lemple of Apshai ;

EXPLORE A WORLD OF MONSTERS &
- ms  MAGIC, HEROIC ADVENTURE!
A FANTASY ROLE-PLAYING
EXPERIENCE FOR YOU
AND YOUR COMPUTER!




Mow, woil can enfer o cniverse m whach
quick wdl, the atrendgth of your sword anm
amel a falismem arcund your neck might be
what separates you from a pharoah's price-
leqs trgagure — of the death-grp mardibles
of a giant mantis

Enfer the “Temple of Apshal," the first in
pur DUMJOMOQUEST seres, the comgniter
game that offers yvou the chance fo under-
take heroic acts i a latyrinth filled with
breasunes, traps and monsters.

“Termple .. " i= a role-plaving game (RFG)
that catapults you nto a world of rmizic amd
maansters — doomad cilies ared dammsels in
disfress, More than a game, it's an alter-2go
experience, Inan BPG, comples faciors thal
make 1p a hurnan beirgg are abstrected o
a few basic charactenstics; strength, con-
atitutsom, dewterty, mtelizence and ego_ Via
yoar role-plaving character, yon'll vl urs
inta an esseni@lly wnknown world, @vi be
at o with the likesof skeletons, zombaus,
a.pirh:rh. wrad wearthe. You'll lcm:*gain ath a
light fisted innkeeper for the weapors and
arrmeor yoanll need inthe durgon.

When vou play the "Temple of Apsha"
your'll ke both a character within and a
rzacher of he epe wou've actually helping
o create, In this labyrinth, the choke i
alwoys yours . __fight or flee_ parry or thrust,
slay the monsters or see 1 1hey'll Elen
fO PRS0

After vouve bargained for vour swond,
armaor, shield amd your bow and arrouas,
murst of your time in the dunjon will be spent
exporima the 20 rooms on [owr different
huvels L rying to find B0 fupes of treasures
af praceless woeothe But wait- - the treasures
are surounded by traps —meedles, dengers,
flaenes and boltomless pils — closel guarded
by monatars Wik and nossows. D pou dase
bo thrust wour beosdsword ol dhe giant
leech, the skeletal bat, the zombies or the
ghruls with mouths full of eor fangs?

We inuike Wiy bo pregnct yl'rur&k']l' e the
labyrinih. See and towch the treasures, hear
and sirell the creatgres that inhabil 1he
ploce, Dharower loe poursell the fantbasy
wirrkd of Apshean |
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]Emple of Apshai *

. qull‘ﬁ&! Eunmuiﬁr%emrated
map! {Apple uses high-
resolution & color!)

* Real time!

* A fantasy role-plaving
experience

* For ages 10 through adult
* Complexity: Intermediate

® Plaving time; 30 minutes to
ver!

* For one plaver
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Temple of Apshai during plav on the
Apple computer.

GAME CONTENTS:

- Book of Lore

- Command Summary Card

- Game program & data files
for vour computer
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How to Use
This Book

This Boolk of Lore & desined to be used with the DUMMONGQUEST game
The Temple of Apshai. Part of it tells you how to play rhegmwajﬁpmudeg:mq;
with background about the Temple and the world in which il exists. The other part
provides mdommation that wou will need while you are plaving the game

W sugoest that you read through the Introduction, “How 1o Play,” and “"The
Adveriures of Brian Hammerhand™ before you begin play. The buroduciinn wil
introduce wou o fantasy robe playing games If o arer't already famdiar with them,
If wou are, the Introduction will explain the ddferences from ather fantasy games
o may heve encountered i the past, "How to Play”™ explaing the mechanics of
play mdﬂml. "r"mui probably want ho read theaugh this section quickhy now, than
refer io i during wour first gaume. Don't be intimidated by its length. The length
west comes from the umber of options you have avallable to you. Each action vou
taki during play s stmple and natwal "The Adventures of Brian Hammerhand” is
a fun way of introducing you o our fantasy workd

Adter you have started play, you will need fo refer to the “Charmbers of the
Duwergert” section, Within the game [and as explained in the “How to Play” section)
W wall find relerences to rocems withm the dungeon, These rooms are described,
in more o less detail depending om the room, in “The Chambers of e Dumgon,”
Each room @ numbered so that vou can ook i up queckly, The sections on
monsters, traps, and treasures also provde & reference that you will need during
plane. Since they sre short though, vou many want 1o ook them over before enteting
the dungeon so that you will have more of an ke of what vou may find there.

b

Introduction

Did vou grow up in the comgamy of the Brothers Grimm, Snoay White, The Red
Fainy Book, Flash Gardon serials, The Three Musheteers, the knights of the Round
Tabbhe, or any of the three versons of The Thief of Bogdad? Have you read The
Lord of the Rings, The Worm Ourcberos, The ncompdete Enchanter, o Conan
the Congueror? Have you ever wished you could cross swords —just for fun—wath,
Cyrano or D'Artagnan, or stand by ther sdes in the chilll Eghit of densm, awmiting the
arrival of the Cardineds Guard? Ever wondered how you'd hinee done against the
Gorgon, the hudra, the hane of Heorot Hall, o7 the bul that welks fhe 2 rran?
Wioold ywou have salled with Sinbad or Captain Blood, sought passage on thar shipy of
Ishtar, ar drunb of the Well at World's End? Did Aphrodite make Paris an olfer
yoi couddn’t refuse? Would you seek a red-hued maden beneath the hurtling
rrocns of Barsoomm, or walk the glory road with “Dir, Balsamo.” Lncaing it might be
& oreewey street?

b arar o 2ll of your answers ane “yes,” you'ne a plaver of roke-playmg gemes — or
wot pught fo be, (B your arswers are all “no,” wou heve either stapped throcugh the
Inoking glass by mistake, or Fate knows wour destiny better than you dou

Roke-plaving games (RPGs) allow gou a chance 1o step outsidi a world grosm
ton prosse for magic and monsterss, doomed cibes and damsets in chstress _ .
and enter instead B Lniverse in which only quick wits, the strength of your sivord
armn, and a strangely cerved taksman around wour neck may be the only things
separating wou from a pharach’s treasuse —of the mandibles of a mant mants.

The standard (non<computer) toleplaing game s Twob, m s commercisl
incarration. much more than & rulebook—a set of guidelnes a person Uses 10
create a world colored by myth and kegend, populated by brawny heroes, skilled
sosordemen, shubking thieves, cunning wizands, hardy Amazons, and comely
wenches, and filed with cursed treasures, spell forged bades, Thing cerpels, rings
af power, bbathsome bezsts, dark towers, and cifies fhat stood in the Theasenial
Nights and a MNight il ot The Outfine of Histaru

Hole-playing garmes are nal so much “plaved” as they are experienced. [nstead
of mangpulating an army of chessmen about an abstract bul isible board, or
folowing a single paece around and arcurd o well-defined frack, coliecting BED
every fime wou pass Go, in RPGs you venture into an essentially unknown world
with & smgle piece — your aller ego foe the game, a character at home in 2 world of
demoms and dorkness, dragons and dwarwes, You see with fhe epes of your
character & scene descrbed By the “author” of the adventure-—and no more
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There 15 no board in view, no chance squares 1o inspect; the imagnary kandscape
exists only n the noteboobs of the world's creator (commondy called a referee o
dunjonmaster b and, gradually, in the mmaginations of your lellow plvers,. As L0 S
aoff m quest of fame and fochne in company with those other plaves/characters,
vk are both a character in and a reader of an epic you are helpang he create, Your
characher does whatewer you wish him to de, subject 10 his human (or near-human )
capabilites and the vaganes of chance, Fight, flee. or parley; take the high road or
o= thee chobce (8 wours. You may climb a meuntain or oo arcwnd it but since at
the fop may be & rock, a roc’s eqg, or a roc, you can find challenoge and condfict
witheud fighting with your fellow players, who are usually (in several senses) in
the same boat

Bolke-playing games can {and often do) becorme, for both you and vour character,
o way of life. Your character does not stop existing at the end of a game session:
norrmally, wou use the same character agan and again untl be dies dor a fsal Bme
and cannod be braught back to Me by even the sorcerous means typtcally available
b the meantime, he will have grown richer on the treasure be (vou has accurnulated
froin adhamture to adventure, may have purchased new and better equipment. won
mapc weapons bo help him fight better or protective devices to keep him safe. As
he gains expetience from his adwmiures, he grows in power, sirength, and
skl — although the mechanics and terminology of this process vary greathy from
one st of ndes fo another. Aside from keeping a Tunning fotal of “experience
piids” from one adventure to anather, wou meed not concem yourse! much with
this, since in DUNJONQUEST the computer will make the necssaTy adpstments
o wour character,

Ordirary Tole-playing games requite a group of ressorably experienced players,
an imomnative and knowdedgeable veleree/dunionmaster willng to pul i the
tremendows amount of time necessary to construact a funchoning famitasy sk,
ardd large chunks of plaving tame, since the usual game session [asls four to eight
howrs (although tuemiy-hour marathons are not unheard of ). DUNIONGUEST
solves thise problems by offering an already created workd with enough detail
ard variety for dozens of adventures, There is anly a singde character —wour
ch':lrana_r— patted against the denizens of the dunjon ar any one time, bat wow can
PRy for just as long or short a percd as you ke, and refurn whenever you feel
Bee it. Whie there are greater practical limits to wour acfions than la wasally the
casg in a noncomputer RPG, there are stll a large number of opfions to
choose from.

