure it’s time to make the Password public.”


My most sincere “Thanks” to Mr. Lin and “Congratulations” for a very well made Scenario that I enjoyed immensely.


Author, L.L.: 


This scenario is aimed at medium level parties, (levels 9-18). One that has finished, “Valley of Dying Things” should do. If you don’t already have a party that fits the bill, use the trainer, (rtrain.exs), on a totally fresh party. 


edit.:


I used a Level 10 Party with 2 Fighters, 2 Priests, 2 Mages without Archery, not Alchemy. 


(I add skills later, should a scenario require them, but I prefer to maximize the basic skills of fighting and casting.)


Areas identified as; O-XXX, YYY are outside. Areas identified as: XX, YY are inside.


~~~: Indicates that a character wanders around and is not in a “fixed” location.


Areas of different Levels are identified as: “B” for Basement, “G” for Ground, “2” for Level 2, “3” for Level 3, etc.


(I don’t use the number, “1” as it can easily be confused.)


Items that can be found, etc. are in braces, [  ], and are Font size #4.


Underlined words are “links” to the next action, such as, “Look.”, or a “linking” word in a conversation.


The Story: 


Looking for a break from the usual damp caves, you set out for one of the more untamed Provinces on the Surface.


Sharabo Province, formerly a thriving center, has fallen on hard times recently. Just how hard strikes home as you get off the boat at Sandol. It’s mostly underwater now, the result of gradually growing swamp land. You have to buy a boat to get around. You’ve heard of an Adventurer’s Guild in town; perhaps they can point you to more exciting, (and drier), locals.

O-063-065, 029: SANDOL.


45, 17: Your boat at start.


51, 14: North East Guard Post.


18, 17: World Import/Export. SALLY. Receptionist. “No one gets past me without an appointment.”


18, 23: Jessica the Fletcher. JESSICA. Arrows, Bows.



*As you step towards the counter, four burly men crowd through the shop’s door, holding weapons. “This is a stick up.” The lead Bandit hisses. *Fight & Kill. The Owner says, “Thanks.” And hands you a Yew bow. “This is my regular job, but at night I like to solve mysteries. Like the mystery of the Swamp Gang. There’s Bandits hanging around the swamps. Some of them are hanging around Sandol.”


11, 20: Sharabo Tourist Bureau. (Guild of Adventurers has moved – see inside.) KREL. Answers questions about Sharabo Province.



Ask, “Guild”. He says they’ve moved to the South West.


11, 30: Office of the Honorable Mayor. (Out to Lunch.)



07, 32: Mayor’s Room.


11, 43: Sandol Inn and Coffee Bar. ASHLEY. Room, Drinks, Food. * She is unhappy with her job and her boss, but doesn’t want to work in the Ruby Mines. “Duke Rubacus is a real slave driver.”


19, 49: Barracks.



21, 50: Office. GURNEY. “We secure Sharabo Province against threats. It’s dangerous!” He points North. “Take one of my Patrols, for example. One of my Patrols vanished along the North Coast. Bandits might have gotten them. Find them, I’ll reward you.”


18, 44: Residence.


24, 44: Residence.


33, 44: Storage.


18, 36: Residence.


24, 36: Residence.


24, 31: Apothecary Now. CLARISSE. Potions (Med.), Ingredients. 



“I deal in medicinal herbs. Cheap brews are flooding the market. It must be a black market.”


30-31, 27: Spells, Spells, Spells. EMRAN. Scrolls, Spells (Mage – 3 Level 5)


33, 36: Storage.


38, 32: Church of Redundancy Church. ROGER. (Two Rogers.) Priest Spells (all Level 4)


42, 22: Talbot’s Armory. (Formerly Talbot’s Bar & Grill.) TALBOT. Weapons & Armor (Steel).



“I’ve had to learn a lot since I closed the Tavern. There’s monsters. This danger attracts Adventurers. I get competition from the Guild. The Bartender is friendly and gives advice and incredible secrets.”


39, 56: Loading Docks; South Storeroom.


41, 50: Loading Docks; Center Storeroom.


41, 43: Loading Docks; North Storeroom.


45, 44: Corridor to Loading Dock Foyer.


50, 40-48: Doors to Loading Docks, North East.


47&48, 50: Loading Storage, South.

51, 47: Boarded up Trap Door in floor.


52, 54: Door to Loading Docks, South East.


30&31, 58: South Gates to Sandol.

O-051, 060: Campfire and several figures. Approach. Another group of Adventurers. They warn you of wandering Bandit Gangs who seem to have allied themselves with a Cult of Demon Worshippers. They say there are lots of abandoned mines in the mountains to the West.

O-021, 025: You come upon two gaudily uniformed figures. One is in a pool of quicksand, the other is trying to pull him out. As you approach, the one waves you away. It’s obvious that he cannot rescue the man by himself. Do you help? Approach. With great effort, together you rescue this man. As you do, he shoves you away saying, “Get your hands of me, filthy adventurers! I am a Chevalier of Duke Rubacus and will not be handled by a commoner such as you.” As his partner tugs his arm to leave, a pouch falls to the ground, spilling it’s contents – tiny, sparkling rubies. The man scoops up the pouch and stones, then throws you a few coins, saying, “Forget that you saw us!” as they vanish into the tall grasses to the North.

O-043, 014: Boat on swampy shore with a large crate in it. Approach. Bandits emerge from tall grasses to assault you. 


* After defeating the Bandits, you investigate the crate. You find dozens and dozens of Healing Potions, all watered down and weakened to the point of ineffectiveness.

O-060, 017: You spot some movement behind some boulders. Approach. It’s the lost Patrol from the Barracks in Sandol. As you greet them, Bandits appear and, because of the weakened condition of the Patrol, you decide to hold off the Bandits while the Patrol retreats.

* Return to Gurney in Sandol. Ask, “Reward”. He hands you a sack of gold and says he will send word of your good deed to the Duke.

O-047, 050: ADVENTURER’S GUILD.


07, 39: Glass Bead. (* Keep any you find.)


40, 22-24: East Gates. Enter onto the Main Training Ground.


  ~~  : TYBALT. Train.




“It’s what I do in my retirement after a lifetime serving the Duke.” 




“I like good real fights to the death. Try the Arena to the South East.”




“Rubacus can be harsh.”


17, 20: Ye Olde Pub. FARLEY. Beer, Wine, Slith Brandy.



Ask, “Beer”: “I hear there’s an abandoned mine in the mountains, North West. It might be a good source of loot.”



Ask, “Wine”: “You can find some Mandrake for sale in Barth.”



Ask, “Slith Brandy”: “Man in one of the private booths with a mission. Code word, ‘KRAST’.”


24, 13: Door to Corridor to Rooms.



39, 11: Door marked, “Training Dungeons” is locked.


36, 15: Private Booth. “Z”. Ask, “KRAST”. He says, “People are looking for adventurers. The Import/Export Building. Ask to see “PIOTR”. Then ask Piotr, “MEDICINE”.


14, 18: Trading Post. CATLOB. 



“I used to adventure until I ran into a nasty Dragon. A large Drake, to the North West.”



“ Now I run this Trading Post.” Standard and Exotic.


14, 23&24: Temple of Wont. VIVIUS. Healing.


14, 29: Karlando the Sage. KARLANDO. Identify, Answer questions.


19&20, 23 and, 35&36: Guild Hall.



24, 33: Lobby



26, 37: Book on Pedestal. “Look”.



28, 36: Guild Master. DENYOR. “Training Dungeon is closed for repairs.” He quickly changes the subject.



29, 31: Storage Facilities. SHARDEK. He used to be an adventurer, something happened, he doesn’t want to talk about it. “You may purchase a Key to a Cell for 1,000gd. Let me tell you about the policies.” You own the Key and Cell for Life. If you find a Key belonging to a dead Adventurer, you are entitled to it. ‘Finders, Keepers’. “

* Return to Sandol Import/Export.

Level 1:


18, 17: SALLY. Say, “PIOTR”. She lets you through the door.


08, 09: PIOTR. Ask, “MEDICINE”. He says, “There’s an interesting Volume of: the year, H14, Volume 4, in our Records Room.”


18, 12: Records Room.



25, 12: Volume 4, Year H14. “Look”. Slide it out and a Secret Passage is opened!



26, 13: Press Button to open Bookshelf to exit only.



26, 11: Staircase down. Climb.

Level 2:


14, 29: Stairs back up.


13, 20 and 18, 20: 


15&16, 17: Doors to Room with Desk and obtrusive looking man.



“We are with the Empire, conducting an investigation. We would like you to help. We would like you to prove yourself trustworthy before we further deal with you. There is a group of Bandits watering down Healing Potions for a great profit. Find their Main Storehouse and destroy it.



Talk to the agent named, KAYE, in Mironville Ask Kaye about, “TARMAC”. Kaye will give you information and equipment.”



If you complete this mission, return and report.”



“Oh, yes. You may refer to me as Number 5.”

O-053, 078: You come upon an old man who seems to be fishing. He waves you over to talk to you. Approach. This “traveling man” sells junk; relics & artifacts. You’re not interested, but do take notice of an Island Pass that he has. He sees your interest and says he will sell it to you for 2,000gd. This could get you onto the Duke’s Island. BUY? He then tells you to see a Grenadier in the Brewery to the East. When you meet him, say, “Duke” and he’ll take you to the Duke’s Island.

O-026, 061: You come upon a battle between the two Religious factions; The Church of the One Way and The Church of Redundancy. Each side asks you to join the battle on their side. If you choose either, it will cause them to win the battle and they will give you a “Medal”. From this point on, that Group could be of some assistance to you in the future. Or, you can choose to “leave”. The battle will be won by neither side and neither will be of any future assistance.

Chose “1”, the Church of the One Way. After the Battle, the Head Priest, UNOVA, thanks you and gives you a Silver Medal in the shape of a Mouth.

Chose “2), the Church of Redundancy. After the Battle, the Head Priest, NIVIAN, thanks you and gives you a Silver Medal in the shape of two Blinking Eyes.

O-004, 021: MINE #1. Steel Door set in the side of the mountain. Open. As the Door opens, you smell the stench of decay. The passage terminates, perhaps, 100 ft. in an impenetrable pile of rubble. In the rubble you notice a hand just as it’s Owner extricates himself from the rubble. He looks deathly pale and weak. He asks, “Is…is this Illumbria?” What do you answer? Yes, or No. 


If you say, “No”, the man crawls back into the rubble and is gone.


If you say, “Yes”, he laughs and more bodies rise from the earth. Fight and kill all. All that remains is an unearthly Dagger.

O-005, 032: Steel Door set in the side of the mountain. Open. You find a caved in MINE #2.

O-006, 042: MINE #3. * As you walk around, you’ll find “Rocks” that are “Coal”. Take them.


27, 10: Long dormant, Old Mining Machine.


07, 29: Heavy Iron Lever on another Machine, this one with Ten Bays. Pull, or Leave? Nothing happens.


07, 25: Caved in passage. A single person could squeeze through. Send one of the Party in? Onward.


07, 18: Heavy steel housing that would fit a fist-sized object.

* Search the entire Cave.


07, 06: Secret passage to – 


06, 03: Body. Find a note. “I hid the gem in the rubble nest to the Old Machine.”

* Return to the Old Mining Machine.


26, 10: A glint of light from a pile of rocks catches your eye. Approach. You find a blue, fist-sized Crystal which pulsates with power.

* Return to the Ten Bay Machine and the passage to the Heavy Steel Housing


07, 18: The Power Crystal you found can fit in the housing. Insert. Lights come on and you hear sounds of the Machine starting up.

* At the Machine, place one piece of Coal you’ve found in each of the Bays. Then return to the heavy iron lever at 07, 29. Pull it. There is a loud, BOOM! The Blast Doors have closed. Several moments pass, then the Doors open. Something has happened. Go to each of the Bays where you put the Coal and retrieve a Gem. This Machine turns Coal into Diamonds! *Save any coal you find! Way to make money.

* Note: You cannot retrieve the Power Crystal now that it has been activated. It is much too hot!

O-012, 026: Up in the hills, you catch a wisp of smoke. Approach. They are Adventurers, like yourselves. The Leader shows you a map with paths to an area marked with  an “X”. (Mine #3.) He says that all they found was some black rocks, weird machinery and monsters. Disgusted, they’ve decided to leave.

O-059, 111: Glass Bead.

O-029, 116: MIRONVILLE.


36, 20: KYLE. Food (4/2). Cook. 


“Leaves no time for my hobbies.” “Growing Marsh Mallows.” The last batch was stolen.” “Talk to Kragoff in the Barracks.”


35, 28: Mironville Bed and Breakfast. KARL. “Proprietor of this establishment.” “Competition is stiff.” “Want to try our drinks?” “You can get a glass of Turnip Beer.” “There’s a Brewery of Turnip Beer on the South Eastern shore of the Lake.”


30, 18: KIM. “Tending the herbs when I’m not working on my hobby.” “Making the longest necklace in the world.” ” The record is 244 ft. I only have 238 ft. to go. I could use some help.” “ I’ll pay 5gd for beads.” *Way to make money.


35, 08: Barracks.



41, 09: KRAGOFF. 



“I can concentrate on the case of the missing Marsh Mallows.” “ If you find them, return to me for a reward.”


25, 30: KAYE. “I manage the herb gardens.” “I know a few recipes.” “This business is profitable.” “A lot of inexpensive potions have gotten popular.” “They aren’t buying them from me.”



Ask, “TARMAC”. She gives you a map and a Red Sphere. “When you find the Warehouse, put it where it’ll do the most damage.”


* The map shows the Bandit Warehouse is on an island to the North West. * The sphere is an EFREETI SPHERE.


34, 40: Church of the One Way. KOSMO. Priest Spells. (2 Level 5)


08, 14: KRAMER. Adventurer. “Thinking about a friend.” “Scott and I were looking for some keys to a treasure in the Adventurer’s Guild.” Scott had a clue to the location of one of the keys.”

O-028, 126: Hut with a Symbol in the shape of a Mouth. “Don’t want visitors!” 


(*No matter what you do, you cannot access this Building if you did not choose to assist the Church of the One Way, earlier.)


If you did choose to assist the Church of the One Way, the Door will open and a man dressed in a Robe decorated with the Symbol of a Mouth will greet you. “Welcome, my Brothers!”, he says, laughingly. After a large Dinner, you tell them of current events. As the Dinner is being cleared away, the Head Priest, GARAMOND, says they’ve been excavating some Ruins in the Swamp. He says they’ve found a Cavern and a Town, infested with Jellies. Also, “We’ve made a great discovery! It’s a spell that gives the Caster an immense amount of Power.” Do you try to learn the Spell? Y/N


Garamond brings out a Moldy Book. You pour over the contents. It’s difficult and tedious reading, but fortunately you understand it. After a few hours of study, you have learned the spell, “AVATAR.”

O-009, 105: Ruined Town, SLIME CITY. 


  ~~   : JELLY. “OOZED a big Dragon to the North.”


19, 17: Jelly NURSERY.


29, 22: Room with a Glowing Pool. Drink, Enter, Leave. * Drink and you feel refreshed. Enter and you’re ejected from the Pool.