Much of vour fime in the dungon will be spent exploring the rooms, searching for
tremsure, or fighting the hostile denizens there who are reluctant both o religuish
their hoards and 1o allow any adventurer out of their clutches. Whike all monsters
i1 the chmjon are basically hostile, they come nvarious sizes, shapes and degress
of nastiness. Whike one creaduse may go down from a singhe blow, another may
Ial-&e J‘ralfa"ﬁdlmn and remam standing,

wou Land your characterh are new to RPG adventuring. vou showdd begin with
the first level of the dunjon. Lower knels are progressmchs more dargercus,
inhatuted by deadlier mansters, and their typecally more enticng treasames shioulkd
be sought only after wou have become more familiar with the system, and your
character has atqumed expevience, good equipment, and perhape some magical aads.

Fil'lr!.r activaty in the dumon is potentialy tiring, and fatique is a nearly constand
conslideration. A young, healthy adveniurer who is lightly armed and not losded
down with treasure may frot theough the duenjon at 2 good pace without tirng
much. A heeaer nad or & loas of blood caused by wounds would necessariy

T
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reduce hiz pace —or force him 1o gtop periodically fo rest. ¥ you go too sy,
some of the dumon's hungrier inhabstants are mone Beely fo come across wou,

Combat, of conrse, §8 a frequent occurrence, and one of the central features of
the DUNJOMNOUEST serca is a combat system designed to mimor wath sorme
diegres of fidekty the nature of sword-and-shield hghting, Hurdreds of things m_'rghl
hapren in a band-to-hard battle: your weagon might break: wou righd shp in a
puddle of bood or 1rip ouwer a fallen body; o shield might splinter; you meght put an
axroer right Into the eve socket of an otherwise nearky invulnerable beast, Hﬂuﬁ;l'l.llm
systems which aitemgt 1o allow for huge nembers of these possibiities are tedios
at bast amd, because they admost necessardy overemphosnee such umusual
occurrences, are statistically as inscourate as smpler systems. Hestorical reseanch,
a knmwledae of various martial arts, and practical experience in the Society for
Creative Anachronism (2 group of medieval enthusiasts who get together in
towrnaiments and similar affairs to bash each other about emergetically 1:'.-1th
authentie imdtations of the weaponry of the Meddle Adaes} have all gone oo
desigring a systern which, while spler than some. & a5 accuralbe as ary ard far
move authentic than most. Although you camnot, n DUNJONQUEST, succeed in
chopping vour own leg off (which a parficularly clurmsy person might = iact
manage), a great many variables of enuipment. strength, cocrdination, shall,
practice, etc., are imvolved n determiming the outcome of amy partic ular battle.
Fortunately, the procedure seed not concern even a first-time pleyer, gince the
oo ar & domwy all the work

WMr, perhaps relevant o note that fighting for vour Be with 2 sword
and shield is, nafurally, even more strenuous than running. ¥ vou (which i3 to saq,
your character) are of merage strergth and are burdened down with heavy
equipment— o say nothing of the sacky of treasure you're lookking for — wou may
soon get so tired you can o longer defend wourself,

CHARACTERS AND EQUIPMENT

As in ather role-playing games, in DUNJONGUEST the meredilly complex
facters that make up the simplest hurran being hewe been abstracted nke 2 fies
hasic characteristics, rated numerically from & lew of 3, through an average uf 1 o
11, i a high of 18, The higher the rumber, the gg'eater.’highen's_rnmgfr is the
attribute. & %lb. weaking might have a Strenath of & or less, while the sverage
innthall player would have a Strenath of 14 ar mote. These nurmbers are tymealy
abtained by roling three dice; m this case, however, fne computer generabes
e rancorry :

There are mx bask attibutes— three physical and theee mental —used m
BUNJONGUEST to ghve a wnique and distinetive character o a durgon stventures.

Strength, faldy ohuiowshy, = a determination of how phrsically strong wour
character is: how much weight (of treasure and equpment} be can carmy, fo
matance, It aso controls how heavy a weapon be can use and |'h':|-'-l.r1'|'|l.ll:h dermame
cowe of His bleaws will do to whomewer {or whatever ) he's fghting,

Constitution & & measure of health and endurance — gereral physical fitness.
The higher the Constitution, the farther a character can run before collagsing, -_an-d
the mare wounds he can sustain befove dying. Since the abity 1o mowe or fight
without becoming exhausted i alse krgely responsible for keeping an adveniurer
alue, this is perhaps the sndgke most important aitbute
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Dexterity = 2 matter of refloxes, coordination, and even evesighd. Scinenas with
high Dexteriy has an edge in weapone use: be's more Richy 1o bt what he's
airnirey at and is beller ot keeping his shicld between an attacking weapon, ckew, or
mancible and his freole sell Someone with a really [vw Dexeriny rregil be s
clumsy he would have trouble hitting a locked door without 3 FUTINIrEy e

Intelligence 3= reascrably sel-explamatory, although in DUNJONGUEST i i
limited to what might be termed lefibrain intelligence: fhe ability 10 reason
loghcally and to express onesell verball: In mamy systems (mcludire the one on
which DUNJONCQUEST is based), this s conmected with the aibility to work magic,
In DUNJONCRUEST the major function of Intefigence is to afiect a characiers
ahility to bargain with the mnkeeper or 1o parkny with monaters,

kntuition, the complemeni of Inteligence, & a measure of riohd-brain functions
{real and hypothetical): spatial perception, getling an anewer from “madequate”
data, an swereness of the spiritual or mystcal aspects of the unwerse, ESF and
lock. Someone with a high htuifen is more kel to detect secret doors, traps,
and unpleasant surprises: with an excepfionally knw Infuition a character might bae
aicang well 4o frd an open doorway without a sgnpost,

Ego mensuras imental toasghness snd willpower, A character with a SLromg
Ego can more easlly mdluence others (the inmkeeper ar monsiers) and & more
likely o fight fercely despite his wounds (“when the going gets toush, the toudh
et qoind,” as the saying geesh. Someone with a weak Ego will not do as well when
tive tide of battle furns againet him.

Al three phisical aftributes may influence your choice of anuiprent, which, in
DUNJONQUEST, includes five kinds of bladed wEapens (swordsh, a bow and
arsinvs, fve fupes of armor, amd two different sizes of shaelds. Generaly, the bigger,
heavier, and more expensive an item. the more effective i s, although heavier
Equapament i mora firing to wear/use/carry, A larger sword is naluralk capable of
doiret more damage than a smaller orwe I thoargh mot every fime), but i takes more
stremgth 10 Use; 3 character with a o Siremgth is restricted to the Bghter weapons,
The mest powerful wespon, 3 grealswond, requires bwo hands and, comsequenthy,
canned be used with a shield.

Because it is not faliguing and 15, at least untl @ monster gets within chomping
rarse, the safect form of combat, firng arrows al a beastie From & cestance © often
desirable. However, amows will only bl if the monster is on a straight ine
vertically or horizontally awey frome e, and a good sword Blow rmay very likely
do tnore damage. Tryving to plav Fobin Hood while an unpleasani criffer with
chaws and teeth i chewing on vour anm is also dangerous, but distance shoating
cerlzinky saves wear and tear on the armaor

¥ vou are hit/bet/struck, the armor you are wearing wil pratect you from some
darnage {the clawy bite/stinger has to penetrate a layer of keather or steed fo get af
the =tull that counts —your tender flesh): plate armor nafurally provides much
rrspre prodection than eather. Shields make it harder for wou tobe hil, althoush a
particularly good strike/chormp may glance off the shiekd onte a mare winerable
aréa or may even {if the monster is big enough and slhciently hanaryh 1ake a
chunk out of the shiekd, the armored sleewe, and your [character's) bodye A large
snigld (5, obwioushy, a begger bamier to such incirsions than a swmaler o, but in

the bamwls of a character with high Dexferify a small slweld may be neark
BE gifectng.

e e S

CHARACTERS FROM
OTHER GAMES

wi hanae wd other RPGs and wish bo brng one of sout ralv.-'c-ﬁre characlers
mgﬂnmhg ';?rs, mito the dunjon., vou are wekome to do o instead of having
the innkeeper create a new charecter for you, enfer the attributes of o nkd one.
(Mo, bowssver, that these must be within EHJT*UGNEHJEHST!- “human rgﬁug
nding on the garme sysien Vou ane used B0 usig, Bou can su

f:uﬁl{nm Ua'isngzimn. Lur.‘?ta.I o¢ Power, and Ego for Chareema; while these are nod
exact correspondences, thes = the easlest method of "iransation

¥ wou are bringing in “high-level” characters, you should be avare of cettem
important differences between DUNJONQUEST and octher systems. Neilher
atributes nor Yhit points” are raleed wholesabe with increases n -ﬂxpﬂ_'rl-Eﬂ:'t. &
10thlevel fighter &= formidable but not a Sherman tank. Also, the imits of a
o ompater-besed. systern do nob wed |:«a:rr|_|;|1e'1tr the use of all the dfferent soris of
tragic items you may have pched up m other games

ﬁ? you wish to buy things from the mnkeeper, you showld note that
DUNJONQUEST & on the siuer standard, I you are used to playing on a gold
standard, please ahter yvoas gold peeces to silver and your silver to copper. [You may
reverse the process i you wesh ta take DUNIONQUEST treasure back into

wir irsi:l gamme woskd, )
1-m'l'l-|n|z- upper kwels of The Temple of Apshol are appropeate for Tsi-Jrd level
characters, whike the kwer kvels are nwove suited to dth-Gth lewel charactess. Being
essenitially an introductony dunjon, Apsiun s not designed for sfill higher lewel
characiers, although euen they may find an occasions challenge within,

W Imwite you 1o project yoursell into the abyrinth. See il touch the treasures,
hear and smell the creatures that inhabit the place. Discover for yoursell the

fantasy world of Apshall




How To Play

s easy to kearn fo phy DUNIOMNCUEST. Sice the rules of the geme are
actualy programmed into the computer’s memony, there & very Bitle vou need 1o
kenow to play the game. There are, however, 2 few basic things you shoukd be
famiiar with to make the best decisions durng plage The follwing paragraphs
describe the wie of the NMEEEPER and DUMJONMASTER seqments of the
guime Systenrn, the commands for contralling vour character, gaining experience,
evaluzting treasure, and reserecting & character who dies. The final section
describes what 1o expect from the monsters inhabiting the dungeon. The specific
miotisters are dgscnbed m move detadl in the Monaters of Apshai section, You will
find that all of this becomes very chear when wou play the game.

THE INNKEEPER

 The INNKEEPER creates a character — your plinang peece for the game. This
sirply involves answering yea or may o g series of questions
the INNKEEFER. | put fa s by

Generating a Character

A5 you enter the Inn, the INNKEEPER greets yoa and asks if he should create a
chamacter fior vou. For your first game wou' probably want the INNEEEPER 1o
create one fow v, 40 vou would want fo answer YEA to his question. In laer
:ﬂ;:,.i mmi;ha -lglurgmn Vo ey weant to emter o characters created in other
ardasy role-plying garmes, or you may want 0 reose a previoush
oo (pos EXPERIMEEL Vriias St e ey mentad
as often 25 wou like, or undil the character dies (see ON DEATH AND DYING

Il wou have answered YEA, the INMKEEPER gerevates a character randamly
and displays its altributes on the soreen. For example:

INTELLIGENCE 1
INTUITION 7
EGD 9
STREMGTH 14
CONSTITUTION 1l
DEXTERITY 9

THOU HAST 125 PIECES OF SILVER
CHARACTER NaME?
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Once you howe deoded on a name for yourself, all of the above intormation
should e weitten doum so that woas can rewse o at 3 later cate.

Silver pieces are vour spending money for the supplies wou need n the dungeon.
The INMKEEPER will kewp track lor you of how many sihver pleces you spend
wertl vou ender the dungeon. At that pownt, the INNKEEPER forgets, so vou should
mathee a mobe of how frany vou hawve keft after you have purchased vour equgsment.

Purchasing Equipment

The INMKEEPER will query wou for purehases of suwnords, shields, armor, & Dow,
arrows, and hoaling salves. For each of the firss three categories, several derns
are Ested In the order of ther effectiveness, with the first item being the least
effective, For exarmple, under armor the INNKEEPER dieplays the foliowing list

T™YPE WEIGHT OFFERED PRICE
LEATHER 9 30
RENG MAIL 2 10
CHAIN MAIL 3 150
PARTIAL PLATE 47 250
FULL PLATE 63 10440

Leather armar & the least effective tpe and full plate is the best. Tt is also true
that the more effective types of weapons and armsor weigh more, which has an
effect on the amound of Fboue vou expend {see FATIGLUEL

Bargaining for Your Equipment

Appearing next to each dem dor sake & an “offered price.” Yoa can bargam with
the INNKEEPER to buy an itern for dess by endering a mummnber less than the
suggested price. You can, however, only purchase those [tems fisted. Amy othes
iterms, such as magc weapans, mage srmes, and, alas, more maney, havwe to be
found I the dungeon

Levels of Play

By choosing which Jevel of the dungean pou want o enter {1 1o 4}, you are also
chonsing the difficulty kevel. The first level ij the easiest, and each kevel thereafter
gets progressively harder.

THE DUNJONMASTER

Entering and Exiting the Dungeon

When you first enter the dunageon, vou will be just inside the door of the first
room s that level, You will alusays enter a knvel of the dungeon at the same place.
Erorn that point on, you are free to osm abaut on the kevel as you please. To keave
the dungeon or to mowe to a different level, you must first exit the dungeon, thien
roenter af the entrance to the next level. Each of the four levels of the dungeon
are descrised (0 detal in the Chambers of the Dunjon section.
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The Display

The DUOMMMNMASTER both drows a map of a portion of the dungeon and
l:lrEl:'lla!.E- voarr stahes, including the masmber of the room you are currenthy in, vour
ﬂmnr-:l_n:unditinn, and how rsch welshl wou are currendly carmemg. Pard of the
display s resarved for reporting messages that are of immedale importance to
wout (see Figure 1) There are o mumber of possible messages, and mone than ong
of these may appear al the same time. These messages are sell-axplanatary during
qlﬁy. hut a few are included in Figure 1 28 an axample, The circled numbers inthe
fiqure correspaond to the deserptions under the sample display

Fiqure 1, . 1 ROOM MO, 52
Sample Display N WOUNDS: 100%
i3 FATHGUE: 100%
n WiGT: 42 LS
% MOMNSTER SLAIN!
® CRUNCH!
SHIELD HIT!
ARROWS: 23

& :
- I_ © ANT MAN
1

KEY DESCRIFTION

This nurnber & the number of the room vou are currently n. Passageways
are also assigned room namnbers,

Shows that, ar the moment, you are not wounded. See ON DEATH
AND DY IMNG.

Shows that ywou have all of vour endurance avallshle. See FATIGUE
Showws howr risch weight you are carmying.

Lnes (E, {5}, and (2 only appear whan appropeiase. Line (8) shows thai you
killed ke momster wou last jought withe

These two messages show how you fared during the kst round of combat.
The first ne shows that wou hit the momster while the second shows that be
hit your shiweld. Agem the speciic messages wary wath the sihuation. Unless
vius are in combat, there will be no ressage here

Shows how mary normal and magic arrows you have left (see Attacking
with Bowil

@ Shows the neme of the monster currently n contact with wou, The name
sheum depends on the monster hype presend

@ Shows the ol member of monsters you have slan in this foray
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COMMANDS

There are & number of Reyboard commands availalde 1o you for maneuvsering
your character through the dungeon, These cormmands are discussed below
under three major headings: mmovernent, battle, and spocial commands. The
Command Card conlaimed n your game packsse summarizes them and Lheir
rreanings. Make sure that the Command Card you have is applicable to your
comguter fype Otherwise, call our customer service depariment lor &
raplacerruet.

Movement Commands

Check pour Command Card, and lock at Table §. Thes table hists all the
mowement coenmands used for your computer type. Far some versions, you
must face the divection in which you want to mose by wesdng Jeft, rght, or
completehr around {volte-faced; then, wou actually move when you enter the
speed [0 1o 9 feel per “fum™- or per “sennd”). For olher versions, you sirmply
moire up, down, right, or beff.