32, 23: JELLY. “Lead this Community.” “I have a few concerns running this town.” “Meanie Jellies raid us.” “ They are a threat to humans, as well.” “ I have seen them carry loot from their raids.” “Recently, I saw a group carrying off some white pillow-shaped objects.” “What do you call them?” Answer, “Marsh Mallows.” “Yes. To their hideout.” “In the mountains, to the North.”


07, 40: Glass Bead. * When you pick it up, you’re attacked by Meanie Jellies.

O-014, 060: SWAMPY MOUNTAIN CAVE.


31, 38: Small Sign, “Karthaga’s Leap. Discovered yr. 1432.”


34, 20: Ropes across a chasm. Onward. * You attempt to cross the chasm, but cannot make it. You’ll have to find another way across.


36, 18: Just the barest fraction of a ledge you can use to cross. (42, 18: Way back across. )


35, 11: Secret passage to –



52, 09: In the dim light you catch a silver flash from a pile of rubble. Approach. You uncover a beautiful silver lance. It’s not much as a weapon, as it’s pure silver. Written in gold along the length is the inscription, “SHARDAK”.


26, 10: Life Like Statues. Uh-oh!


17, 11: Knocker in the shape of a Dragon’s head. Try knocking? Y/N. A voice booms, “Who’s there?” You explain that you’re just looking around. The voice answers, “I’m not interested. Leave me.”

O-014, 087: JELLY STONE CAVERNS.


13, 25: Dresser. As you’re opening it, you hear a, “click”. Proceed? Y/N. * All poisoned!


22, 18: Bookcase. [ Medium Power Recipe. ]


19, 18: Desk. “Look”. Several Jellies attack.


05, 08: MARSH MALLOWS. Take.


17, 05: Weak Wall in Temple. “Move Mountains”.

21, 04: Altar with Knife. Take. [ Assassin’s Knife. (6+3, poisoned.) ]


* Return to Kragoff, in Mironville. Ask, “Reward”. He gives you a Potion, a sack of gold and says, “Duke Rubacus likes people like you. I’ll let him know of his good deed.” 

O-076, 103: Along the shoreline, a fish is flopping in the grass, trying to get back into the water. Throw it into the water? Y/N.

O-087, 127: Two Towers catch your attention. Approach. 


Two Priests poke their heads out to the windows and say, “Leave immediately, right away!”


(*No matter what you do, you cannot access these buildings if you did not choose to assist the Church of Redundancy, earlier.)


You knock on the doors of one of the two Towers and two identical Priests stick their heads out of the windows. They yell with glee. It’s quite a friendly reception. They invite you to Dinner. As the Dinner is being cleared off the table, the Head Priest, TWOSLEY, calls for two Books to be brought out. These Tomes contain wisdom we found. There is within, powerful Magic Sorcery inside.” “Read.”


You pour over the Tomes that night. Fortunately, you have enough understanding of the ways of magic. When your studies are done, you have learned the spell, ”FLIGHT.”

O-107, 122: A collection of dingy hovels; people asking for a spare copper or two. Give.

O-110, 128: A group of mud huts with many children playing. A little girl spots you and screams. The other children scatter, herded by the Priestesses. Only one robed woman stands defensively to face you. Approach. You approach, weapons sheathed and with open arms. She relaxes and introduces herself. She is LUCILLA of the Spirits of Mercy Church.


They run an orphanage. It hasn’t been easy – Bandits, Troglo Raiders and Ducal Guards. “All we need is about 200gd to last another year.” Do you give a donation? Give. “Thank you, so much! You are always welcome with us.”

O-137, 134: An old ARENA, fallen into disrepair. There may be some items of value. Enter. You find a few items – and some Monsters! (*This Arena can be used to gain Skill Points.)

O-100, 117: BARTH.


 ~~  : FREDDIE. “I’m just a poor boy, from a poor family, etc. (Queen song lyrics. (It’s a pun!))


 ~~  : BEGGAR. “Can you spare any change?” You flip the beggar a coin. “Thank you kindly.”


06, 43: BEGGAR. Ask, “Mandrake”. He wants 2,000gd for it.


16,41: HOLM. “I built this house with my own two hands. Now I just wait.” “ For my family.” “ I had a wife  and two children.” “Her name was Linda. We met while working in the mines.” “A son, Tranus and a daughter, Marina.” “He provided when I wasn’t able to.” “My daughter. Do you know where she is?”


38, 57: CARTER. Brewer. “My beer isn’t as good as the stuff Matthews sells up North.” “I’ve been trying to figure out the secret ingredient.” “ If you ever find out what he uses, let me know.”


38, 51: CASSIE. Sells giant rats. “Best I can do after the mines closed.”


38, 45: JEAN. Sells rocks.


50, 34: EDRIC. Bartender. “Friend of the Brewery Owner.”


56, 55: Door firmly locked and reinforced with steel.


54, 09: RUBACUS MINING CORP. OFFICES. (Out to lunch.)


33, 10: BARRACKS, “A”.



43, 10: EDMUND. He’s here for the people’s security. He protects them from the Troglos and the Resistance.



“The Troglo Leader has a Base in the North East. I have a reward for the Troglodyte Lord’s head.

33, 20: BARRACKS, “B”.



43, 20: Door to the storeroom locked.

O-093, 090: BREWERY. MATTHEWS. “I run this Brewery.” “Nowadays there are only the problems.” “And there’s the slimes.” He uses Peppermint Slimes to keep the beer cold. “Some of the slimes in the Brewery turned feral again. If you could kill them, I’d reward you.”


23, 25: CALLISTA. “Adventurer.” “I struck out for this Province.” “Me, Catlob, and Shardak and…well, I forget.” 


Ask “Catlob.”  “If you run into him, tell him I said, ‘hi’.” 



(*Catlob, at the Adventurers’ Guild, says, “She runs at the first sign of trouble.”)


Ask “Shardak.” “We were looking for this Drake.” “It turned out a bit disasterly.” “Shardak was a real coward.” “Dropped his lance and ran.” “If you ever want to tweak him, mention the lance to him.”


19, 22: HARRY. “Adventuring is my game.” “I’m totally bored.” “Ask Gunther about the Duke.”


19, 21: GUNTHER. “Adventurer’s.” “Adventure around the world with my buddy, Harry.” “I’ve been learning tricks.” “Wanna learn a spell?” “What missions there are, are mundane.” “There’s the Import people up north and the Duke.”


Ask, “Spell.” You learn Fire Barrier. 


Ask, “Import.” Gunther says, “Import people are looking for adventurers. Ask for “Piotr” at the front desk, then ask him about “Medicine.”


Ask, “Duke.” Gunther says, “If you do jobs for his men around the Province, he’ll let you stay overnight in his place.” 


22, 07: Storage.


19, 27 and 18, 29: Storage.


22, 31: Brewery Work Area. Fight a few Peppermint Slimes.


31, 39: Weak Walls. Empty Room. 


34, 33: Weak Walls. CANASTAN. Wizard. “I’m studying the mold.” “I’m trying to find out why the beer tastes the way it does.” “There’s something about the local flora in his beer.” “I found the essence of a flower on one of the islands of this lake. It’s probably a mixture prepared from it.” (* See below, Getting to meet Rubacus.)


* After killing the slimes, return to Matthews for to ask, Reward. He gives his reward, a round of turnip beer, “On the House.”


14, 07: KRIEGE. Ask, “Boat”, or “Duke”. Show him your Island Pass, (if you have one), he’ll take you to the Duke’s Island. 

-------------------------------------------------------------------------------------------------------------------------------------------------------------------

GETTING TO MEET RUBACUS. (* It won’t be for some time yet.)


* When it is time to speak with Duke Rubacus, you’ll need to do several things.


First, you’ll need an “Island Pass”. There are two ways to get one.

1.) O-053, 078: There is an old man who will sell you a pass for 2,000 gold.

2.) Carter, in Barth, wants to know the ingredient for good Turnip Beer. You learn this, indirectly, from Canastan, in the Brewery. He, too, is looking for it. He suspects that it’s, “a mixture” that utilizes “Local Flora” found on one of the islands in “this lake”. Since you don’t have access to a boat, you search along the shore line and find you can access one of the islands @ O-058, 069 by “hopping” across to it utilizing the Mage Spell, “Flight”. Once you reach the island, @ O-068, 064 you find Ember Flowers. Checking through your list of Alchemy, you know it must be either; “Strength Potion”, “Resurrection Balm”, “Knowledge Brew”, or “Strong Power”. You can stop by the Brewery and tell Canastan, but he’s not interested. He already knows which “flora” it is. He’s still trying to figure which “Recipe”. Go to Carter. Ask each of the four “Recipes”. When you say, “Resurrection Balm”, he’ll tell you that Matthews, in the Brewery, has a deal with one of the Ducal Guards and is selling Black Market Island Passes. He wants 1,000gd for them. So, the man @ O-053, 078 is simpler, but more expensive. Once you have an Island Pass, KREIGE, at the Brewery, will take you to the Duke’s Island and RICHTER will allow you entrance.


Next, when you do arrive at the Island, the Captain of the Guard, RICHTER, will not let you enter unless he has received recommendations because you have performed at least three of the good deeds. Sequentially, in the scenario, they should be:

1.) Sandol: Find the lost patrol.

2.) Mironville: Destroy the Bandit Warehouse.

3.) Barth: Kill the Troglodyte Leader.

4.) Clear Keep: Find the escaped Resistance Fighters.

-------------------------------------------------------------------------------------------------------------------------------------------------------------------

Return to Barth. 58, 57: CARTER. Brewer. Say, “Resurrection Balm.”  See above; Getting to meet Rubacus.

O-077, 024: Remains of a small fishing village.

O-117, 008: You see a small cargo boat running aground. Troglos rush in to take advantage. * Do you go to their aid? Y/N. After defeating the Troglos, the Captain of the vessel gives you the choice of rewards: 1.) Potion, 2.) Strong box.

O-137, 020: Group of Troglodytes. Attack? Fight and Kill. 


Their comrades run away, up the mountain path. Onward? It’s an ambush! Fight and Kill.

O-133, 040: A mugger tries to hold you up, but realizes he’s outnumbered, so he offers you a bottle of fluid if you let him go. Accept?

O-126, 031: A group of Troglos attack you. Fight and Kill.

O-134, 069: MINE #17.


08, 08: Glass Bead.


03, 31: Something under a rock. Look.


08, 60: Troglos & Insects.


19, 43: Something under a rock. Look.


52, 30: Office with Painting. * Securely attached to wall.


45, 29: Spare Machinery.


39, 32: Storage. Food.


39, 36: 6 Helm, 3 Axe.


57, 28: Nest of Roaches


45, 56: Body of a Trog with Wand.

O-140, 032: MINE #13.


20, 05: Secret passage to tunnels along the East tunnel section.


05, 38: Bookcase with a book about the Troglodytes. They worship some powerful Monster like a Naga, or Drake.


07, 38: Book about FARGH, their Leader. He’ angry at humans. A Noble put the Troglos to work hollowing out a massive Cave, assembling strange Machines and doing heavy, unpleasant labor. 


22, 37: Door to Food Storage.


13, 42: Door to Meeting Room with Leader and his Lieutenants. *Kill and take his head as proof.


28, 41: Secret passage to East tunnel section.


37, 37: Dangerous Machine? * Summons “Grunts”. Fight and Kill.


22, 05: Secret passage back to entrance cavern.

* Return to Barth, to Edmund for “Reward”. He gives you some gold and says, “I shall inform the Duke of your deeds. He may want to someday meet you.”

O-088, 041: CLEAR KEEP.


34, 46&47: Doors to Corridor to Administrative Wing.


36, 48: Sub-Administrative Assistant Warden. LeFARGE. “I’m stuck here doing a dishonorable job. “Paperwork! And in a Prison, of all places! I long to go into battle and drench myself in the enemy’s blood. I am a Musketeer, but I am cursed to know only peace. I get to beat up inmates some times. The prisoners are unruly, unkempt and rude. And then, there are the escapees. Several members of the Resistance escaped from the prison some time ago. I’ve sent a man to catch them, but just in case you find them, there’s a reward.”


36, 45: Human Resources. 


42, 48: Assistant Warden.


45, 48: Foyer.


47, 50: Guard Post.


43, 43: Swords and Armor.


47, 42&43: Warden. Do not disturb!


29, 36: Door to Corridor.


24, 41: Barracks “A”


24, 48: Barracks “B”


21, 45: Mess Hall.

O-107, 024: DANK CAVE.


26, 23: FRANKUS. A Ducal Guard, beaten, bruised and humiliated. “I’ve been told to get the escapees. I have to recapture them. It’s been harder than I expected.” The place is full of traps.


24, 23: Pile of Rocks. Only one member of the Party can squeeze through. Select.


15, 22: Door to entrance foyer.



10, 19: Door to corridor, North / South.




09, 17: Door to Dining Hall.




07, 19: Door to Library. Find Wand in Bookcases.


14, 17: Secret Door to Lounge.


13, 15: Door to Dining Hall.



20, 13: Door to Room with two Chests.



20, 16: Door to two Chests.




22, 15: Secret passage between two Rooms.



23, 16: Door to Corridor, North / South.




22, 15: Door to Private Room.




22, 11: Door to Private Room.




22, 07: Door to Private Room.




20, 03: Door to COLD Room. (*Floor plates jump you around.)





17, 14: Door to Corridor, North / South.






19, 15: Secret Door to – 







20, 14: Door to Chest.







20, 16: Door to Portal. (Fake!)






14, 08: Portal. (Teleports you onto Pool of Lava.)






13, 12: Secret Door to Corridor, East / West.







12, 10: Secret Door to Pool of Lava.







16, 15: Door to Room with four Runes on Floor.








14, 12: Door to Room with Resistance Escapees.









*They draw their weapons, but realize you aren’t Ducal Guards. 










They give you the choice to fight, or 
not. Fight? Y/N.


If you choose to fight, you can kill them all easily, but will be trapped here. The way out will be inaccessible.


If you choose to not fight, they sheath their swords and the leader talks to you.



TED. He takes an old T-shirt, smears it with chicken blood and gives it to you. He tells you to take it in and tell them that you had to kill us. Then the escapees leave by a secret back door, leaving an opening in the East wall for you to exit, so you don’t have to go back through those traps again!


 





11, 10: Safe way out.








10, 20: Door to Room with three Boxes. (Garbage.)

Return to Clear Keep, to LeFARGE. Ask, “Reward.” He accepts your story and gives you a fine pair of Gauntlets. 

* Return to Adventurer’s Guild. Train, Store, talk to Shardek. He says, “I was once a great fighter and warrior… before… that… thing… happened. I don’t like to think about it and if you value your health, you won’t either.” 

Ask, “Lance.” You found it!” He says. “I must reward you. Here’s half your storage fee back.” He hands you a sack of gold.


(* I think that, If you haven’t already purchased the key, he will give you the key to Storage Bay #1.)

O-019-023, 012: Access to North West Island.

O-025, 010: DAMP CAVES.


07, 32: Secret passage to long tunnel with Monsters.



12, 10: Secret passage to cavern with body. “Look.” Find key. [ Storage Key #2. ]


35, 35: Bridge to –


40, 37: Door to Gate House.


43, 41: Lever for Bridge. “Pull”.


18, 42: Secret passage to –


23, 39: Secret passage to –


28, 37: Lever for portcullis, East. “Pull”.


41, 33: Bridge to –


36, 32: Door to –


31, 30: Door to –


29, 29: Door to Main Gate House, East.


28, 26: Lever to Main Gate Portcullis. “Pull”.


12, 21: Break Room. Food.


10, 24: Storage. Food.


09, 17: Sleeping Area.


15&16, 18: Storage. Items.


25, 12: Gate. Securely Closed.


40, 22: Door to Office.


43, 21: Bookshelf with Records of Bandit activities. Nearly all the gangs supplies are stored in an Underground Warehouse. This Cave is just the Plant where the Potions are produced. Finished Products are shipped to the Warehouse via an underground river linking the two areas.


39, 19: Secret passage to Chest.


42, 18: Secret passage to Machine that produces the Diluted Healing Potions. It crackles with energy, ready to attack you. 



40, 11: Machine you have to fight. After you defeat it, the gates at 25, 12 and 34, 12 open.


34, 12: Portcullis to Product storage.


25, 08: Door to Room with three Chests.


27, 10: Bandits Loading Dock to the River.


39, 06: Several Skiffs at the Dock. Perhaps you might find where the Bandits keep their Potions. “Step in”.


* You punt down river. After about an hour you reach a large Underground Cavern. 

SECRET WAREHOUSE.


22, 35: Weak Wall. “Move Mountains”. Empty Room.


41, 39: On the Docks you notice snapping jaws from the fish in the water. You hope swimming won’t be necessary during this mission.


43, 35: Door adjacent, (W), to Input Conveyor.


43, 29: Door to Equipment Room.


45, 25: Door to Operator’s Room.


39, 35: Door adjacent, (E), to Input Conveyor.


39, 39: Door to handling Room. *Conveyor slopes down to a closed grating.


37, 26: Door to Room with Chest.


35, 26: Door to Room with Chest.


33, 26: Door to Room with two Chests.


31, 23&24: Doors to Room.


24, 23&24: Door to –


24, 28&29: Door to Control Room.



29, 29: Control Panel with a note. It describes the sequence of buttons and switches to open and close the Gates to “DELTA”. Try the procedure? Y/N. In the distance you hear a groaning noise not unlike that of a sick elephant.

Storage Bays. * Any doors boarded up with metal sheets are inaccessible.

Storage Bay Alpha: Inaccessible

Storage Bay Beta: Unlock, or Pick. 10 Chests, 2 Crates. Items.


17, 18: Relic. Large Stone Demon’s Head.

Storage Bay Gamma: Unlock, or Pick. 2 Chests.

Storage Bay Delta: Unlock, or Pick. 


08, 09: Grotesque Mask.

Storage Bay Epsilon: Unlock, or Pick.

Storage Bay Zeta: Unlock, or Pick. 2 Chests.


18, 34: Hole in Floor, large enough to admit Party. Enter.



* Come out in Storage Bay Alpha at -


18, 23: Hole large enough to admit Party. Enter.



* Come out in Storage Room, South West. 

* Return via Storage Bay Alpha, then Storage Bay Zeta.


04, 29&30: Doors securely locked.


24, 02: North East Corridor.


24, 10-12: Doors securely locked.

* Search the entire Warehouse…………..


04&05, 35: Weak Walls. “Move Mountains.” Access Damaged Room.


02, 43: Cross the River to –


02, 44: “L”, Another adventurer employed by “5” to destroy the Bandit Warehouse. After discussion, he immediately offers to help. “I’ve figured out how to get into the Main Store Room. There’s a special pattern of hand signs you need to do in front of the Gates!”


Taking “L” into your Party, you resolve to go straight to the Store Room and destroy the fake potions.


24, 10-12 “L” walks up to the massive Gates. He proceeds to trace a complex pattern in the air with his hands. The Gates slowly and solemnly open before him. 


Passing through the Gates you see hundreds of crates stacked up. All these crates will make someone a lovely fire.


38, 11: This looks to be the ideal spot for the Efreeti Sphere. You put the Sphere on the ground. Then, following the directions written on it, you arm the Sphere by twisting the top half. 


There is a click and the Sphere begins to glow. The Sphere blazes a brilliant red and then……..


Fizzles out.


As you stand there scratching your head, laughter echoes through the Store Room. “No”, he whispers, “I’m no Lich. I’m worse…the High Bandit Lord of this domain. Now you will pay.” “This Mask endures me with many powers beyond your Ken.” 


You wonder how you’re going to get out of this one.


*Major Battle with the High Bandit Lord and his minions.


As the Bandit High Lord dies, the Mask smolders, then explodes throwing you off your feet. In the wake of the explosion, a key flies out of the Bandit Lord’s Robe. As you catch the key, you see the fire growing and spreading. “We’ve got to get out of here!”, yells “L”. “That key unlocks an escape to Sandol…that’s our best chance to escape!”


04, 29&30: The key from the Bandit High Lord opens these doors. 


02, 30: Stairway leading up. Where, you don’t know, but with a raging inferno hot on your heels, you almost don’t care. Climb.



You run upstairs as fast as you can. Seconds later, you hit a door. It’s locked. “L” launches himself at the door with a furious kick. The door flies open, you clamor out and shut the door before the flames reach you. 


You’re in the Ware House in Sandol at 51, 57: Trap Door! Time to report to Number 5.


You report back to Number 5 with “L”. Number 5 says, “Excellent! You have proven yourselves worthy, as I suspected.”


“I represent the Empire Special Secret Service, part of the Empire Treasury Bureau. Empress Prazac is pushing for taxation of high Nobles. Prazac intends for the Nobles to pay their fair share.


Duke Rubacus makes millions a year from his Ruby Mines. However, the last three years, Rubacus has claimed his mines have run dry. “L” uncovered evidence that some unknown party was converting their ill-gotten gains into more portable rubies. We believe Rubacus is secretly concealing the output of his mines to avoid paying taxes. With your help we hope to expose the Duke’s crimes.”


“We recently made contact with a worker named Tranus at one of Rubacus’ mines. He clamed to have information regarding Rubacus’ deception, but he refused to speak to us, fearing for his life.”


“We moved Tranus to a Safe House in the forest to the South. Before we interrogate him further, we would like to have him brought back here to Headquarters.”


You feel uneasy about what you’re getting into. “I understand.” Says Number 5. “Moving against high nobility is dangerous and while we are authorized by the Empress herself to enforce her laws, our actions cannot be openly acknowledged by her. If caught, or killed, knowledge of your actions will be disavowed.”


“Therefore, I will give you a chance to back out of this venture.”


So, what’s your decision? Do you accept this mission? Y/N Accept.


“Excellent! Bring Tranus back here to Headquarters.” Number 5 tosses you a hexagonal amulet. “This amulet will let you enter this building and move freely around the Base and the Safe House. Be sure to go to the Lab downstairs – Agent “B” will issue you some needed equipment.”


* You can now access the two areas, East and West, in the Lower Level of the Headquarters.


13, 20: Foyer.


05, 17: Records.



03, 02: Book on Pedestal. “The Empire Special Secret Service History”.



04, 02: Book on Pedestal. “E.S.S.S. Profile… Duke Rubacus. (CLASSIFIED)


11, 23: Barracks.


18, 20: Foyer.



21, 23: Training. AGENT “L”. Learn “Assassination” at 3,000gd, each.



25&26, 17: Storage.




27, 10: Chest. Items.



28, 20: Stairs down to Lab. Climb.




03, 15: Stairs back up.




06, 15: Laboratory. “B”. Ask, “Equipment”. He gives you a small silver compass. “When you get close to the Safe House, the needle flashes and beeps and points which ever direction it’s tuned to.”

* Return to the Adventurer’s Guild. Train, etc.


36, 31: Cell #2. You have the right key, now. 2 Chests. [ Gold Ring of Skill, Airy Stone, Slippers of Defense. ]

* Head South to the area of the Forests.

O-058, 122: Compass glows and a cheerful tone emanates from the compass’ case.

O-058, 115: Compass glows brighter and it’s cheerful tone rings louder.

O-053, 111: A section of the Forest vanishes, allowing you to pass. After you walk through the trees reappear.

O-053, 109: Safe House.


13, 19: Mess.


12, 17: Commander’s Office. SANDERS. Says they’re here on Empire Order #SSS-294793B. 



Ask, “Tranus”. He says, “He’s in the back of the house. Take him.”


18, 29: Barracks.


18, 15: Armory.


20, 13: Restricted Area.


19, 10: Spare Room.


15, 10: Guards nod at your approach. They open the door………



Revealing an ordinary bedroom with a bed covered in blood and ash. You see a man in a Wizard’s cap and Robe directing two Demonic-looking creatures to carry a body – presumably Tranus – toward a smoking hole in the West wall. Several Demons gate in to accost you. You prepare to fight as more minions teleport in. Fight, then…


11, 09: Portal. Enter.

???????
: BASALT BUBBLES.


07, 05: Where you arrive.


05, 09: Glowing Pool. Drink, Enter, Leave? (*These pools are Portals throughout the area.) Enter. It teleports you to –


05, 11: Room, just South.


07, 11: Teleports you to 09, 10: Room, below the chasm, with nothing. Dead End. Return via Pool.


07, 15: Teleports you to 05, 25: 



03, 25: Secret passage to Pool at –




02, 26: Teleports you to – 





11, 14: Cross Lava, “Firewalk”, to 06, 19: “Special”. Cluster of rough rubies. Take.






* Cross Lava back to 11, 14: Teleport back to 02, 26:






* Take secret passage at 03, 25 back to Room with 4 Pools.



03, 21: Cold Pool. DO NOT ENTER. Causes Paralysis!



12, 18: Teleports you to –




 29, 16: Walk North to Pool at 29, 07: Teleports you to 27, 16: Empty Room. Dead End. Return to 12, 18.




15, 22: Teleports you to 19, 05. (This is a one way trip.) 





24, 04: Skeleton of a dead adventurer. Writing on floor, “Theorem: I am trapped in a basalt bubble. If I don’t find an exit, I will starve to death. Solution: Assume the opposite.”





23, 08: Secret passage to 2 Pools above the chasm. 






23, 11: Teleports you back to 15, 22. (This is a one way trip, making a ‘loop’ back to 15, 22.)






25, 10: Teleports you to – 







19, 22: Large Room in the center of the area.








17, 22: This is a Real Pool. You scramble out to avoid drowning. (Your wounds are healed!)









* Walk North to 17, 14: Secret passage to Room with Lava flowing into hole.








19, 15: At this Pool there are some Imps who want to charge you a “Toll” to use the Pool. Fight. 
After you defeat them, their bigger brother appears and you’ll have to fight him, too. Once they’re all defeated, Take the pile of rubies. Now, you can enter the Pool at, 




19, 15: Teleports you to 15, 28: Room with nothing in it. Re-enter the Pool and it teleports you to –





11, 24: South West Room with Lava. “Firewalk” the Lava around to the South Center Room to –





13, 28: Portal. Teleports you to – 





23, 20: South East Room. “Firewalk” across the Lava to the Altar.






28, 26: Body of Tranus, lying upon an Altar. He is still alive but just barely. He has a sizable Red Claw imbedded in his chest. The Claw pulses strongly. His wound is beyond your power to treat, but Number 5 probably has access to better healing than you do. You hoist Tranus upon your back, wondering how you’ll get out of this strange place. As you turn from the Altar you see a Portal shimmer into existence at the far end of the bubble. The Wizard you saw earlier steps out of the Portal along with five Demons. “We’ll take care of them!” rumbles one of the Demons. The Wizard concurs, saying, “I will return to my Master. We will shortly fulfill our part of the bargain, I promise.” “Be sure of it, Orthonos.”, says the Demon warningly. The Wizard retreats into the Portal. The Demons advance upon you, their Red Claws poised to rip you open. * The Portal stays enticingly open. Fight. 





19, 24: Portal. Enter.


You plunge into the Portal, nearly running into another Demon flying out. Reeling from the blow, you fall downwards and land on your back in the ruins of the Safe House. Looking up, you see the Portal closing. It snaps shut, but not before two Demons rush through to attack you. Fight.

* Return to Headquarters.


As you rush Tranus into Triple S Headquarters, Number 5 nods, then orders the body to be taken away to the labs downstairs. An hour later, “B” reports that Tranus died. “Your new assignment is to search for evidence against the Duke.” Says Number 5. “His mines may be a good place to start. There are also some villages where you can talk to workers. You may even try to talk to Rubacus, himself.” “By the way, that Wizard you described, he sounds like Orthonos, Rubacus’ Court Wizard. Be very careful – he’s an extremely powerful adversary.” “And another thing – Agent “B” has some new equipment for you.”


06, 15: Agent “B”. Ask, “Equipment”. He gives you a small crystalline wand. “I wasn’t able t save Tranus, but I did retrieve this from his body. The Demon the Claw came from is unknown, but I was able to contain it’s magical energy in a crystal wand. The wand is set to vibrate in areas where these Demons have passed through.” “B” then pulls out a small ring. “It’s very difficult to put “Move Mountains”, or “Shatter” spells in a small item, but I think the result is still useful.” “When rubbed, this ring causes a minor tremor in the area and this could be helpful in a mine.”

* Return to the Brewery. Speak to Kreige about visiting Rubacus’ Island.

O-093, 090: Brewery.


14, 07: KRIEGE. Ask, “Boat”, or ”Duke”. He says, “Go to the Easternmost Dock and I will take you to the Island.” As you approach a heavily guarded Port, Kreige says, Don’t antagonize the guards. Do not anger the Duke. I will wait for you here.”

O-064, 091: RUBACUS’ ISLAND.


19, 12: Door to Mess Hall.


13, 09: Door to Barracks.


09, 12: Door to Room with 3 chests. Items.


18, 19: RICHTER’S Office. Ask, “Permission”. (*Assuming you’ve done three of the four good deeds; Sandol, Mironville, Barth, or Clear Keep.) Richter flips through some papers. “Other Commanders on the Mainland have sung your praises and the Duke himself is interested in meeting you. You may pass.” You hear gates opening.

O-069-071, 082: PALACE de RUBACUS.


* Because of the possible confusion of similar locations in several areas, I have identified the Ground Level as, “G”, and the three Underground Levels as, “B1”, “B2”, and “B3”. This also indicates the order you should investigate those areas. Although you may do them in any manner of your choosing, this order will minimize going back and forth to accomplish tasks. (B1, B2, B3, B1)

Level “G”, Ground.


G-31-34, 51: South Entrance Gates to Security Corridor.


G-31-34, 46: Entrance to Throne Room.


G-32, 34: DUKE RUBACUS. “Lord and Governor of Sharabo Province.” “Being Duke is difficult. Fortunately, I’ve had help and a good Companion.” “Marina. I met her in Barth.”


G-33, 34: MARINA. “I was formerly a worker in the Ruby Mines. My family worked there. I don’t really want to speak of it.”