It & iraportant to remember that the laster wou mowe, the more fired wou
hecome tsee FATIGUE below). Since monsters cannot follow you out of a room,
wou anly need o "run” for short intervala, (00 course, f there s a monster in the
ngst fo0m I

Battle Commands

Thare are several comemands 1o choose from when dmng battle wath rmonsters,
They are itemized in Table 2 an your Command Card and described below. As
adways, these commands should not be followed with a carriage return

Attaching with Sward. To attack with sword, wou muost be close 1o the
monster. When vou are not wathin range, the DUNJONMASTER will disptay

the messma:
TOO FAR TO HIT

and wou will mstead rest while the monster charges you, [ sowme wErssoms (e4q.,
Appla), vou must be facing the monster as wazl]

A pormal attack 3 a simple swing of the sword, whereas a thrust is an all out
atiack, A thrust increases wour chances 10 hit and damage the monsier, bt it
alen makes i easier for the maonster 1o hit gou. A thrust abso costs substantialy
more in faliowe

A parry helps shisk] you agednst the monster's attack while conserving fatigue,
but it makes it more difficult for wou to ket the monster. Parrying allows wou to
rast widhout letting wour guard down.

Attacking with Baw. When attacking with a bow, snu must be facing the
monsder {and the further away the better, since he cannod hurt you unless he ks
within the melee distance]. IF vou trey to five an arrow whilke the monsler i withim
atviking ranoe of you, it becomes much easier lor the monster to hit you (o
cannot fend off hs attack]).
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Both rewmal and magic arrows are good long range weapons: howeer, a
e arrow is more kel o hit Us largel and 3t does more darmoge. Magic
nmanm be found in the dumgeon, smee no one who has thermn s Bkely to
sell thsem,

Firing esther type of arrow generally allnws you bo regain spent fatigue.

Special Commands

The special commands vary from healing poursell 1o attempting 1o falk to a
monster, Each command is gemized in Tahle 3 on vour Command Card and
described m the fallar paragraphs

Opening Doors, Mearly every room has at kast one door (also see Secret
Doors below), which must be opened befare vou can go through them. To open &
door, o up 1o within one foot of & While faciso it, give the "Open door™
comunand [(no carriage returm s needed). The door will then open, and you msy
walk throwgh 11 o the next room

e a door has been opened, it will stay opened unill you go do 2 dilferen
kel ar reinitialize the gome. The door also remains open when vou save the beuel

Secret Doors, Secret doors are hidden from view and must be bocated belore
they can be opened. To locale a secret door, use the “Examine wall for secret
door” commartd listed in Table 3 on the Command Card. You rmast be facing the
wall you are examining, bul you don't have fo be next to it, The computer will

respond wilh;
MOTHING

A SECRET DOOR!

Do not be focked by a "nothing” response; sometimes secret doors are only
located after the wall has been examined several times. When the secret door is
o, open it the same way you would an ordinary door.

Traps. A frap may come m any one of a number of forms ranging from darts
that spring out from a treasure chest toa pit in the foor of the room. They can be
anywhere m a room, but o room does not heve to be trapped. You can search for
# trap using the command found in Table 3. As with secret doors, it is possible to
miss a trap, but agam, Wwou can search all vow want. When vou search for and find
a trap, Hs [ncatn becomes ofnious, and wou can usually avold it by gaing
aroamma] i

Finding Treasure. AR treasures in the dungeon are described o the
TREASURES OF AFSHAI section. To find out what kind of treasure &= i a
particular room, vou mast first move fo within one foot and grab i, usno the
appropriate command. [Belore dodng $o, 1 may be wise 10 search for traps.) The
DUNJONMASTER then disploys the number of that freasure which can be
referenced to the TREASURES OF APSHAI section. The DUNIOMNMASTER
kegps track of all your treasures for vou and Fsts each at the end of your
aventure, hack at the Inn (refer to EVALUATING TREASURE below),

Mate that if you find a sword i the dungeon, you must [eave behind your old
swosd before wou con use the new one. Swards are jealous of thelr possessor's
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attentions! You awess have the option of jgnorms dhe new sword and keeping
wor okd e

Dropping Treasure I vou should decsde adter picking up a [reasure that you
o't wamt 1t, o can put i oy again al any time by wesing the "Dirop freasure
cammand and then entering the number of the freasure vou want to drop {see
Talile 31, When dropping treasure, the number mus! contan two digits. For
exarnple, to drop treasure 1, you would enter 01, 1o drop trensure nurmber 1%,
wou type 19, Note that vou cannot drop ireasures that you oo not have.

Hearken or Query, All characters visiting the durseon have apecial listering
powers. By using the appropriate command (see Table 3), vou cam sense the
presence of another creature in the next room, even on ik oithver side of a wall or
closed dooe. This commiand only works i you are lacing the wall or door wou
want 1o fisten at. It is similar to the Iilll-'d rrc.ph::ﬂ Ee!-iret door ﬂmﬂ:ﬂ:ﬂ

i 15 & percentsds Chanoe wou will nol r amything, even BTE T
:-rl:;Tmrn hpfk-ng i:gi:ul for you. When this command 13 Hs&d. the DILIMBOMN-
MASTER tefla you that vou found NOTHNG or you are graen the name of the
lurking cremturse. _ _ _ :

Speaking with Monsters. Speaking with monsters is anodher :i;ulnt!..' you hanee
as 4 teaveler m the dungeon. The command (see Table .3 again) gred Yol a
chance 0 avosd fighting with 2 monster. I the manster is in & good mood wharl
you speak ta it, it will tell you to pass by and leave any treasure it 6 guiar T
pritoeched. However, # you then attack it or disturb the tressore, the monster
will puraue wou. Bul beware! Some monsters hate all adveriturers!

Healing. Thera are tan ilems you may use fo heal your wounds: salves pned
olisirs. Either of these may be taken at amy time, inchediing -:Ium:g comibal
Hewwever. the manster woukd then get a free swing. You can rest while you are

ir ursedl
mﬁlalg;iw Each sahe purchasable from the INNKEEFER will heal some of e
wounds vou have falen. This percentage varies depanding on your character,
The DUMJONMASTER keeps track of how many you have and, upos applying
one, autarmatically adpusts the count remaining. You can seé the change on the
WOLNDS portion of the display. Il you sttempt fo use more salves than you
hawe available, the DUNJONMASTER will depley the message:

MOME LEFT

Elixirs (¥lixirs). These vahmble iems work the same way as sahs, excepd
thew are more powerful and haal a farger percentage of yoarr wounds, Eloirs must
be found as treasure and cannot be purchased from ifhe INMEEEFER. To
ewecute the command, hit the appropriate key found in Teble 3 of wour
Comemand Card
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FATIGUE
Expending Fatigue

Your fatigue raling simphy determanes how much energy vou have at any given
time. Exceptional exerfion results in spent farigue, but what corstitules exceptonal
exertion and how mach fatigue wou expend depends on vour character, Walking
normally and firing arroiss gemerally alkow you fo regain fafigue. Activities such as
rummireg, fighting, and carowng heavy loads all cost varving amounts of energy.

The: amount of eneray wou expend for any sctiviby =5 slso affected by the wounds
you have fakets The moee wounded you are, the more it costs o B Bhue 1o
perform an actaly

¥ wou use up more fatigue than vou have (# a negative number is displayed for
FATIGUE), you fall on the floor and pant. You will not be allowed to atieclk or
mowe il wou have recovered (lhat ks, until a posdivee member s displayed)

The DUMJONMASTER keeps track of ard displavs for wou the amount of
energy wou have kefi. Thevefore, f the display reads;

FATRGLE: 100,
wou hive all of your energy evailable.

Regaining Spent Fatigue

While you cannot accurmulare more enaeriy than vou started with, you can regain
previoush: spent energy in a wvarety of waws, The fastest way is 1o shop your
moverrent shogether {although this may be dangerous). You can abso regain it
whike firmg an arrow or simply walking more slowly, Executing any of the special
cownands also allows wou to gams back faroue, Each dirne vou rest, howave, Wi
hive a chance of meeting @ wandering monster (see MONSTERS),

EXPERIENCE

Each time: that you suceessully venhare into the dungesn vou acquire experience
poinits, whech basically means vou Become a better and more powerful adventurer,
Thas number is determined for you by the DUMMONMASTER and is based on what
vou accommplzh whie m the dungeon, Essentially, 25 wou gam experience, wou
become able to handle more dficult situations.

More specifically, vou wll notice mpeovements in vour character. These
improvements come in Remps” and may not be immediately olndous, One
improvermend % that 1f becomes easier for vou 1o Tl 2 monster and more dfficult
for the monster fo it wou.

Once the program i8 loaded, ® lkeeps track of your experence points oo a
curnulatrue bases, That i, ¥ you return to the Inn to purchase more supplies, the
DUNJONMASTER remermbers how many experience points wou earnsd on that
adveniure mnd adds 1t to the experience pou gel on the next adventure, The
DUNJONMASTER will continue to do this wntd wou turn off the computer or
vt wou generate a new character. At thaf point #t forgets all of your experience,
It vour internd to keep a cheracter for use n futue sesshons, you should make 2
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note of the Fral mmbser of experience piinls before wn fuen off the computer
This rumber can be reenterod a1 the beginrng of a rew sesskm and the
DHMIONMASTER will add anw mew experince 10 thal aumber,

EVALUATING TREASURE

Onice vou are salely Esck ot ihe Inm, the INMKEEFPER lists all of the trapsare you
found durng the adventure. From ihere you must determing the value of esch
itern using the treasure key in the Treasores of Apshas secton and add them
fogether along with armye money you had previously I wou intend to kesp wour
charactes for use in fufure sesaons, you showld make a nole of the fodal so that
yo can re-emiter i al a later fime. Likewise, you should make a record of all of your
possessons, ncluding the mumber of nommal and magic armows you heve ledt, the
fwpe of armor and weapons wou hawe, ele. Also nore any changes inowour
attributes, smee these are permanent and must carmy over From adventure to
athventine,

ON DEATH AND DYING
Wounds

Any fime & monsler attacks sou, there s 2 chance [depending on the tupe of
armor v are wearng) fhat i oAl penetrate yous armor and woumd . The
DUNMIMNMASTER keeps irack of amnd displans how rwach damege wou bave taken
on a percentane hess, The number displaged next to WOUNDS s abveys the
percentags thal wou have [efr, Far example, i the desplay remds.

WOLINDS: ory

oo are shll relatively healthy becauss ankr 15 of wod has lwen woundec)

" Yo muwy heal pourset a1 any dme with either a salva or an elixir (see Healng).
Yol ran contimase [0 leretion rormally wntil sou reach 0% or kess fexcept that
v fatiue expenditure increases). At thal point wou are dead, Howewer thers is
a chance vou can be “raised from (he dead.” The following paragraphs expain
this phenomenon n mones detail

Getting Yourself Resurrected

If after all that hard work wou should find vourself dead, dort panic, Al may o
yet be losi. After all, you are nat the onky adwniurer in the durigeon and some
ki soul, hawdng stumbled across your body lymg on the foor, may drag wou oul
i safety and see 10 it that you are resumeched. OF course, for having aune Lo all
the trouble, he would maost likely want something T retumn 28 a thank wou

¥ wou should die, you may simphs bé eaten by 3 wandering monster. This s the
worst case, You may also be fmnd by one of three characters: a dwart. a wazard,
or & chric. ol of whom wall aslks for some tepe of payment. The DUNJONMASTER
teds wou immediately which of the four cases has ocowrred,

Monsters. [ vou are found by a monster, your character and all ils possessions
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will be eaten. Frash achennrer 18 considered 1o B & delicacy by the monsters
mihabiting the durigeon

The Dhard The secomd worst case is 1o be found by Olias the Dwarf, While
hez warill mot @at you, b will take all wour money, scloding ang gems and eaels, and
any magical ibens siou might have. This mchades. mame ssords, armor, and amows.
You uill be abve, bul wou will be very poor

The Magic-Lser. Lowenthal ihe wizerd is only shghtly easier 1o please than
Dias. Inn redurn for your life, e ol take any special mageasl ilems vou might have,
leanirey wona with wour cash, ments, jewels, wenpans, and armor,

The Cleric, The forurate orss will be found by Benedic the wandering priesi
This kind soul [if he can find kis iy fut il d:_:nger_m]. alter resurrecting yoe
wll soply ask that wou make a donation so his sect after you get backs to the Tnn.

MONSTERS

Although a complete description of the types of monsters in the durgeon is
contained in the Monsters of Apshal section, it & helpful to know that monsters
can be edher fined or wandenng, With a fived manster, each fime you read in a
beved od the dimgenan, that monster {and all other tlems! reappears exacthy whare it
was previoish These monsters are normally dhere to wuard a partoular reasure.
A wandering monster is generated randomby by the DUMNJONMASTER and may
appear amawhars al any time oo the approgeiate evel You do not bave to fear
rumning o the most powedul monsters on the first level of the dunseon. Some
discretion is used in gererating them and only first kvel monsters are generated for
the first kevel of the dungeon. Don't be surpesed though, & vou find what first
appears to be the same moniater cn more than ome kevel and then discower it to he
tougher (han wou remembered

Meither fixed nor wandering mansters ewer folkonw vou out of & rocm, but unless
vl Hill 3 monster, it wilf be waiting for vou when vou go beck inte that room.

"y
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The Adventures
of

Brian Hammerhand

PROLOGUE

Lamcted at last!

Daom't ged e wrore, now, choen . Shiphoard life can be enjosable, Yoa meel a lod
of mieresting peopls — thieves, exiles, fugitrees, and the like —rmest of them as
willing as [ to gemble & week's wages on a cast of the bones. And 5o far a5 [ can tell,
bating swallowed bty a ses serpent can'i be rroch different from besng chewed wp by
any of the foul creatures on Geb's good earth. s just that Um mlantey boen and
bred, and vou can't ground pour spear against a charge al sea. Besides, this leather
armor may Moat all rdght, bk if weaddn™ stop a wasp stng, moch less a pirates
arrin.

Staggering downt the gangasy  my kegs sl uraccustomed fo beading a stable
surfare —my ers were assaulted by roocous misture of music and shoating carmied
derwvarird frem the onby tasern in evidence., Our port of call wes a poar excise o
a hamlet, it appeared, bat &t least it didn’t pitch and yveew every time the gods of the
s ot plaiul,

When | moned closer, | saaw an inscription on 3 worm-eaten piece of planking
haneging abowe the open doomway: The Wisoweng Whale Tavern From wilhin the
shabbw, red clay buikfing i odd intervals bellows of "Ale! Ale!" roze above the din,
With the keck of the dice running against me Iateby, [ wes nest aboul down to ey last
copper, Sall, 1 ans tharshy, and my purse would gel o @tter withoat belp. Shas:
g, | went in o see what passed for a donk in this fovgolien armeat of thi
cortErit,

As | expected, the place was no better neide than out, Half-barrels served ag
tabilos, and the seating ranged from rraking steoks to sheppng crates (o the red cly
Boor itsel. Mestling o the ved powder at a lable occupied by an unconscious
seaman, | peered through the gloom and smoke for the sending wench, [ smed har
alouaily wending her way through the press, and stangering under the weicht of two
e -Full serving trays. Comely once, 1 quessed, she now looked as run down as the
izvermn dsel

Az the wench meared e dable, [ ored, “Alal” My voice, load enoaah toe be
heard., was echoed by a moan from iy inconsciius companion, Fipping one of
iy st copper peeces down her bodice, 1 reached for the omby clay mug wath e
fhes om its rim
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[ wess ineroepted in mid-reach by & massrely thewed arm thrust lonerd e fray
by & giami of & man sitfng ar a nearby @bhe I his haste, the fellow succeaded only
i agEsetting the trany, showsrng us betty wath ale, Cursimg, the chamsiness of the
serwemmigg girl, be kaped o his feet and struck her. Bone vieldad with a stap, and ke
anm hung Emp, A drop of bood welled where ber teeth beld ber lip, but she made
00 Cahor

"Gab’s beard,” 1 soore grimily, as he still berated hes “Wouldst care to try that
with are fess frail, chum®

As ol ayes tumed to me. [ studied my oppone briefhy ere he hmoed, [ saw no
promise in assaulting aither the hage hairy chest or the treesturng hairy legs, so [
ducked under his cutstretched halry armms and emashed my gauntbatiod fst mio the
side of his snaring, haivy face as he el past. Hes momentam carried him over ry
talhe and hesd eal e thi wall, The old Ealding shoolk. He bounced halfussg back
to his feet before sliding slowky down to rest cheeek 1o chesls with the deunben sailar,
who grested hirm with & belch,

"Aavone elee T [ asked the crowd. There was a deal of radking, et mone stepped
fosth, “Bodé eoemst a man with 2 hammer doe a band,” ofe muttered.

I bzt dowmy and tugeed loose a heaws purse from the hairy man’s bell. Turning,
[ hppeed it roweard the servig maid's good band, "Take & holidaw” | suggested. as
she canght it She nodded. sl watbout spealsing, and | took ryvsell off befose the
fellky's friends — & he had arv—could gather ther courage.