G-26, 42&43: Ball Room.


G-20&24, 39: Dining Hall.



G-18, 33: Kitchen.




G-15, 28: Opening to Tray Conveyor.



G-17, 35: Work Room.


G-26, 30&31: Corridor behind Throne Room.


G-25, 27 and 37, 27: Two Doors, securely locked, to Corridors to Private Quarters.


G-39, 30&31: Corridors to Guest Rooms.


G-46, 31: Statue of Duke Rubacus. “The Duke - __21 F. Y.”




* As you enter the corridor to the Guest Rooms, you feel the Claw vibrating slightly.


G-44, 35 and 44, 39: Guest Rooms, West.


G-44, 44: Reading Room, West.


G-48, 35 and 48, 39: Guest Rooms, East.



* The Claw’s vibrations grow stronger as you approach the Door to the Guest Room at 48, 39.


G-48, 39: Guest Room. Enter.



49, 40: Book on Pedestal. Look. Find a hidden Button. Pressing the Button, a section of the South Wall slides away.


G-49, 43: Secret passage to –



G-41, 43: Large Button. Press? Y/N? Press it at this time, nothing happens.



G-52, 43: Secret passage to Guards’ Barracks. Not expecting guests in here, they attack you. Fight.




G-50, 48&49: Corridor to Guards’ Post at Main Entrance.




G-55, 22: Locked Door to Room with Staircase down. To B1.


(*Don’t enter yet. Continue to search the rooms along the Corridor.)




G-54&55, 43: East Corridor, North / South.





G-53, 21: Door to Center Corridor, East / West.






G-51, 22: Room with Trees and Pool.






G-24, 22: Study.






G-19, 23: Rubacus’ Private Room, magically locked.






G-46, 17: Training Hall.






G-41, 20: Temple.







G-39, 13: Chest, (Trapped!), with three Templar Robes. “Take.”






G-34, 16: Room with Paintings.






G-24, 20: Room with three Chests. (Trapped!)






G-15, 20: Lounge.







G-17, 15: Back Room.


(*Now that you have the Templar Robes, return to the Staircase at G-55, 22.)

Level “B1” Underground, South and West.




B1-61, 49: Stairs back up.




B1-51, 49: Door to Corridor, East / West.




B1-56, 52: Door to Grenadier’s Barracks.




B1-48&49, 54: Door to Templar’s Barracks.






B1-41, 52: Door to Marksmen’s’ Barracks.




B1-56, 46: Door to Musketeer’s Barracks.





B1-58, 39: Secret passage to Corridor, Dead End.




B1-48&49, 44: Door to Chevalier’s Barracks.





B1-48, 57: Secret passage to Corridor, Dead End.




B1-41, 46: Door to Warlock’s Barracks.





B1-41, 39: Secret passage to Corridor, Dead End.




B1-33, 49: Door out to corridor, East.




B1-27&28, 53: Door to dining Area.




B1-32, 59: Door to Kitchen.




B1-27&28, 36: Door to open Cavern.




B1-34, 31&32: Locked Portcullis Gates, East.




B1-33&34, 12: Locked Portcullis Gates, North.




B1-25, 31: Door to Inner Chambers, “Proper Attire Required.” (* Wear the Templar Robes found in Temple Chests.)





B1-22, 18: Rune to verify you are Wearing the Templar Robes, allowing you entry into “Fraternal Hall”.





B1-12, 14: Machine Room.






B1-11, 17: Pedestal with Button marked, “Portcullis”. Push. Clattering noise to the East.







* You’ve closed the portcullis at the Rune where you entered this area. Push again, to open.





B1-07, 16 and 20 and 24: Private Rooms.





B1-17, 16 and 20 and 24: Private Rooms.





B1-12, 27: As you enter this Room, the smell of Alcohol is overwhelming. 

* You become Dumbfounded!) There is a Ducal Chevalier swearing in an initiate. They all realize you don’t belong here! Fight.


* Search the Altar. There is a note that says, “The Spare Key for the Exit is in the Central Vault.” Also, “Ignore the Grid of Buttons  next to the Gate. Look for a hidden Button on the Door Frame. That should open the Way to the Central Vault.”





B1-06, 10: Door with Sign, “To Gatehouse”. Securely locked and you don’t have the key.

*Return to the Ground Level using the stairs @ B-61, 49: Stairs back up.


(*Return to the Corridor, leading to the West.)




G-50, 09: Door to Northern Corridor, East / West.




G-14, 09: Door to Wizard’s Tower.





G-10, 07: Locked Door to Ingredients.






G-11, 06: Secret passage to more Ingredients.






G-08, 06: More Ingredients.





G-11, 11: Door to Room with Bookshelves.






G-12, 12: Bookcase; Paper describing the process of utilizing heat and pressure to make artificial diamonds.







* There is also a description of an attempt to do so in the Mines in North West Sharabo.








(*In case you hadn’t figured it out, before.)






G-12, 13: Bookcase with a Scroll describing the “Boots of Achilles”.






G-12, 14: Bookcase; Book describing a people known as the NAX BOL, who were Master Weaponsmiths.







G-12, 15: Bookcase with a Book describing “Slippers of Defense”.






G-08, 10: ORTHONO’S Room.







G-06, 12: Desk with a Red Button. Push. A secret Door appears in the North Wall.








G-07, 09: The secret Door to a Portal. To B2.




B2-08, 47: Portal in Wizard’s Sanctum.




B2-09, 49 and 07, 51: Doors to Main Room.





* You’re in  a massive chamber. In the middle is a fiery pit surrounded by scorch marks.





B2-07, 56 and 09, 58: Work Room.





B2-16, 56 and 14, 58: Study.






* Bookshelves filled with Thaumaturgical Texts. It seems that Orthonos majored in Demonology with a minor in Divination. You find a note, “Better move research to Central Vault. Nosy adventurers poking around everywhere. They’ll never find it. Heh, heh, heh, heh!” signed, Orthonos. P. S. to myself, “Find new hiding place for key to the Vault. Don’t want them to find it.”





B2-14, 49 and 16, 51: Door to Room with three Chests. 





B2-19, 50: Secret passage to a tunnel.






* As you enter, the Demon Claw begins vibrating even more violently.






B2-18, 44: Door to Foyer to –







B2-15, 41: Door to Guest Quarters.







* Room with Pool of Lava. The Demon Claw vibrates furiously as you look at the pool. Trails run from the edge of the pool indicating recent passage by someone, or something. You note that some of the strands resemble red crystalline threads.





B2-09, 41: Door to Strange Chamber.





* As you enter you notice a thin trip wire. Proceed? Y/N?





* Three Containers. Items.





B2-04, 39: Cabinet with papers and Vault Key.

* Return to the Ground Level using the Portal @ B2-07, 09 to Orthono’s Room.






G-09&10, 15: Doors to West Corridor, North / South.







G-11,30: Door with sign; “Authorized Personnel Only! – Probably Not You!” and a magical lock.






G-09&10, 43: Door to Guards Barracks.







G-09, 52: Door to Room with three Chests. Items.







G-12, 43: Secret passage to Corridor to – 







G-12, 35: Secret passage to Conveyor to Rubacus’ Room.








G-15, 23: Bookcase. Learn spell, “DAEMON”.








G-17, 27: Night Stand, next to bed, with switch to open Door.



G-54&55, 15: Door to North East Tower.




G-57, 10: Stairs down. Climb. To B3.




B3-59, 08: Stairs back up.





* Numerous cells with chests all locked.






B3-50, 10: Secret passage to corridor between the center group of cells.







B3-50, 15&16&17: Magic Barriers. Dispel, or take damage & heal.








B3-49, 18: Secret passage to Chest. Gold.








B3-51, 18: Secret passage to Chest. Gold.




B3-50, 23: Remembering what you read in the note, you look for the hidden button in the door frame. 










You press the button and the Gate slides open.




B3-50, 28: Gate slides open.





B3-55, 31: Door to corridor.





B3-55, 28: Door to empty room.





B3-55, 30: Door to corridor.





B3-43, 30: Door to Room with Lever at 41, 27. Pull. It doesn’t seem to be connected to anything.








B3-48, 25: Stairs up to –




Level G-32, 27: Archives Room. Stairs back down.






G-30, 25: Cabinet. Open door with key.







Inside are two stacks of papers. 


The first stack contains notes of Orthonos, who was studying summoning Demons with valuables. His employer controlled Ruby mines, so the bait was obvious. He managed to contact a race known as Ruby Demons. 


The second stack of papers contains a record of operations in Rubacus’ mines. These records tell the true story: thousands of tons of ore excavated in secret mine shafts, millions of gold pieces worth of rubies processed in hidden factories. You realize Orthonos’ experiments are connected to the hidden mine output. Rubacus hints darkly at an alliance between the Ruby Demons and himself. This is evidence the Empire Special Secret Service asked you to retrieve. You’ve got to return to Number 5 with this evidence as soon as possible! * You also find a key marked, “Main Gate”, so you take it.


* Back down the stairs to the Central Vault. As you step away from the staircase, you hear ear-splitting sirens, voices barking out orders, doors being locked and dozens of feet coming for you. You must fight your way through the Ducal Guards area, South, then Northward, to the Main Gates. This is the area previously described as, “B1”.


(* Leave this Room through the Gate at 58, 35, then 55, 31. The corridors above the three North Barracks; Warlocks, Chevaliers and Musketeers, are now open at 41, 35 – 48, 35 – 58, 35. Use the Door at 55, 33 to 41, 35 going West! This will bypass some of the opposition. Using Combat Mode and a couple of “Major Haste” spells would be of some help, too!)




B3-41, 35: Warlock’s Quarters. Fight through this Room, to the corridor, then West through the two Doors. Then go North, through the double Doors to the open into the Cavern area. Enter the Fraternal Hall and work across to the previously locked door marked, “To Gatehouse” at B1-06, 10. Now that you have the key found in the Archives, you can access this area. 




Follow the corridor North, then East to the Gatehouse Door at 27, 10. Inside, at 29, 10 you’ll find a Lever. Pull it and the Main Gates at the North end of the Cavern will open. Fight your way back around to exit the Ducal Dungeons at: O-070, 078.

O-074, 073: Group of fishermen, poaching in the Duke’s waters. They offer to take you to a nearby island for 500gd. Accept

(* If you don’t have the gold, the Author put in two encounters here so you wouldn’t be hopefully lost, nor have to “cheat”. If you don’t really need the gold, they may not be worth the fighting, especially if you’re in bad shape because the fights are difficult.)

O-067, 078: Encampment of Ducal Guards.

O-066, 072: Supply Ship docked near shore.

O-081, 071: Second group of fishermen who offer to take you to the rest of the way to the Mainland for 10gd.

* You’ll have a few encounters with Ducal Guards as you work your way back to Headquarters to report to Number 5.


Report to Number 5 and he sends the papers you found down to “B” for analysis. Some hours later, “B” returns with his report.


“Rubacus has been engaged in a project know only as, “Project Firestorm”. Unfortunately, the papers don’t specify more details, but do mention a Planning Center in the old Tower of Nado. That’s in the South East Mountains – 10,000 ft. up.”


Number 5 says, “I’ll send word to the Empress for reinforcements. In the meantime, you should investigate the Tower of Nado. It’ll be difficult to reach, but I know someone who can get you there and back.” He writes a quick note and hands it to you. “An old Agent of ours once known as “D”, lives in the Swampy Mountains. Take this note to him and ask him about ‘Nado’. Good luck.”

O-014, 061: SWAMPY MOUNTAIN CAVE.


17, 11: Knocker in the shape of a Dragon’s Head. Try knocking? Y/N. 



A rumbling voice asks, “Who’s there?” You explain who you are and pass the note Number 5 gave you through a slot in the door. You hear the note being torn open, then the voice says, “Come in.” The door slides open, revealing a large Drake.


06&07, 11&12: “D”. “I keep watch over this Cave. Sometimes intruders come seeking Treasure. As you can see, I have a large hoard. I try to relax. I retired long ago. Then the adventurers came. I slaughtered dozens of them. Even then there was a price. My treasures could not be left alone a moment. Then the Empire came and changed things. An unarmed man came to me and made a proposal. He wished me to work for the Empire Special Secret Service. I did many missions for him.” “D” considers you and the note. “He needs my help again, eh? Tell me about it.” You ask, “Nado.” “D” tells you what he knows about the Tower and says, “Let me know when you are ready.” Then he tells you to meet him at Karthag’s Leap.


As “D” told you, you go to Karthag’s Leap. When you get there, you hear the sound of wings as “D” lands on the ledge and tells you there’s room on his back to transport all of you. It’s almost night and cloudy. “That should cover an approach to the Tower.” You clamber on his back, he spreads his wings wide, leaps off the ledge and in a second…you’re airborne!


It’s perhaps no more than 15 minutes when you spot the crumbling Tower. “I’m afraid I can’t fit in the hallways.” Says “D” as you hop off his back and onto the Tower Roof, “But I shall return to retrieve you. Just return to the Roof and signal me.” 


Time to take on the Tower of Nado.

Note: For clarity, the Author has identified the levels of the Tower as: Roof, R1, R2, R3, R4, etc.

TOWER of NADO.


Roof-15, 14: Where you land. Several bodies. Items.


Roof-07, 16: Stake driven into the Roof with a Rope hanging down to a Balcony below. Climb? 



R3-03, 22: Balcony.



R3-05, 23: Door. Securely locked and you don’t have the key. Go back up to the Roof.


Roof-15&16, 19: Empty Room.


Roof-09, 12: Stairway, down. Blocked with rubble.


Roof-22, 12: Stairway, down. Blocked with rubble.


Roof-22, 22: Stairway, down. Blocked with rubble.


Roof-09, 22: Stairway, down. (Only means accessible.)

Level R1.


R1-02, 29: Stairway, back up to the Roof.


R1-02, 02: Stairway, up is blocked. Down is clear.


R1-15&16, 27: South Doors to 15,&16, 23: Doors to Center Room.


R1-15&16, 04: North Doors to 15&16, 08: Doors to Center Room.


R1-04, 15&16: West Doors to 08, 15&16: Doors to Center Room.


R1-27, 15&16: East Doors to 23, 15&16: Doors to Center Room.


R1-10&11&12, 23: Portcullis’, South West.


R1-19&20&21, 23: Portcullis’, South East.