[ was waking toward the docks, hall regretting gving away what felt lile a goosly
sum when my own purse was rear enpty, when [ heard footsteps behind. In a
heartheat | was fattened cod behind a balding, ey dacger in ey Rand. The wisp
of a lbd who turmed ihe cormer jumped when be sar me waiting, He looked as
harmless as a heifer, bud 1 growded, =8|

Eymg the scowl on my face and- my maked blade, he sudderdy burst card,
“Yowarmagitrich

“Gebs beard.”™ 1 mantlered, sheathang my daoger, “Who doesn'i™

Ae we sfrode off down a dirt lane, he elaborated on T proposition. | was sdent
urdil ws stood before the gate to & wall-kept wvard fromteg & =mall, wooden shack
"Wa're there," said the lad

After a time, | shregged and give him ry lasd bwo copper pieces, It was kile
encugit, and, f the 1ake be free, Twoukdnt mess i [F nod, 1'd dake it out of his Hide,
f meed b and he knew it et hirn then and strode wp o the house of Merlia, a
mage af fitte account {s0 saad the bowb and what passaed for the wese man of the
viltferme niow that priests of Gebr stayed swes I wses Merlis who told e the vest

THE LEGEND OF THE RUINS
OF APSHAI

For more generations than ang man ncwr R could coumt, this entire comer of
thw cordinent was devoted o the wiorship of Geb, god of the eanh. Inle the area
came worshippers of Apsha, the msect god, who clabmed knosledge far i aduance
of that possessed by ihe follwers of Geb. Howevar, it was wadehy kncn that ghis
smnatedge came from dark and soscercass practices, amd the Gebite prests, fearmg

Ihli vesults of ther grely nfes, led ther people 1o drive the oullanders from the
wllige
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Fleeing sauth, the Apshaians were shortly halted by a vasd, LTSSk SaTTg.
Linbile to return 1o the Gebite wllage, and unwilling 1o essay the perlls of the sumump
ahead, the high prest of Apshai praged to his patron for guitance :

Scarcely had he bequn his devotions when he was interrupded by the introsion
of & youne oul who said that ber hrather had fallen into & pit and did not arswer bhor
calls Although the priest was wrapped I bis oum conceérns, he did dimect some of
ine others Lo search for the youth, but they returned at rightiall, defeated, con
vinced the pa must be bottornless. Wor had Apshii seemed to respond fo the

psl's prEwers _
" 11-en.palmr1b,- alter dawn the following moming, the boy wendered mto the pil
gritm camp, cut and contused, but withoul serious inpury. Mot onby had the b
refurned safely, but Apshal seemed to heve used B to give the sobuficon bo bhes
! ht.
F'Eﬁ: pif:iy iidead have been bottamiess, but the boy had landed on a shell ot
toa far balow the surface, unconscious. He had come 10 after raghtiall and hewd
wandered in the dark through a senies of caves, sventually coming upon 2 largeT
cavern with a sal-water beach. There he had collapsed 1o the sand, too weary io
contime. He awakened to & light touch only to menﬁir:-fwﬂ_:h:mg ant bowenng over
him. Despite his beliefs, he fled his manibestaton mbo Bl et _
Fix hisb?-.'.rimrr'in.g bortight hien nearer 1o the furthest wall of the cavern. he noticed
thee water had assumed & groener hasa, Beneath him a glow spread into the mourhy
depths within the cavern. He dove and swam into the brghtness.
When he surlaced, drawing in great lungsiul of fresh sea air, he refoiced in the
restoring wanmth of the sun. As he climbed the rocky face of the cwerdooking
constal bholl, he notced that the water was receding. The chamg of red seaweed
which had caressed hirn a5 he swam ot of the cavern was now hanging limp from
KL

thejftglfbgﬁ ket his people back 10 the spod. Behind the drape of semweed, they
diccmred a narrow cledt in the tock. They had found their new b

I the caves beneath the coasml bhdf, the Apshaians sl to planting tha shranae
crops they knew would flourish in the underground emsronment. Theey hewsed out
news pmsseaes and reaped the harvest of gems and gold they found in their rew
cavern kingdom, They prospered, and their numibers swelled. The power of Apshai
grew in the land. Fimally, they were even accepted by the 'i:webue FEEI;&L:M were

thee tribarte of 5 and meerse sent o them every E

wqilllgl-vgeht:r;- pasdapile, ]-mueuﬁmw sarehy fretiul, While none knew the details of
the dread Apshai tites, dark rumors abounced, and every year young peopk di-
appaared. The priests of Geb, well satisfied with thatr new wealth, igrored thes
pleas, for mothing coukd be peoven. By themeehes, the pecyie praged f-::-lr thres
years while the termple of Apshai was constrpcted wathin the censern bar Hhe sea,
Thay praved for twn wears maore while a plague of mesacts from the swamp beset
thern, They praved for five pears more, whik the priests ol Gel:nmnmmd_ i burn
Apshatan mwense mnas during the Gebite rites, even thowgh crops filed and
aramals were Darrer, F:

Finally, the wpke’s prALers WETS AnSwerns

One ;wrrugﬁai the padests becan their regular devotions, the earth frembled
bengath thenL, and a ceafening roar wes heard fhroughout the land. Stumbing out
af their totterms terple, the shaken priests were areeted by the mbled ruins of
what had cnce been their towmn. Fellowing the cries of the villagers, they hurried to

—rLr
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the: shore and van wp the hench toward the coasta bhaf, When they reasched the
entrance in the chlf face, a thin streamer of dust was filtering from within, They
reered in and, whare the mighty lempke of Apshai had slood agairsl the far wal,
they now saw only a vast slde of fresh earth.

Cwer the years, the village was rebulll, and the Gebite prests renewed thelr
powet cser ihe common folk. For mana vears the caverns temained seldom sibag
and alwavs undsturbed. Gererations passed. and remories (aded mite kgend

Then, caring the relgn of high priest Memdal Geb. & mosernend was begun 1o
excavale the old lempk: in search of the lesendany germs and aold af the Apshaians,
A noted engineer was hived, and first the ancient temple and then the ancient [k
sages, one by one, were deared. The underground gardens, with their strange,
sunless grovaths, wiere rediscovered, as were the shops and, finally, the mines of the
Apshaiars. MNermdal Geh decided 6 continue the excavalion in hopes of recowring
the lnst knowledge of the Apshaians. This proved o he an ill-dated decision indeed
_ horfly affer the fourth pessage was cleared, worlt parties began to disappear.
S0 10 one would enler the fourth passage, and eventually the other passages
and the ermple cavern itseli became unsafe. Commerce dwindled, and rhe papule.
tion waned, The towt was again facing dizaster. In response 1o the pPeopkes ol
cries, Memdal Geb led the other priests of Geb and the sirongest warriors of ihe
town in & quest to end forever the corse of Apshai. They entered the fourth pas-
sage, andd nome relurned.

EPILOGUE

And new, my friend,” Merlis comtinsed, “ondy the brasesst or most foolhardy
dare enter the cavern under the coastal bhlf when the tide is al its ebb, and few of
them retum. Those whe do grow in legend io proportions men of mere Tesh and
!:llm:n:l could rever hope to realize. My fiend, ihis village is dying, and its people with
it. Soon the kst wal fll 10 te curse of Apshai, and only the doers of great deads
shaft be rememberad.” He tumed his gaze to me. “Dare you join them, In seanch of
the bost wealth stll, f the legends speak frue, hidden there?”
"Geb's beard"” | munmured.

The Monsters
of Apshat

Antmen — These creatures book fike six foat long ants walking uprighl on chur
Hircimost legs with ihe other four legs free for manipulation. There are sgrificant
differences between the chosses of antmen but unfortunately these differences are
onhy dezcesrihle to ofhar antmen. They attack with their mendibiles and some temes
wil their forelegs as well,

Carrion Beasts— These creatures resemble squids equipped with spindly kegs.
Thew generally have six tentacles with which they maul and crush their prey Thear
bachias are eoiered with a thin but hard carapoce and they are able to travel song
walls and ceilings.

Centipedes — This represents a nest of the Biile buagers such as might take up
residence urder a chest or m some remote crewsce. Their bies are mildly

P SOHTOHUS

Chouls — are misshapen creatres with longer than normal erms, wicked clows,
and a maouthiul of razor sharp fangs which they abhy employ to crack the bones of
their prew They have tough hide and stand about seven beet tall. They are saad o
eal the soad of their prey as 1 axits the dyving body

Giant Amoeha— This creature is a mass of gray protogdasm which has a strong
solvent effect an lning flesh. They range from six fo ten feet in dameder,

Giant Ants — Thase huge insects are four to six feet long and trovel quickly on
their six legs. They attack their pray with their large mancites. Thew are entireky
encased m & hard shell

Ciant Bombadier Beetles — are shout three feet in diameter ard fy arcamd oo a
pair of glossy wirgs. They can gemerate a good speed on their little wings and sttack
ther prey 1 boawdrg rushes.

Giant Fire Beefles— These melon sized creatures are copper risd bewtlas which
are capable of generating lremendous heat within their boedizs with which they
attack their prev. They have a thin shell but move about very quickly on the wing.

Ciant Leeches — A disqusting rubbeny grey, these are two or three feef long, Thay
travel ahout on & trall of shime and drain their prey of body fluids with their sucker
b,

— e _ama s e ee———
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Glamt Mosquitos —hene a three o fowr loot wingspan and manemver thelr
dender bodses abaut rapady Theough the air, They inzert their proboscises into their
prey and dram the body fiuids.