R1-22, 22: Lever. Pull. Opens Portcullis’, South East  to Room to -



R1-23, 25: Door to Room to –




R1-25, 23: Door to Room with Altar. Look. You see a sinister, evil altar. Attack, or Leave?





*Either way, you have to fight a Haakai. “Attack”, it’s a straight forward battle. If you choose, “Leave”, you become dumbfounded. He tells you that the fish you threw back in the Lake was him. Now, he has a second chance at terrorizing the world. “Perhaps if you donate some of your life force, I’ll spare your miserable lives.” Do you, fight? Y/N. Fight, kill. Items.


R1-10&11&12, 08: Portcullis’, North West.


R1-09, 09: Lever. Pull. Opens Portcullis’, North West to Room to –



R1-08, 06: Door to Room to –




R1-06, 08: Room with Statues, Gold, Coal.


R1-19&20&21, 08: Portcullis’, North East.


R1-22, 09: Lever. Pull. Opens Portcullis’, North East to –



R1-23, 06: Door to Room to –




R1-25, 08: room with Desk and Bloody Diary.


R1-08, 24: Moldy Wall, “Move Mountains”. Room with Table. Items.



R1-06, 23: Door to Room with Glass Bead.




R1-08, 25: Door to Room behind Portcullis’, South West.


*In the Center Room of this Level, R1, there are four groups of Runes. Stepping on any set of them will open a trap door, dumping you into a chute upon which you slide to the Level below, R2. 


In addition, Level R2 is divided into Four Sections, ALL of which MUST be cleared to advance in the scenario. For clarification, the four groups of Runes will be referred to as:


“A” @ 11&13, 11&12.


“B” @ 29&20, 11&12.


“C” @ 11&12, 19&20.


“D” @ 19&20, 29&20.


*To start this Section, step on the Runes @ R1-11&12, 11&12 for Section “A”. 

Level R2.


R2-21, 12: Where you land from the Chute, “A”.



Note: In each of the four sections, there is an “Exit” Rune. It will take you to the Corridor surrounding this area, adjacent to the staircase @ 06, 06. From there, you climb back to R1 where you’ll have to utilize the Runes in the Center Room to continue.


R2-17, 13: Graffiti.



There is an image of a 5 x 5 Grid: 
Row 1 = S W W E S











Row 2 = S N E S W











Row 3 = E N S E N











Row 4 = N S W E S











Row 5 = N W S W W



There is an image of a 3 x 3 Grid:











Row 1 = 1 2 3











Row 2 = 4 5 6











Row 3 = 7 8 9



This Grid is annotated with a pair of numbers next to each number:





1 – (16, 20)





2 – (17, 23)





3 – (15, 24)





4 – (17, 22)





5 – (18, 23)





6 – (16, 24)





7 – (15, 23)





8 – (14, 24)





9 – (16, 25)


R2-16, 16: Sign. “In case of Conveyor Belt malfunction, step on Rune for Emergency Exit. Conveyor should be running properly when you return. (As stated above, this is the Exit for this Section, “A”.)


R2-21, 19: Contraption with Sign, “Put the Glass Bead on the Rune and Escape!” 1 gold. Pay, or Leave.


In the middle of Section “A” is a 5 x 5 Grid of Conveyors, all going in different directions.


In the bottom of Section “A” is a 3 x 3 Grid of nine Buttons and a single “Reset” Button.


* Resolution of the Puzzle in Section “A”: 


As stated, you must get a Glass Bead to drop on the Rune @ 16, 26 Behind the Conveyor Group to open the Exit from this Section.


First, you must have a Glass Bead. If you don’t already possess one, one may be purchased from the Contraption @ R2-21, 19.


Next, using the Conveyor Group, you must place a Glass Bead on the Conveyors and make it fall on the Rune @ R2-16, 26.


The Graffiti @ R2-17, 13 indirectly tells you how to do this.


The 5 x 5 Grid is the ‘Normal’ directional layout of the Conveyor Group.


The 3 x 3 Grid is the layout of the Buttons in the bottom of Section “A”, including a “Reset” Button if you should want to start over.


The annotated numbers, 1 through 9, are the “X, Y” layout of the Sections of the Conveyor Group affected by the numbered Buttons.


For instance; In the Conveyor Group, the top center section, where you need to place a Glass Bead, normally travels toward the West. 



*Look at the 5 x 5 Grid and you’ll see that the top center section is identified with a “W”.


It’s “X, Y” coordinate is: 16, 21. This corresponds to Button #1. Pushing Button #1 reverses the direction that section travels.


Now, look at the Conveyor Group. Identify which sections are affected by the nine buttons. Figure which sections have to change directions and which way they will need to travel to make a Glass Bead, you put on the Conveyors, travel to, and fall on, the Rune. Make the necessary changes, place a Glass Bead on the Conveyor and you should be able to exit this Area.


Answer: Push Button #1 to reverse the Conveyor Section @ 16, 21 from West to East. The Glass Bead will then travel to the Section @ 18, 23. This must be reversed, using Button #5, to change its direction from North to South. Look at the 5 x 5 Grid to verify you have the Conveyor Sections all traveling the direction you need them to and place a Glass Bead on the Conveyors @ 16, 21 the starting point. It should travel to the bottom center, drop on the Rune.  Although nothing appears to happen,  you must now press the Button @ 22, 28 and you’ll be able to exit at a new opening @ 22, 30.


As you exit via the South Corridor, step on the Rune at 23, 35. You’ll hear a “click”, but won’t notice anything here. What has happened was that a Rune was created on Level R1 at 15, 15 in the Center of the Center Room. *NOTE: You MUST hit an exiting Rune from each of the Four Sections to create the Final Exit Chute from these Areas.


Lastly, step on the Rune @ 22, 38 and you’ll create an exit @ 22, 39 to the Corridor. Take the staircase @ R2-06, 06 to return to Level R1 where you can proceed to the next Section in R2.


*To start the next Section, step on the Runes @ 19&20, 11&12 for Section “B”.


R2-37, 10: Where you land from the Chute, “B”.


R2-37, 09: Rune to open the Exit from Section “B”.


R2-27, 17: Picture of an “Eye”, followed by: (29, 18), (31, 27), (31, 31).



(*It’s a clue telling you to “Look” at these sections of wall.)


R2-29, 18: “Look” at this section of the wall and an opening will be created @ 29, 23.


R2-31, 27: “Look” at this section of the wall and an opening will be created @ 27, 29.


(*In the Section to the East, there are Machine Monsters. They will get a few “shots” at you as you pass through this Section. Eventually, you will need to pass through the Section where these Machine Monsters are, so you will have an advantage to fight/kill them from this Section while you can use the wall as a Shield. Otherwise, they’ll be more difficult to battle later.)


R2-31, 31: “Look” at this section of the wall and an opening will be created @ 26, 32.


R2-26, 32: Rune. Step on this Rune before you leave this Section to create the second Rune @ R1-16, 15 in the Center Room.


R2-37, 09: Rune. Step on this Rune, the Exit @ 37, 08 will open, return to the Staircase @ 06, 06 and return to Level R1.


*To start the next Section, step on the Runes @ 11&12, 19&20 for Section “C”.


R2-20, 37: Where you land from the Chute, “C”.


*As you pass along the Corridor in this Section, you’ll encounter three groups of Zombies. Killing the first group sprays a poisonous liquid. (Party poisoned, “Cure Party”. Killing the second group explodes in a burning slime. (Party burned. “Heal All”). Killing the third group splatters you with disease. (Party diseased. “Cure Disease”, or “Major Cleansing”).


R2-21, 10: Rune. Step on this Rune before you leave this Section to create the third Rune @ R1-15, 16 in the Center Room.


R2-21, 09: Rune. Step on this Rune, the Exit @22, 08 will open, return to the Staircase @ 06, 06 and return to Level R1.


*To start the next Section, step on the Runes @ 19&20, 19&20 for Section “D”.


R2-25, 35: Where you land from the Chute, “D”.


(*This is the area where the Machine Monsters would be if you hadn’t fought them earlier, while in Section “B”. As you can see, they would have been much more difficult to battle, now!)


R2-35&36: Runes. Step on these Runes and an opening appears @ 35&36, 35.


R2-28, 13: Rune. Step on this Rune before you leave this Section to create the fourth Rune @ R1-16, 16 in the Center Room.


R2-38, 14: Rune. Step on this Rune, the Exit @39, 14 will open, return to the Staircase @ 06, 06 and return to Level R1.


R1-15&16, 15&16: Runes. Four Runes created as you exited each of the Four Sections on Level R2. Step on Runes for Section “E”.


R2-24, 24: Where you land from the Chute, “E”.


R2-25, 25: Stairway down. “Climb”.

Level R3.


R3-25, 22: Stairway up to Level R2.


R3-25, 24: Door to Central Foyer.



R3-21, 18: Secret passage to –




R3-21, 21: Secret passage to –





R3-20, 23: Secret passage to Empty Room.




R3-22, 23: Secret passage to Empty Room.




R3-22, 20: Secret passage to Magic Barrier.





R3-24, 19: Secret passage to Magic Barrier.






R3-26, 19: Secret passage to Magic Barrier.







R3-27, 20: Secret passage to Magic Barrier.








R3-28, 23: Secret passage to Magic Barrier.









R3-29, 21: Secret passage to Chest. 










R3-29, 19: Chest with Shield of KHAR. [ +/- Health, Defend 6+1, Encumbrance 2 ]


Return to Central Foyer.


R3-26, 14: Door to Corridor, North East.



R3-28, 12&13: Door to Room with Barrel. Food.



R3-28, 09&10: Door to Room with Barrel. Food.



R3-32&33, 08: Door to Room with Box. Bottles.




R3-33, 11: Moldy Wall. “Move Mountains”. Room with Barrel with three Gems. Rubies.


R3-37, 09&10: Door to Room with Box. Food.


R3-37, 12&13: Door to Room with Barrel. Items.


R3-21, 14: Door to Room with Lava Pool.



R3-15, 11: Dresser with Gray Box with single, rectangular, Button and tiny Gem, glowing red, set in Box above the Button.


R3-14, 07: Door to Room with Machinery and six Chests. Bones & Skulls.


R3-14, 33: Barracks. “Look” at all beds.



R3-08, 22: Bed with Templar. Fight.



R3-05, 23: Door. Securely locked and you don’t have the key.



R3-13, 27: Door to Armory. Table and three Chests. Items.



R3-09, 30: Special Weapons. Magic Barriers to –




R3-08, 28: Chest. Items.


R3-24&25, 28: Doors to South Foyer.



R3-23, 30: Door to Machine Room, West.



R3-26, 30: Door to Machine Room, East.


R3-24&25, 32: Doors to South Hallway, East / West.



R3-14, 32: Opening to Area of Troglos and Ogres. Fight. 




R3-13, 41: Box. Items.



R3-17, 35: Door to Training Room. 



R3-33, 35: Door to Manufacturing Prototypes.




*At the discharge end of the Conveyor Assembly is a Brazier with a Mold of some sort, shaped like a large crystal. The words, “CRYSTAL PROTOTYPE – SMALL”, have been etched in the Mold.



R3-35, 26 and 41, 26: Doors to Room behind the Control Room.



R3-38, 24: Door to Control Room. The Control Panel has been disassembled and is useless.



R3-34, 21 and 40, 21: Store Room. Food.



R3-38&39, 14: Doors to Corridor, North East.




R3-40, 07: Spiraling Stone Ramp. Scuff marks indicate heavy objects have been pushed up and down this ramp. “Climb”

Level R4.


R4-40, 07: Where you come out at the bottom of the Spiral Ramp.


R4-30, 16: Heavy Steel Door with an Ebony Lock. You’ll have to find a key.


R4-30, 06: Door to Hallway.



R4-21, 07: Sign, “Hall of Riddles – Answer all three to pass.”



R4-23, 09: Strong Gate blown away by a strong Fireball Spell.



R4-29, 11: Red Gem set in the wall, glowing an ominous shade of red. 




“Use” Gray Box in List of Specials. The Gem in the wall changes from Red to Green.





* If you had not used the Gray Box, you would have been damaged by traps of as you pass along this 





Corridor, such as: Gas, Explosions, etc. 



R4-12, 10: Orthonos’ Lab.




R4-11, 07: Door. Sealed. Cannot open.




*Search your way back the zig-zag corridor, 



R4-07, 14: Secret passage to secret corridor.




R4-05, 16: Opening to large red Button. Press? Y/N.




R4-07, 11: Gem set in Wall, glowing an inviting shade of green.




R4-05, 12: Secret passage to secret corridor.





R4-05, 08: Secret passage into Orthonos’ Room.






R4-06, 06: Dresser. Items.






R4-08-10, 09: Bookcases. “Look”. Ebony key.



*Return to –



R4-30, 16: The Ebony Key easily unlocks the door to corridor to three doors.




R4-23, 18: Large, empty Room.




R4-25, 18: Teleportation Control Room.





R4-42, 21: Large black Plate set into wall with faint green unreadable lettering.




R4-24, 19: Large Room with four Fire Pits and two Runes. 




R4-24, 30: Short corridor with three Doors.





R4-23, 31: Room with Warlocks. Fight. Potions.






R4-15, 29: Secret passage to Room. Potion.






R4-20, 32: Room with six Statues. 







R4-04, 43: South West Portal. Teleport you to –








R4-04, 24: West Portal.









R4-05 24: Secret passage to corridor to –









R4-17, 24: Lever. “Pull.” It didn’t appear to do anything.







*Return to Portal @ 04, 24: Teleport back to 04, 43.







R4-08, 35: Room with three chairs, table, plant.








R4-07, 40: Spiral staircase down. Climb.








*Encounter battle with Ducal Guards. Fight. Then the staircase is blocked with a Magic Barrier.





R4-25, 31: Large Room with four Statues.





R4-24, 35: Room with two Lava Pits.






R4-30, 36: Door to short corridor to -







R4-33, 36: Door to Records Room.








R4-38, 37: Secret passage to - 








R4-36, 37: Bookcase. Detailed outline of “Operation Lavastorm”, as described by Orthonos himself.


*According to the outline, the Ruby Demons have long searched for rubies in many worlds to feed their powers. Discovering a rich source in Duke Rubacus’ mines, the Demons were quick to strike a deal.


In exchange for the rubies in Rubacus’ mines, Rubacus has been given the procedure for a ritual which will grant him the power of the Ruby Demons. With such power, there’s no limit to what evil Rubacus could accomplish.


The ritual is long and costly and requires the construction of a gigantic ruby as an offering to the Demons. Rubacus has donated all of his resources to this project, even building a massive underground factory to make the ruby and to conduct the ritual.


Unfortunately, while there is no lack of detail as to the construction of the giant ruby, the outline contains no clue as to the location of the underground factory or where the final ritual will take place.


Nevertheless, you stuff the outline into your pack. Number 5 will undoubtedly find this information useful.


As you turn to leave the vault and the Tower, you are surprised by someone…Marina! You worry that she’s going to sound an alarm, but she places a finger to her lips to silence you. “Shh, don’t move!” she hisses. “I’m here to help.”


Help? “Hear me out.” She pleads. “I’m Rubacus’ mistress, but not by choice. A year ago, my brother, Tranus, and I both worked in the ruby mines. Then, the Duke announced that he was closing all the mines.”


“Our family was dependent on the wages we made working in the mines and my brother wanted to know why. After all, that year, the mines had been very productive. So, one night, Tranus and his friend, Tarkus, sneaked into one of the mines.”


“They discovered the Duke’s foul plan to obtain the power of the Demons, but the mine guards caught them. The Duke was very eager to keep this matter silent and had them imprisoned in his infamous prison, Clear Keep.”


“I learned what happened and went to the Duke and pleaded with him to release him. He looked at me and said, ‘Trespassers on my property are usually executed. However, in your case…’”.


Marina looks away. “The Duke took a fancy for me and offered to commute their sentence to life in exchange for my becoming his consort. Fearing for their lives, I agreed. That is how I’ve lived for the past year.”


“I hated life with Duke Rubacus…his clammy embraces, his foul breath and cruel demeanor. A hundred times a hundred I wished for death. But I endured to preserve the lives of my brother and Tarkus.”


Tears flowed from her eyes. “I learned recently that my brother escaped from Clear Keep. But instead of coming home to Barth, he went to Sandol. The next thing I learned, he had died.”


Touched, you explain what Tranus was trying to do. “I understand.” She says. “I understand. I want to destroy Duke Rubacus. If you are who you say you are, I can tell you where to go to destroy Rubacus’ plans.”


“But…I fear for Tarkus…because…Tarkus is…or was…my fiancé.”


You and your Party look nervously amongst yourselves. “Please free Tarkus from Clear Keep. Only then I can speak freely to you about how to stop Rubacus’ plans.”


She hands you a small brass key. “This will let you out on the balcony on the floor above to escape. When you free Tarkus, bring him to the Brewery. I’ll meet you there.”


You promise you will do your best to free Tarkus from the clutches of Duke Rubacus. But in your mind, you know you can’t merely, “try”. The fate of Sharabo Province…perhaps the whole Empire…depends on what Marina knows.


“Thank you so much,” says Marina. “Good luck!” She steals away, melting into the shadows.







R4-42, 38: Secret passage to short Corridor to the South. Empty. 


* At the South end of this Corridor , cast the Priest Spell, “Shatter”, or “Move Mountains” on the South Wall.



R4-43, 42: Barrier Wall crumbles to reveal another short Corridor, to the West.




R4-39, 43: South East Portal, to –





R4-43, 24: East Portal.






R4-42, 24: Secret Passage to –






R4-31, 24: Lever. “Pull.” You hear machinery grinding and the sound of stone grinding on stone.


(* You’ll have to battle your way back North, but a wall has opened in the North East of this Level, R4.)


* Return through the East Portal at 43, 24. Then from the South East Portal at 39, 43 go via the corridors through the secret passage, through the doors at: 33, 36 then 30, 36 then 24, 35 then to the door at 24, 30. 


* As you go back the way you came, you enter the Center Room at –



R4-24, 30: Standing before you is the Wizard Orthonos himself. “I knew I didn’t misplace that key!” he exclaims. “you adventurers have troubled the Duke a great deal. Now DIE!” You hear the door lock behind you. It’ll be a fight to the death for sure…


You “kill” Orthonos, but there is no cry of pain nor death rattle comes from his throat and he stands there, curiously immobile.


As you wonder what is happening, Orthonos’ body begins evaporating into a black mist. A Demonic laugh fills the air. “Fools! You only defeated my shadow. Now you will see what powers the Demons gave me!”


The mist scatters to the walls of the chamber, reforming into duplicates of Orthonos! Experience has taught you that one of the duplicates has to be the real one…but which one?


You’ll have to determine the answer quickly as all of the Wizards raise their arms to cast spells at you! (Random selection.)


*When you “kill” one, mortally wounded, his skin breaks open, revealing a Ruby Demon underneath! “Orthonos” then bursts into flame and the remaining “Wizards” continue to attack you. This keeps happening until……


*You deal a final blow to Orthonos who staggers back against the wall. This time it looks like you’ve hit the real one. The remaining duplicates quickly revert to their original forms and hurry to Orthonos’ side, supporting him with crimson arms. Gasping for breath and clutching his wounds, he yells at the Demons, “Hurry! Get me out of here!”


The Demons obey Orthonos, teleporting him away. You hear heavy boots thundering around the floor. You gather your weapons and prepare to flee. You’ve survived this long and you’re not going down until the job’s done!


Fight the Ducal Guards all the way! 


* When you get to the North East Machinery Room, (with the Conveyor Belts), where you entered this Level, adjacent to the Spiral Ramp up to Level R3, you notice that the Barrier Wall has been opened at 37, 05. Enter and you’ll see:



35, 04: Chest. “Look.” All you find is a small Copper Key with the number “3” on it.



39, 04: You see a pile of skeletons of several Adventurers with a note, “ Please dispose of these interlopers as soon as possible. Signed, The Management.”


(* You could not have accessed this room had you not moved both the Levers at R4-17, 24 and R4-31, 24. That was the sound in the distance of the stone grinding on stone.)

Up the spiral ramp to Level R3. Across the corridors of Level R3 to the Barracks, then to the locked door to the Balcony at –


R3-04, 23: You remember the balcony key that Marina gave you an you pull it out, insert it in the lock and turn it. Success!


In the faint light you see “D” circling overhead. Unfortunately, someone has pulled up the rope, cutting off your access to the roof. Frantically you wave to “D”. He appears to notice you, then dips down in the mountains. You turn to see a mass of Ducal Guards. “Surrender now!” barks the lead Chevalier.


His speech is cut short by a blast of flame as “D” hovers in front of the Balcony. When you’re all on his back, “D” takes off, gaining altitude as fast as he can.


Just as he starts to speak his words are cut short as you discover an arrow in his side. He says it’s poisoned…drakeweed…There’s only one…


“D” dips precariously downward. It’s going to be a rough landing. You manage to escape with only minor injuries, but “D” definitely looks worse off. “Drakeweed…” Repeats “D” weakly. “One…antidote…grown…here…red…flowers…but…there’s…no…time…save yourselves.” Surely, you must be able to help him! Is it possible to find the antidote in time?

Mountainside:


41, 06: Where “D” lies, dying.


*You are limited as to the amount of time you need to find the Drakeweed to save the life of “D”. He will die if you take too long!


25, 33: Growing snugly within some cracks in the mountainside is a group of red flowers of a type you’ve never seen before. Is it possible that these are the flowers you need to save the life of “D”?  “Take”


07, 31: If you have the attribute, ‘Cave Lore’, you will find a small fissure in the side of the mountain, just big enough for one member of your Party to fit through. Enter? 


39, 43: If you travel farther South than this, you’ll leave the mountainside and “D” will be dead.


*Once you have the Drakeweed, (red flowers), you return to “D”. You feed them to him, then notice the flow of blood from his wound is slowing. “D” lifts his head, opens his eyes wide and puffs of flame flare from his nostrils. You’re not sure it’s a good idea, but, at his insistence, you all climb on his back. The takeoff is definitely weaker, but you’re flying. Soon, you’re home free.


Minutes later, you return to Swampy Mountain. “You saved my life.” Says “D”. “For that, I shall count you forever as my friends. You are welcome to visit me any time. In fact, come back and ask me for a ‘reward’. Now, I must rest. See you all later.”


You return to Headquarters and report to Number 5. He says, “This is serious! Consorting with Demons!” Number 5 hands the papers to “B” for analysis. The troops I ordered from Empress Prazac won’t be arriving any time soon. We’re going to be on our own for now. I’ve instructed “B” to look at this Demon ritual and develop a counter for it. Check with him for equipment. We don’t know where it will be held.”


You recount your encounter with Marina and her offer. “Clear Keep?” muses Number 5. “I’m afraid you’re going to have to go there yourself and retrieve this, Tarkus. We did have contacts in the former Resistance who had useful information. Resistance members were scattered around the Province. The old Code Word to contact one is ‘FROP’. Unfortunately it’s been some years since we had contact with them and we don’t know if anyone’s still active in it.”


Go speak to “B”. Ask, “Equipment”. He says he has nothing yet.


Go to the Adventurer’s Guild for any training or supplies you may need. While there, go to the Storage Facilities Area. 



36, 34: Storage Bay #3. You have the right key and the door unlocks.




39, 33: Chest. [ Crossbow. (Naxian Arbalest. Damage: 0-3) ]




40, 33: Chest. [ 500 gold. ]


Go around to different towns, searching for Resistance members, asking, “FROP”.

O-100, 117: Barth.


38, 45: JEAN. Ask, “Frop”. She says, “Some of us still dream about overthrowing the Duke. We’ve broken some guys out of Clear Keep before. I don’t think they’ve closed off that little loophole we all remember. Edrick will tell how to contact our leader, Morgan. Ask him about me, he’ll lead you to Morgan.


50, 34: EDRIC. Ask, “Jean”. He tells you Morgan is behind a door in the back of this building and how to do the secret knock to get in.


56, 55: Locked Door. You do the secret knock on the door. A small slit in the door opens, then closes. Then the door opens.


48, 53 and 55, 53: Corridor to –


51, 47: Door to MORGAN. “I am the leader of the Resistance. Let me tell you about our history….. plan an attack.” Finally, you get the chance to ask about your mission. Morgan hands you a metal crank “There’s a door to a secret passage to Clear keep which can only be opened with the crank. Someone else knew the location of the Cave where the passage was. Someone who was an ‘inside man’ who used to work for the Duke. Try asking him. Use the secret word first.”


“By the way, there’s one more way I might be able to help you. Have I shown you my Golem?… Attack Golem.. Fantastic strength, heat rays, lots of hit points. Of course there’s the matter of the Crystal. It uses the same Power Crystal as the machines in the old mines. There might be some in an old mine.

*Return to the Adventurer’s Guild.


  ~~ : TYBALT. Ask, “Frop”. The secret word is recognized by Tybalt. “Who will you deliver from this agony?” asks Tybalt. You mention Tarkus’ name. “Tarkus…the man that Marina chose…” Tears flow openly down his cheeks. “I know Marina loves me not anymore, but…for her sake…save her love. I’ll tell you how to get into Clear Keep.”


“You already have the crank. There’s a Lake in the North Eastern part of Sharabo. The Keep is on it’s South Shore. The Cave in which you can find the secret passage is hidden on it’s North Shore. Tybalt continues, “There should be a boat in the Cave you can use. The entrance to the secret passage is blocked by Gates. You need to set several levers to the correct combination to open the Gates. You’ll find the combination written down somewhere in the Cave.

O-089, 020: WATERY CAVERNS.


28, 05: Obelisk with a number, “38”.


24, 16 and 26, 16: Boats.


40, 08: Switch and 40, 09: Plaque #1 with light.


58, 31: Switch and 59, 31: Plaque #2 with light.


07, 24: Switch and 06, 24: Plaque #4 with light.


35, 40: Switch and 36, 40: Plaque #8 with light.


60, 20: Switch and 60, 21: Plaque #16 with light.


32, 47: Switch and 35, 47: Plaque #32 with light.


34, 49: Secret passage.


57, 17: Secret passage.


56, 42: Door to Building.



54, 37: Dresser. Items.


59, 28: Door to Building.

*Puzzle: 

Obelisk sign is; #38.

Switches are numbered in a binary sequence; 1-2-4-8-16-32.

*Answer:  2+4+32 = 38.


Turn “on” Switches: #2 (59, 31), #4 (07, 24), #32 (35, 47): [ 2+4+32=38 ]

Now you can access…..


42, 57: Secret passage to –



42, 54: Lever. Pull. Opens and Closes Gates from the upstream, (West), side.


46, 58&59: Gates.



48, 56: Lever. Pull. Opens and Closes Gates from the downstream, (East), side.


58, 53: Secret passage to cavern. 


47, 53: Closed Metal Grate. 



*Next to the Grate is a small hole. Insert the Crank that Morgan gave you. 


45, 53: Pit.



*Rope secured to a spike in the wall Climb. After a few minutes of climbing, you find yourself at the bottom, at the end of a narrow passage leading South.


PIT of TERROR.


27, 04: Corridor.



25, 14: Secret passage to tunnel with locked Portcullis.


08, 16: Secret passage to foyer to –


08, 14: Door to Central Room to Cells. *Search all.




08, 04: Cell with a hole in the wall. One member of the Party can fit through. You scramble down a man-made tunnel to –




20, 04: Opening to another tunnel.





19, 15: The body of the prisoner who tried to escape. In his pocket is a letter. Its contents are encoded, though you see that it’s addressed to “Kramer”. You take it on the chance you may get to deliver it to him. Return to the Central Room.


15, 03: Stairway up to Level “G”. Climb.

CLEAR KEEP: 


(*To avoid possible confusion, I’ve identified the floors as; “G” for Ground Level, “2” and “3” for the upper floors.)

Level “G”.


G-31, 22: Stairs down.


G-31&32, 20: Door to North Corridor, East / West.


G-21&23, 20: Doors from North Corridor to West Corridor, North / South.



G-20, 35: Lever. Pull. Opens Portcullis to Corridor, North / South, in the Administrative Section.


G-24, 25 and 24, 32: Doors from Central Hall to West Corridor, North / South.


G-13, 16: Door to Guard Post, North West.


G-15&16, 20: Doors from North Corridor to Prisoners’ Cells, West.


G-25, 20: Door to 25, 22: West Stairs up to Level 2.


G-28, 20: Door to Levers @ 27, 21&22 for North Gates.


G-19-21, 16 and 27&28, 16: North Gates, West.


G-35&36, 16 and 42-44, 16: North Gates, East.


G-35, 20: Door to Levers @ 36, 21&22 for North Gates.


G-38, 20: Door to 38, 22: East Stairs up to Level 2.


G-47&48, 20: Doors from North Corridor to Prisoners’ Cells, East.


G-50, 16: Door to Guard Post, North East.


G-40&42, 23: Doors from North Corridor to East Corridor, North / South.



G-35, 35: Lever. Pull. Opens Portcullis to Corridor, North / South, in the Administrative Section.


G-39, 25 and 39, 32: Doors from Central Hall to East Corridor, North / South.

*You can access Level 2 by either stairs at 25, 22 or 38, 22.

(Note: The keys to the Prisoners in Level 2, South are in Level 3. So, do Level 2, North – then Level 3 – then Level 2, South.)

Clear Keep, Level “2”.