Giant Rats—are four feet tal at the shoalder and have nasty testh, They are dirty
creatures and are recognizable by their musky smel,

Giant Spiders — ook like a tarantulatlack widow Twbead with a hair :

& hairy black body
and blark and red banded beas. They are reputed i be quite poisonou i
expect from the four ar fue foof size. HRERE T

Giant Termites —are two to three feat long and move aboet cat flirmesy wirsgs, The
have soft shells and are brown In color e !

Gilant Ticks —are fool long ficks and are dark brown or Black in color They are
hard shefled and kap about on their strorg hindmost legs. They dras By flui
with their proboscises. e R e

Giant Wasps —are three or four feet in length and their tharex i tipped by a
paralyzng stinger. They are very mobde and will attermyp to sting their prey into
submission before burying their prize for fulwe consumption.

Jelies—are forrmdess masses of tranalucent jelly about theee foet high and =i or
erght feet across; their touch desobues flesh. They have ro socially redesrming vahie,

Sheletal Bats-— These feral creatures are bare skeletons of bats with red embas.
kka eyes They have wingspans of two or three feet and wil atternpd to bite thir
prey with thelr sharp fangs.

Sheletons—are the animated skeketons of men which now stalk the vmdergroamd
passages in search of victims. They are said to devour the soul of their victien as it
exits the dying body

Spiders— This represents a whole nest of small spiders. These ittle killers are coal

;hc]l_emat‘u:l hene white eyes. They inhabit small dark spaces such as the nsides
rhauts

Swamg Rats—are two to three feet bong and are famed for thelr ranous
appedifes. Tl-ﬁ-g_,- will fearlesahy attack anything that moves or has a strong smell and
they cat amthing they can swallow. They come in pour choleg of decorator colors,

Vampire Bats—These crealures mhabit the darier recesses of the CHgEnT)
They are generally black and have wingspars around thiee feet, They bite therr
wrlrnds with thelr razor sharp fangs and drink the blood which flows from the
vt

WI-ﬂlﬂ'lﬁ-—Th-Eﬂd‘.' ghostly creatures appear as sheletal figures garbed in hooded
frocks. Their eyes are fiary pomts of light within ther couwls They rrorve effortlessly
about kaving no trace of ther passing and are capable of prasismng, through sold
matter ai will. Mary have died under the chill touch of ther bany hands.

Zombies — These creatures are ansrated corpses which stalk the dark passanes in
search of prey. They somefimes uldize weapons garnered fram therr prioe victims,
Thay too are said 1o devour the souls of thelr victms as these et the: diang bodies,

The Traps of Apshar

LILY TRAP--The liies owe off & clowd of fine powder which causes severe swelling
in wour throat.

MEEDLE TRAP — A needle sprngs froms the lock i the mmediate vicimby of woar
hand

PIT TRAP — A ten fool pit opens beneath wour feet,
SPEAR TRAP— A spear thrusts owt of the cabiner as 1 is opened and then

retresta,
MOLD TRAP — The velow mold on the floor gives off a cloud of spores as 1t is
atepped on. These spores cause a severe coughing fit.

LEVEL TWO

CEILING TRAP — A steel blade descends rem e ceiling, sweeps down the cor-
rdor in a lora arc and then retracts.

MNEEDLE TRAF —A needle springs from the lock very near o wour hand.
PIT TRAP—A ten foot pat with poimy spikes in the bottom opers beneath
wour feet.

SPEAR TRAP— A& spear thrusts out of the wall and then retracts.

K-BOW TRAP — A crossbow quarrel fires from the wall opposite the door a5 wou
enter dhe oo,

LEVEL THREE

CAVE IN TRAP— There are no traps per se in the Apshaian mines. One never
kncavs. heowever, when a rock micht bose sl and cause severe darmase 10 those
udrrtunate enough to be stending below: For this reason it is highly recommanded
that all visitors wear helmets whik wanderng through the ancient caverns,

LEVEL FOUR

LILY TRAP — When you disturb the chest wou reveal some es which give off &
cloud of fine powder that causes a severs swellma m vour (hroat

DAGGER TRAP— As you examine the cabinet a siletto with a dark stuin neas
tha tig thwusts itself toward vou and then refracts,

FLAME TRAP—& et of flarse roars ot from (he wall sbove the chest & you
disturb the comtents

PIT TRAP— A twenty foot pit with a bed of spikes at the botiom opens. beneath
wenr feet., Stll alive? Rough footholds hénve been dug in the earthen side of the pit.

SPEAR TRAP — Theee spears thrust oul of the wall at walst level and then retract




The Treasures
of Apshai

LEVEL ONE

T01—Several of the flies® can be reached A vague memory of the healing
properties of some Apshaian foweers prompts vou to pluck them for Bler persal

TOE —The delicate fragrance of the moss prompts sou fo place 8 samplke in your
pack for later invesdigation (see [noense Moss")

T03— Any plant that glows in the dark must be worth 2omethmg {0 someone so
syt bag some {see Phosphorescent Slgae®)

TOd — A& hsautiful ©loak, wondroushy Baht, vet tough as nails.*

TO5— The aroma of the plant cvercomes vour better judgement and wo taste o bit
of i, It iz delicious and builds strong bodies twele ways {see Food Algas®),

T06— Hauing enough to wirny about at presant you fosego sarmping the mash
roorms® for the fime being and fale some of each type for fubure examination.

TOT — Having spert some time up and down the coast you know of several
vareeties of useful seaweed so vou take some alng (see Kidp*)

TO&—In a pocket of 1he deceased vou find four guld pieces
T —The arrows all have slver points (see Siver Arrows®).
T10— Resfing in the dirt are five smoll diamonds®.

Tl —Eighi smal diorwonds® sy in the did

T12 — Four smioll diormonds® rest in the earth,

T13—lawing I lhe divt are seven smol dismonds®.
T14—The arrows have sibver points {see Siver Armows®).

T15 —The sword has rmitheil worked into the blade, the hallmark of magical aEms
andd armae. There are also two gold pieces on the body

TH—bside: the cabnat you find fve Brrows with mithrl worked irio the poincs.

T17— This much copper has got 1o be vahuiabk so wou slip the ingot into wur sack
{see Copper hraot™}

T18— Inside the box you fd two hundred ster pieces and a digmand rig ™,
T30 — BMeodhing of value.

* Bee Master Treasure Key

LEVEL TWO

T — After coaxing open the cabingl wa fnd a stver comdelobra®, six slher
rrays” aned a bronze skull deg® with mithril specks for eyes.

TozZ- Flr[g.: sthieT pieces,

(03 Chethe workbench won fined a sonall gedef inpor™ ancd a 195141 with fas sl
mlses ™ inside.

Tod  You stumble scross a Mosly worked cloak (e Misaie Cloalk®)

T05- On a shell on the south wall v find fuo snadl sier inpore®, tua coppen
angois™ ane a bing box with thres sonal! diormomads® s

T — Finelir mantfiineg of vl in e recm you pour the milly epund into @ waner-
sk, just in case yow happen to be dying of thirst inthe deser somme day (see Milky
swhite Pobom ™),

TO7 —Affer Enmatng the lock vou find fve Femdred copper proes and four
Iurdred silver pieces as well as a porcelain talsman mescribed with mitheal Tunes
{see Magic Taksman®)

TOB— O a back shelf of ore of the racks wou find & inely honed blade worked
wnth mithy,

T — The moldy sack sphits at vour touch spilling its conterts of sixty gold pieces
to the geoiind.

Ti0— A search of rhe lockers vevesls that asde from rodien clothing, one contains
gim hundred copper pleces, another confains o seck with sixty gold pleces, and the
last huddg v hundred silver pieces and a dbermond ring®,

TI—The sack contams cme hundred silver pieces and thidy gold pieces
T12— Under the matrress on the bed you find & monevbelt containing two hundred
siver pieces and thrily gold pieces

T13—Seven sifver cains

LEVEL THREE

T —Two pold rusgoets™

THZ — Three gokd nuggeds®

T — Fear g rniagers®

T4 — Five pold mygners®

T05 —5ix gokd mugpers™

TOs  MNoihog of virhes,

To?  Two smal domords® lay in the cust
TOR — O smialf recb® Ligs o the diet.
Tﬂ"il—ﬁﬁlin_-; in the earth 15 one smoll emerald™

T —Layirg in the dirt wou find one amall sapphire®.
T —Cme small diosona™ mingkes with ihs garth.
TIZ -One sl emerakd® and one small diomeond® glearn froee the dir

¥ See Master Treosure Mey
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T13— Ore spwed! ruf® aned one svll diamond™ lay o the earth,

T1d— eide the backpack vou bred thres barsdied gold pieces, a pear #ing®, an
ermerald Fing® and & sapphiee broceler™, In a pocket on the body vou find 2 bromee
sk mng® wath mirhrd spechs for eyes

Tig—lremde the sack wou find three snnd domonds®, 2 seaf nub®, 2 by
chakce®, a siver choin® and a pear ring®
The—A srad powch containing rwe smal doeeeans® and 2 small rbn™,

T17—1In the cormer you fmd o small sack with, two seal diomonds™, & smal so-
piire®, @ sownl ruby and a diomond poblet® inside.