2-25, 22: Stairs down to Level “G”


2-25, 20: Door to Corridor, North / West.


2-20, 22: Door to Private Room.



2-24, 24: Secret passage to Button marked, “Press in case of Fire”. (*NOTE: Only in case of fire!)


2-20, 26: Door to Private Room.


2-20, 30: Door to Private Room.


2-20, 33: Door to Lever. Pull.


2-18, 34: Door from West Corridor to Security Rooms.


2-16, 25: Door to Training Room.


2-14, 30: Door to Training Weapons Room.


2-16, 18: Door to Main Weapons Room.



2-14, 16: Door to Guard Post, North West.


2-26, 18: Door from Corridor, North / West to Interrogation Room.




2-26, 14: Door to Work Room, West.



2-30, 21: Secret passage to Room to, 2-31, 23: Secret passage to Spiral Corridor to -





! Quickfire as you start along this Corridor ! to 34, 29: Stairs up to Level 3.


*Return via the secret passage, out to the Corridor, West around and South to the Private Room at 2-20, 22. Then via the secret passage at 2-24, 24 to the Button marked, “Press in case of Fire”. *It will extinguish the Fire in the Spiral Corridor so you can safely access Level 3. (If you had not done this, the Quickfire causes small amounts of damage that “Heal All” spell handles, easily.)

(*I’ve listed Level 3 below. Do all of Level 2, All of the North Section only, before you go up! )




2-37, 14: Door to Work Room, East.


2-37, 18: Door from Corridor, North / East to Interrogation Room.


2-43, 22: Door to Private Room.


2-43, 26: Door to Private Room.


2-43, 30: Door to Private Room.


2-43, 33: Door to lever. Pull.


2-47, 27: Door to Records Room.



2-51, 26: Bookcase with an obscure record that refers to an “Abandoned Vault Facility” on the Third Level. 





* Hastily scribbled is a notation, “09-06-15”.



2-50, 23: Door between Records Room and Reading Room.



2-50, 16: Door to Guard Post, North East.



2-47, 18: Door from Reading Room to Corridor, North / East.



2-50, 29: Door from Records Room to Ante Room.



2-48, 34: Door from Ante Room to Office.



2-47, 36: Door from Office to Security Rooms, South East.



2-45, 34: Door from East Corridor to Security Rooms.



Clear Keep, Level “3”.


3-16, 14: Stairs down. *To Spiral Corridor with, (or without), the Quickfire.


3-12, 09: Door to Storage. Food.


3-16, 09: Door to Weapons Room.


3-20, 09; Corridor to –



3-21, 05: Door to Chest with Gem. Sapphire.



3-24, 05: Door to Chest with 25 gold.



3-24, 07: Door to Chest with 25 gold.



3-24, 09: Door to Chest with 25 gold.


3-21, 14: Room with Machines.



3-26, 14: Safe requiring a combination. “XX-XX-XX”. You answer? “09-06-15”. 




*Save opens but has an inner door. Trapped! Gold Ring of Protection.


(*That’s why I said to do all of Level 2 before going up to Level 3. You may have missed the combination.)



3-20, 19: Corridor to –




3-24, 19: Door to Chest with 25 gold.




3-24, 21: Door to Key Ring with Iron Keys.




3-24, 23: Door to #667 Machine. Fight.




3-21, 23: Door to Chest with 25 gold.



3-16, 19: Door to Room with Table and Chairs.



3-12, 19: Door to Room with Table, Chairs and Bookcase.




3-07, 19: Bookcase with Wand. Wand of Flame.



3-11, 14: Door to - *As you approach this Door, the Claw Wand vibrates ominously. Ruby Demons and Imps. Fight.


*Return to 3-16, 14: Stairs down. 


(*If you hadn’t pushed the Button to extinguish it, you’d have to work your way back through the Quickfire, but, again, the “Heal All” Spell is adequate.)


*Level 2: Work, Fight, your way to the South Section, “Maximum Security”, by either the West, or East Corridor. 


*The South section can be accessed from either the West or East
 Corridors N/S, via the Security Rooms. These are a series of Rooms and a Foyer that lead to the South Maximum Security Prisoner Cells. To access these Cells, you enter by either: 


2-18, 34 (W), 20,36&37 then 25, 36&37 to 31&32, 38 or


2-45, 34 (E), 43, 36&37 then 39, 36&37 to 31&32, 38

This Foyer passes by the two Guard’s Barracks;


2-29, 40: Barracks “C”.


2-34, 40: Barracks “D”.


Into the Main Corridor, East / West.



2-16, 40 and 45: Garbage Room




2-12, 45: Grate in Garbage Room to a Chute down. Enter? (*NOT YET!)





*If you do enter this Chute, you’ll fall to the Main Garbage Room on Level 1. Fight Roaches there, then find the secret passage @ G-14, 38 to leave the Room. Then you’ll have to work your way back to the stairs up at either, 25, 22 or 38, 22 and work your way South, again.



2-14, 47: Guard Post, West.



2-50, 47: Guard Post, East.



2-47, 40 and 47, 45: Weapons Room, East.


*There are five Cells: 25, 47 and 29, 47 and 33, 47 and 37, 47 and 41, 47.



2-37, 47: TARKUS. A workman in tattered clothes that reveal many scars and wounds says, “I’m Tarkus. Who are you?” You quickly explain and help Tarkus out of the cell as you hear Ducal Guards coming.


*The Portcullis’ leading into this section have locked as you passed through them. You’ll have to find another way out of here!



2-16, 45: Door to Storage Room.


(*Because the Security Room Doors locked behind you, this is the only means of escape. Now you enter the Garbage Chute!)




2-12, 45: Grate over the Garbage Chute. Enter.

Level “G”. You land in the Garbage Pit on the Ground Floor. Fight Roaches, then search for a way out.



G-14, 39: Secret passage to Corridor.



*Work your way North, through the Prisoners’ Cells, to the North Corridor. Then, to –



G-31, 22: Stairs down to -

Pit of Terror @ 15, 03: Stairs up. *Ducal Guards. Fight. Then, out to the tunnel.


25, 14: Secret passage to Portcullis you still can’t open. (*Be patient. You will.)

*Back out to the tunnel, up the rope, through the Watery Caverns, then up and out to: O-089, 020.

*Return to the Brewery with Tarkus, looking for Marina.


As you enter the Brewery, Tarkus rushes to a shaded bench. He and Marina embrace. Marina speaks, “From the bottom of my heart, I think you. I thought I’d never see Tarkus again! Now, I will fulfill my part of the bargain.”


“Rubacus is almost ready to put his plan into motion. In Mine #17, there is a hidden button in a painting in one of the Mine Offices. Look for a discolored spot in the water. I believe the passage behind it leads to the Ritual Area.


Marina takes Tarkus’ hand. “It’s too dangerous for us to stay here, but now we can flee. We’re going to leave Sharabo Province tonight. Please, hurry and stop Rubacus!” You nod. There isn’t much time to spare.


*Return to Mironville to take the note you found on Scott’s body to Kramer.


07, 14: Kramer. Talk to him. Eventually, click on, “clue”. He reads the note, then throws it on the ground. “Thirteen!”, he says. “That’s the only clue! What the Hell!” Finally, he calms down and says, “Look, thanks for going to the trouble of getting that letter to me. I…I guess I’m angry Scott had to die for this. Not reliable, huh?” Leave me alone. I need time to think.”

(*This is a scenario clue! The answer to the Portcullis alongside the tunnel to the Pit of Terror is, “Thirteen”. You had to set the switches to “38” to pass the Gates. Now, you have to change them to “13” to open the Portcullis.)

Return to the Pit at O-089, 020: Climb down.


*Make sure the Gate is in the “OPEN” position before you change the switches to “13”, or you won’t be able to exit the Caverns! 


Like before, the switches are Binary, so if: 32 + 4 +2 = “38” for the Gate, then: 8 + 4 + 1 = “13” for the Portcullis.

Once you’ve set the switches to “13”, take the rope down to the tunnel to the Pit of Terror. Take the secret passage at 25, 14 to the Portcullis at 28, 23. This time they’re OPEN! Follow the tunnel (s) to –


08, 27:Box. Open it and you’ll find the Storage Key #4. However……………..


*You’ll have to fight three Nagas!

Once done, you can go back out the tunnel, up the rope, through the Watery Caverns and out to return to Headquarters and Number 5. 

*Return to the Swampy Mountain Cave to see “D”. Ask, “Reward”. He says, “You will notice that the lock on one of my Treasure Chests is no longer glowing. You may open it and take what is within.” [ Onyx Charm, Magic Axe, Vulcan Gloves. ]

O-047, 050: Adventurers’ Guild.

You may want to stop by the Adventurers’ Guild on the way. 

You’ll certainly need to see Tybalt for some training after all that fighting. Also,

You just might want to find out what’s in Storage Bay #4. 


36, 37: Storage Bay #4: Two Chests. [ One contains “Zweihander”, or “Dar Haarschnitter”. (Damage 14+3, and Skill.) ]







  

       [ The other has the key to the “Training Dungeon” here in the Adventurers’ Guild. ]

So, as long as you’re here, you might as well see what the big deal is with “Training Dungeon”.


39, 11: Door marked, “Training Dungeon”, “Dungeon of Dread”. 

11.) 

Work your way down Five Levels. I won’t describe what you’ll encounter as I feel this is a “Special” added by the Author. However, there is a message and a reward when you’ve completed it.

*Return to Headquarters to make your report to Number 5. 


You report your latest exploits to Number 5, including the information about where Rubacus’ evil Ritual will be held.


“Excellent work!”, he says. “it goes without saying that you’ve got to penetrate this mine and put a stop to the Duke’s plan.’


“I’d send some reinforcements with you, but the Empress only just sent word that they’ll be on their way. There’s no time to wait for them. It’ll be difficult, but considering what you’ve accomplished so far, I think you can do it.” “Good luck!”

*Downstairs to see “B”. Ask, “Equipment”. He says, “I’m no demonology expert, but I think I’ve found the weak spot in this Ritual.” He pulls out a Tuning Fork. “The Ritual requires that Rubacus sacrifice a specially prepared Ruby to the Demons. If this Ruby were to be damaged somehow, the Ritual would fail. Unfortunately, I don’t have even a small Ruby sample to test this fork on. It may not even work at all.” You take the fork – a small silver instrument – into your hands. 


When the final confrontation comes, this may be all that stands between life and death for all.

*This will begin a long and difficult series of battles toward the ending of the scenario with no means to return for supplies. So, I’d strongly advise that you have a good supply of any potions, food, or whatever you feel you may need to get through numerous Major Battles.

O-134, 069: Mine #17: Closed.


52, 30: Office.



53, 25: Painting. Remembering what Marina told you, you examine the painting carefully. You spot, in a patch of light water a slight discoloration which resembles a button.


You press the spot and the wall in front of you slices open revealing a short passage beyond.




53, 23: Elevator. “Enter”. You step into the cage and press the button. The elevator descends into the earth, going for thousands of feet until it finally stops.


When you step outside you’re hit by a blast of hot air. The grinding sound of machinery can be heard close by.


THE FACTORY.



07, 61: Elevator up. (Where you arrive.)


You emerge from the passage to find a stunning sight – a massive Cavern which stretches out in front of you for thousands of feet. Massive machines dominate the landscape, mazes of conveyor belts and automatons grinding noisily away at some task. It resembles the machinery you saw in the tower of Nado – the machinery used to construct crystals.


“Impressive, isn’t it?” Looking in the direction of the voice, you see Duke Rubacus standing atop one of the strange contraptions. Within seconds hundreds of Troglodytes emerge from the machines and corridors, weapons at the ready. Ducal Guards are interspersed around them, some of them looking 0particularly vengeful. You’re surrounded.


“I knew with all the progress you were making, you’d show up here sooner, or later! Says Rubacus. “I hope you are ready to pay the price for the damage you’ve wreaked on my operation.”


With a gesture, the Troglodytes advance on you. You put up a heroic fight, but you’re quickly overwhelmed. One by one, your party falls. Everything goes black.


You awaken on a hard metal surface. As your head clears, you see that you’re on a conveyor belt of some kind. Though you’re unharmed and have all your equipment, adobe walls totally surround you. 


At the end of the conveyor belt is something intensely, intensely hot! Looking up you see Duke Rubacus peering down at you. “Are you comfortable?” he asks. “Don’t bother looking for a way out. Once this conveyor starts, there’s no escape!” The liquid at the end of the conveyor is molten ruby – quite hot. I’m sorry I can’t stay to watch you melt alive, but I have a date with Ruby Demons.” The door clangs shut. The belt starts moving.


25, 28: Where you start on the Conveyor.


You rub the ring, hoping somehow that it’ll get you out of this mess. As you watch, cracks develop in the walls! The cracks widen, until the walls split open, giving you a passage out! The Tremor Ring crumbles in your hand, its magic exhausted.


14, 27: Secret passage to –



11, 29: Portal to –




03, 03: Creaky Mine. 





02, 06: Large Button. “Push”


*Return via the Portal to the secret passage @ 14, 27.


16, 10: Door to Machine Room.




20, 09: Cots. “Rest?”



21, 13: Door out to tunnel.




27, 11: Secret passage to –





28, 14: Box. (Trapped!)



30, 08: Door blocked by fallen rock.


26&27&28, 03: Passage up. (Back to The Factory.)


THE FACTORY.


56, 61: Stairs down. (to the Creaky Mine.


49, 34: Door to Room with Metal Bars & Hammer.



46&47, 37: Doors to Aisle to –




53, 38: LAVA BOAT.




54, 21: Large Button. “Push”. (Opens & Closes Lava Bridge @ 57, 22.)




49, 22: Door to Office.





48, 19: Door to corridor to Troglodytes Living Quarters.





46, 19: Door to corridor to –






41, 13: Door to Storeroom. Items & Three Chests.




31, 12: Door to Weapons Room.




23, 10: Large Button. “Push”. (Opens & Closes Lava Bridge @ 28, 12.)




34, 17: Secret passage to –





25, 17: Large Button. “Push”. (Opens & Closes Lava Bridge @ 22, 14.)




07, 24: Large Button. “Push”. (Opens & Closes Lava Bridge @ 06&07, 21.)




11, 21: Large Button. “Push”. (Opens & Closes Lava Bridge @ 06&07, 21.)




14, 38: Large Button. “Push”. (Opens & Closes Lava Bridge @ 16, 20.)

(* If you take Lava Boat around to –



37, 48: Secret passage to Room. 




35, 46: Secret passage to conveyor to Crucible. (Die! First you must stop flow of molten Ruby.)


*Take Lava Boat back to – 




16&17, 26: Doors to Machine Console Room.




13, 30: Set in Wall of Gleaming Machine is a big, red, enticing button marked, “EMPTY CRUCIBLE.” So, you “Push” the Button. Off in the distance you hear the sound of a tank emptying its contents.


*Take Lava Boat around to – 



37, 48: Secret passage to Room. 




35, 46: Secret passage to conveyor to Crucible. (There are several points of access to this Conveyor.)


*Since the Crucible is now empty, you can now safely ride the Conveyor into the Crucible! *Get Rubies.



29, 32 and 37, 32: secret passages to Room behind the Crucible.




33, 34: Door to –


*You run into a large chamber. The machinery inside is far, far more advanced than any you’ve seen in your travels. This must be where the Factory’s machinery is controlled. The machine in the center, sparkling with energy and surrounded by a strange field, the likes of which you’ve never seen before, is undoubtedly the Master Controller. As the machines whir to life, their defense mechanisms getting ready to obliterate you, the gateway slams shut behind you.


*As you finish off each of the Type 343, (in corners), you notice that the shielding on the Master Controller has gotten a little weaker.


*The last of the Master Controller’s shielding machines has been destroyed. The infernal machine is now vulnerable to your attacks.


*The Master Controller was a machine clearly designed to take a lot of punishment. Nevertheless, you have succeeded in dealing out just enough damage to permanently shut it down. Sparks fly wildly as the Master Controller explodes before your eyes.



The Gates to the Room open.


32&33&34, 20: North Gates to –



33, 18: Portal to –

DEEP FORTRESS.


50, 61: Portal where you arrive.



04, 44: Gondola used by Rubacus to transport men and materiel across the chasm. “Enter”. (08, 44: Other side of chasm.)



*Ducal Guards spot you and get shots at you as you scramble desperately to get to the other side!




14, 34: Door. Locked up tight!



*Work your way around the Fortress, looking for an entrance.




54, 29&30&31: East, Main Gates. Locked.



*Keep working your way around the Fortress, to – 



09, 13: Chasm crossing.



15, 21: Door to enter Fortress.




19, 22: Door to Foyer.





23, 24: Door to Room with window. Dead End!





24, 21: Door to small Foyer to –






26, 22: Door to short corridor with window. Dead end!




16, 20: Door to perimeter corridor used by Guards.



*Loop around the Fortress, clockwise, to – 




51, 26: Door to corridor, North West.





50, 24: Door to Guards Office.






48, 22: Door to Foyer.







44, 21: Door to Foyer.








42, 22: Door to short corridor with a window. Dead End!



*The North West corridor empties into a Room with water, bridges, machines and many Ducal Guards, Warlocks, etc. There will be too many to fight as you stand out in the open. Instead, cast a couple of Major Haste’s. Then, loop around them, counterclockwise, taking some damage and healing, if necessary, to the bridges on the East side @ 20, 14&16. Cross the bridges and hide behind the wall in this area. From behind the wall, you can rest to heal and recover lost spell points. Now, you can control the battle from a “safe” area.


Although there is a “Special” at 24, 13: a Lever to extend a bridge to the next area, DO NOT pull it yet. From behind the wall, you can rest to heal and recover lost spell points, save, then step out to cast damaging, range spells, killing off the monsters.


When you’ve eliminated them sufficiently, go to –



24, 13: Lever, ‘EXTEND/RETRACT WALKWAY’. “Pull”. 


*This gives you access to the internal rooms of the Fortress. Clean out all the monsters in all the Rooms. Work your way around to – 



48, 44: Rubacus’ Quarters. Chest and Dressers with Items.




42, 46: Desk. Rubacus’ Diary. The Duke has used this Tome to set down his many thoughts about the conquest of the world and the way he plans to administer it. 



20, 47: Meeting Room. Fight Gaaargh!




*The Mutant Giant clutches his wounds and finally collapses. Defeated at last. You notice a Ruby Encrusted Key fall out of his pocket. Thinking that it might be useful, you grab it.



20, 43: Spread out on the table are maps of the world. Targets are marked in red. In particular, the World Palace where Empress Prazac resides is highlighted by six concentric circles and marked, “FIRST TARGET”.


27, 20: Door to Foyer. *The Demon Claw vibrates violently as you enter here!

 
22, 19&20&21: Three Doors made of the strongest steel. Nothing you can do will force them open. Nothing, that is, except unlock them with the Ruby Key you got from Gaaargh.


The Chamber you have just entered is a stunning sight. At the end of the hall, sitting on a platform, just behind a Throne of Silver and Gold is a huge Ruby. Sitting on the Throne is Duke Rubacus. His Wizard, Orthonos is busy polishing the Gem.


Rubacus rises and claps his hands together. “So you have escaped once again,” he says as he mounts the platform on which the Ruby sits. “But, you’re too late! The ritual in which I shall gain the powers of the Ruby Demons is near completion.”


“Yes.” Cackles Orthonos, putting away his chamois, “all that is needed to begin the ceremony is the blood of a human sacrifice. Simple!” 


“Of course,” says Rubacus, circling behind Orthonos. ”Simple.” With a single, swift movement the Duke unsheathes a ceremonial dagger and plunges it into Orthonos’ back. A spray of the Wizard’s blood splashes onto the Ruby.


The Ruby comes to life, pulsating every angry shade of red as Orthonos’ body crumples to the ground with a look of surprise on his face. “Did you think you would be the sacrifice for this rite? No, I wish you to live long enough to see my full triumph!” He prods Orthonos’ body with his toe. “I have no more need for this one, who would have wanted a share of the power.”


“Soon the Ruby Demon Lords will come for my offering. Even now, I feel their power coming into me!”


Rubacus’ eyes glow red and he raises his arms as an aura of crimson flame surrounds him. Giant Demonic forms fly from the Fire Fountain and you tremble at their appearance. Have the Ruby Demons already arrived? Have you failed?


“Fear not.” Says Rubacus, mockingly. “They are but the Heralds for the true Lords who will arrive shortly! When they come, you will see true power!”


His laughter echoes through the Chamber and you find your blood boil at the thought of Rubacus triumphant! With a defiant shout, you draw your weapons and prepare for this last battle. “Combat” Mode!


Rubacus (1): You strike the killing blow on Rubacus. He sinks to his knees and you think him defeated, when he lets out a loud, grating laugh, “Fool!” he cries, rising once more. “Even death is no obstacle for me!”


Before your very eyes, Rubacus undergoes an incredible transformation. His height doubles in a matter of seconds and his features take on those of a Demon. He raises his arms to attack you once more. 


Rubacus (2): The Demon Rubacus falls to your attack. But, again, Rubacus returns your blow with a laugh! “You have only seen a fraction of my power so far!”


Again, Rubacus undergoes a transformation. If the last wasn’t bad enough, this one makes you sick to your stomach – Rubacus melts into an amorphous mass of tentacles, each reaching to rip the life from your body.


Rubacus (3): “NOOOOOOO!” An unearthly shriek rips through your eardrums as the thing that Rubacus has become convulses in its death throes, its tentacles flailing wildly.


As you watch, one tentacle bumps against the Ruby. The Ruby totters upon its platform, then falls to the ground, a hairline crack appearing on its surface.


The quivering mass rolls into a ball and tries to get away, but before it can move, the Fire Fountain flares up again and three Giant Demonic Figures appear before you.


“INSOLENT FOOL!” The Lead Demon roars. “YOU HAVE RUINED THE OFFERING. YOU ARE UNWORTHY OF OUR POWERS. WE SHALL PUNISH YOU AS WE SEE FIT.” With that, the Demon scoops up Rubacus as the ground around you quakes with the Demon’s anger.


Chunks of basalt and other assorted rock tumble down around you. The wall to the West crumbles revealing what looks to be a way out. But before you move to escape, you see Rubacus one last time, a pathetic blob of slime squirming in the Ruby Demon Lord’s grasp. You don’t envy his fate one bit.


You run up the passage as fast as you can, feeling the tremors from the exploding Fortress down below. You don’t think you’re going to make it when the passage abruptly widens and you collapse in a heap in a large Cavern.


You spot some people running up to you. It’s Number 5 and a contingent of Empire Troops! The Troops, looking disappointed they missed all the action, use a scrying crystal to confirm the destruction of the Fortress.


Number 5 takes out a heavy sack of gold and hands it to you. He motions to two soldiers who place a Strongbox on the Cavern floor. “The contents of the box will complete my payment.”


On behalf of the Empire and Empress Prazac” says Number 5, “I thank you again. You have saved Sharabo Province, and likely the world, from destruction. Congratulations!”

*At the end of the scenario, you have the option of leaving the scenario, or staying in Sharabo Province. If you stay, it gives you the opportunity to complete any side quests, or search for items, you may not have completed.

The End

Miscellaneous


Notes: 
12.) 
I have kept notes as to locations and situations throughout this Scenario and have documented them to the best of my abilities, but there are a couple of items I have not yet resolved, those items are indicated below. Having received the Password from Mr. Lin, I was anxious to forward this Walk Through and the Password to the Community A.S.A.P. and will then see if I can complete the last couple of things.

13.) 
As stated above, I did manage to contact the Author, Leon Lin – via the E-mail address above. I explained that I was making this detailed “Walk Through” and asked for any assistance with these several unresolved items. He answered that he was interested in what I had done, so I sent him a copy of this. On 09 May, 2005, he answered that he would need a bit of time to check his old notes and would get back to me as soon as he could. At that time, he did resolve three of the items: The Mayor’s “Out to Lunch” sign, The name of the cat, “Pixel” in the Dungeon of Dread and the name for the  “Amulet of Denyor”. Then, I received the note from Mr. Lin including the Password for this Scenario. Although there are still a couple of items that I feel are “unanswered”, this Password should help to resolve those items.
14.) 
If a Player succeeds in resolving any of these unanswered items, it is asked that they please see to the upgrading of this document by either notifying the Host of the Site from which they obtained this “Walk Through”, or you may contact me directly so I might see to those changes, at: ahte@chiefinternet.com.

(wa mani) Ishna

Missions: (*) You must do three of these four to gain access to Duke Rubacus’ Castle.

1.) (*) O-063-065, 029: Sandol. @ 21, 50: Gurney wants you to find the lost Patrol.


A.) O-060, 017: Find Patrol huddled in Boulders. Fight off Bandits while Patrol retreats. Gurney will tell the Duke of your good deed.

2.) (*) O-063-065, 029: Sandol @ 18, 17: Number 5 wants you to destroy the Bandit’s Main Storehouse. (*A.K.A. Mironville Mission.)


A.) O-025, 010: Damp Caves. Work through the Factory, then destroy Warehouse. Now you’re accepted into the E.S.S.S.

3.) (*) O-100, 117: Barth @ 43, 10: Edmund wants you to kill the Troglodyte Lord and return his head as proof.


A.) Return head for reward of gold. Edmund will tell the Duke of your good deed.

4.) (*) O-088, 041: Clear Keep. @  36, 48: LeFarge wants you to find the escaped Resistance fighters.


A.) O-017, 025: Dank Cave. Agree to ‘fake’ killing them, then tell LeFarge. Gauntlets. 

Adventurer’s Guild:

Storage Cells:

Key to Cell #1:
Purchased from Shardek, at the Storage Facilities for 1,000gd. (Or for returning his Lance.)

Key to Cell #2:
O-025, 010: Damp Caves. @ 07, 32: Secret passage to 12, 10: Cavern. Find on a Body.





*Two Chests.






One Chest contains a Gold Ring of Skill.






Other Chest contains an Airy Stone and Slippers of Defense. (3+1 and Protect from Demons.)

Key to Cell #3:
Found in the Chest at R4-35, 04 in the lower Level of the Tower of Nado.





*Two Chests:






One Chest contains Crossbow. “Naxian Arbalest”, Damage: 0-3






Other Chest contains 500 gold.

Key to Cell #4:
Found in Box at 03, 27 in Pit of Terror, side Cavern. (Portcullis opened by setting switches @ 13.)





*Two Chests:






One Chest contains “Zweihander”, or “Dar Haarschnitter”. (Damage 14+3, and Skill.)






Other Chest contains the Key to the “Training Dungeon” @ 39, 11 in Adventurers’ Guild.

* NOTE: Kramer, @ 08, 14 in Mironville, is waiting for his friend, Scott, who might have a clue to the location of keys. 

You’ll find Scott’s body @ 19, 15 in the Pit of Terror with an encoded note. Take the encoded note to Kramer. When he reads it, he gets upset because the note says nothing but, “Thirteen”. 

*It’s a scenario clue to the setting of the switches in the Watery Caverns. Set them to “13”, to open the Portcullis in the side tunnel.
Other Items of Interest, or Quests. 

15.) 
O-006, 042: Mine #3 Turn Coal into Diamonds. Need the Power Crystal found at 26, 10. ( A way to make money).

16.) 
O-021, 025: Two gaudily uniformed figures. You help get one out of quicksand. One drops Rubies, then they tell you to, “Forget you saw us!” (I don’t understand what significance this has except to help “highlight” the Story.)

17.) 
O-029, 116: Mironville. @ 30, 18: Kim will pay you for glass beads. (A way to make money.)

18.) 
O-029, 116: Mironville. @ 41, 09: Kargoff wants you to return the stolen “Marsh Mallows”.


A.) O-014, 087: Jelly Stone Caverns. @ 05, 08. Find them, then return them to Kargoff..

19.) 5.)   

O-014, 060: Swampy Mountain Cave. @ 35, 11: Secret passage to, 52, 09: Lance of pure silver with ‘Shardak’ written in gold. Then,

O-093, 090: Brewery. 

20.) 6.) 

23, 25: Callista, at the Brewery says Shardak lost it. “Say, “lance” to him.” Return it to Shardak at the Adventurer’s Guild Storage Lockers for sack of gold. (Or key #1.)


* She tells you to say, “Hi” to Catlob. When you see him, he says she runs at the least sign of trouble. It seems that these two items indicate that these Adventurers are more interested in talking about it, than actually adventuring!

O-100, 117: Barth.

21.) 7.) 

51, 47: Morgan. Needs a Power Crystal for his Golem. You may find one in one of the Old Mines.


A.) I never did find a second Power Crystal. (Perhaps there’s only the one in Mine #3 ?)
22.) 8.) 

43, 20: Barracks “B” Storeroom is locked. (I couldn’t open it and no NPC will help. Perhaps it’s a “ruse” by the Author? ) 

A.) 9.) 

56, 55: Door firmly locked and reinforced with steel.
23.) 10.)  
O-088, 041: Clear Keep. 

24.) 

47, 42&43: Warden’s Office is locked. Do not disturb! (I couldn’t get these doors opened.)

25.) Tower of Nado, R4, @ 42, 21: Black Plate with faint writing, set in Wall. (Insignificant?)

26.) Tower of Nado, R4, @ 07, 40: Staircase. Fight Ducal Guards, then blocked with Magic Barrier. ( I couldn’t access this, either)

27.) In the Final Battle with Rubacus, I tried at numerous stages to use the Tuning Fork to destroy the Giant Ruby to no avail.
14.) Dungeon of Dread: Cat, Pixel. (Reference to default character in a Game, “Nethack”, <nethack.org>)
15.) Dungeon of Dread: Amulet of Denyor. (Reference to an item, “Amulet of Yednor”, in a Game, “Rogue”.)

Notes: 


Items 2, 8, 11, 12, 13 may well be only “color” added to the story, but I consider them “unresolved” and will still try to resolve them.

28.) 
Items 14, 15 are answers received from the Author in one of the original E-mail conversations.