T18—Behind the large web is a heap of tam hundred gold nuggers™

TI9—A search of the chests and coffers reveals forty-five sonmll diomonds®™, ten
srall ermeralds® | seoen sirall sopphires® and four small redwes™.

T20 = Mothing of value,

LEVEL FOUR

Tl — Thar’s gokd i them thar plaques (s Gold Plague™)
Tz — The scliary sword has mithrd skeers worked into the blade.

T3 —Inside dhe beox AL fared Erghly-l"nur ,u.lg:rilﬂ.'m perest, H‘tg.'-ﬁw sl oia-
smorats® and a neathy folded cloak with mithril threads intenwowen through the
lebric. (see Magic Choalk®)

Tl — The body wears & moneydelt with stchefive pold meces inside,

TO5—The chest kodds sy gold pleces, fifteen small erordlds™, an armarad
drgcefed®, fwo domond stickpins™, two gold chains® and a pair of fine leather
boots with mithril shvers embedded in the soles. (zee Magic Boots®™)

T — Thie pumes on Hue cower prowse 1o be lecked wath rrathml] shich prompts you
by stash the bools in wour backpack for later perusal, (see Mogic Book™)

T07—The arvows have mithnl shwers worked info the points.

T8 — Bereath the bodh in the comer vou discover twie laroe sacks, each of which
contams two hundred and ity oold pieces,

T — Meathy arranged on the shehres are five plintinum crosses® an Hatinum
affering piates™ ard tweo plotaem candelabros®.

TID— Scattered m the dust you find hifty oold peeces.
Tl —%ou find thirty gold pieces scattered in the dust.

Ti12—The small seck proves bo be more than it gppears bokdrgg e thousamd
silver piecas but weighing much kess than one amuld expect,

T13—The pold pladqee™ won'l B inko o backpack bur you decide to carmy it
AlOTE AT
Tia - Twe large rubies

T20— Medhing of walue,

* Sew Master Trepsure Ress
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MASTER TREASURE KEY

Coinage Valuation

[ Siher Piece = 10 Copper Fieces 10 Sidver Fieres = 1 Gold Bece

Baubles

{(3ems Misc ellaneous

Smell Dearmond 0 &P Coippes [ng 20 5P
Small Ermerald 20 5P Platiriuis Candelabwrs 35001 5P
Samall Ruby 00 5P Platmum Cross 2500 5P
Small Sapphere W 5P Crold [nge 450 5P
Large Fuby 3000 5P Gold Muggel 50 5P
Jewelry Gicld Plagpae Al spP
Dharrond Goblet OO0 5P Flafirmm Plale [0 5F
Charremd Fing 00 5P Plafimany Preca 103 5P
Drarreoned Sdechpin M S Sakrer Arreear 1 5P
Errerald Bracelet SO0 5P Sikver Candidabra B P
Ermerald Ring 00 5P Saver Ingot 10 5P
{aokd Chain 1000 &5F Sikver Tray 100 5
Pearl Ring 200 5F

Rubw Chalice 1100 SP

Sapphire Bracebst 1600 5P

Siker Chain XKy 5P

Flora The vahwes given are for the quandi-
Food Algae 5 Sp fies confained o oeach respecine
ncerss Moxs ] Iraasure.

Falp 5 Sp Ll

Mushrooms h SP When eaten, each acls exactly as a
Fhosphorescent Algae 5 aF healing potion.
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MAGICAL ITEMS

Maagic Books

Magic Buaois

Magec Cloaks

Skull Rings

Magic Taksmans

White Miky Potion

Therees flems are enhanced (o varying potercies the
exacl nafurs ol e b is umailable 1o adveniumier 5.
It = krsgn that certesy peaverfud hlades olow wath
a light of their cwn. Praare of corsed rems.
Thesa ems most comenonly ine s certam char
acteristics of the reader althouch other efeges are
riot unheard of. Their eflect B permarsin
Fuarmer bsas. 1t that these boats enable the wearer to
rum fike the wind

These Apshaian creations are sald o protect fhe
wearer hrosm phg.-s.-:,al LT This pridisciion 18 ks
f means absohate

These rirgs have soms power i relation o the
livirg dead which wander the undergroond pas-
sapoways, The exact malure of these powers is
inkron bt theny Bewe fequeed in severnal roemac u-
lous escapes from the foul miscreanis

These trinkets endow e holder with wondroues
powars of menfal pércephon.

This = sirvply 2 commeondy known heabeg podion

Wil the excepinns of the arma and the magic books, all of the magic terms found
in the muins are enchanted with spells peculiar bo the Apsheans and lose their powet
penmamenth # they are ever taken from the complex.

The Chambers

of the
Dunjon
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The Temple of Apshai
Room Descriptions

Level 1

Foom Cne — The sreath stoneworls of the pesssoeway loor sheeas that schvemced
methods were used i ks creation. & sheleton sprawls on the floor pest Teide the
door, a bony hand, s clutching & rusty deager, outsrretched poward the door 1o
safety, & faint roaring sound can be hewrd from the far end of the passage

Roomm Two —A& stream runs through this nafural store chamber, & rarrow landing
adiacent 1o the comcor at the north end of the chamber allows easy access to
the stream. The water fiows in from a cut m the west wall and fows out under
the north wall near the landeng. 1 an aloove near one end of the landing there
are many urrs and pois, The water 15 very clear and apypears 10 be about thoes
ford chaap.

Room Three — & fnehy carved and painted mural fills the east wall of the passage,
opposite the opening, depicting men flling the soll. A ransacked backpack rests
urdier the mural. & roaring soassd com be heard rom e nosth.

Room Foor—& a smoothly canved passage with a natve granite ceiling. Shppery
green moss fillk every crack amd crevice in the roorm, and the air & filled with ifs
by scend. An empty purse kes in the southwest cormes. A droseng sound can
be hoard,

Room Five —is a pond-filled rooim with & small landing to the soauth, The surface
of the shegoish water s covered with rmoss and a rumber of black hhes mest
peacetully upon the green matling, The water ¢an be found o be about ihree feet
deep and flows almost mperceptibly n under the west wall and out under fhe
east wall. Some of the Hbes con ke reached from the lamding,

Room Six— Water flons into this chamber from the northern part of the west wall
and out again through the southern part of the same wall. The surface of the water
s cowered with moss and rmuoli-colored Hees, some within reach of the landing.
Experiments will Tevenl the water to be about three feet deep

Room Seven—The moss-covered waber m thes chamber sppears to be three feat
deen, also, A rustirg st of platernall can be saem on the murky battarm. White Tihes
rest on the surface of the pool. Water flows indo the chamber from under the east
wall and out under the west wall

Room Eight —= & passage with amooth slone walls and floor and & native rock
ceiling. A Joud toaring sound may be heard from the north, A humanosd shul
rests an the floor o the middle of the passeoaweny.

L1-2

Room Mime —= of roughly bewn stone. The floor has been levelled by manmade
means, Bt the walls and ceilng are nadvee rock. Cobwebs G every crack and
hang from the ceiling, dancing slowdy in the shaht breeze. & clowing, sweet odor
fills thst 2t

Room Tem—The wr ol the room s flled with a cloving, sweet aroma, causing
the senses o resl. The walls of the roum are conered with moss which is largely
frenem ard diried wiih only 8 fow pak oreen patches remesney. Brealing off amy
part of the sreen mess will reveal it as the source of the aroma,

Room Eleven—A mist dedts mio the corrder from an openang i the west wall
ard & deafening roar is heard Moss covers the foor before the opermg 1o the
west and a mesty sword liss on the mossy Shone.

Room Twebe—The foor, walls, and ceilire of the chamber bear the marks o
tooks, & ghow s he opening to fhe east and a fool, mresty odor is in the i

Room Thirteen —The room s well Bghted by the phosphorescend glow emanatmg
fromy the greenish-yellow aleoe covering the high celngs of nafive rock and
well-worked stone walls to the rorth and scuth, & broken bow es in tse peces
o the flooe mear the east wall.

Room Fourteen — A loud roarmg sound may be baard from the west end of the
paesace. A puramid of mediumsized siones fils one comer of the noeth wall ar
the east end of the cormidar.

Room Fifteen—is an ireaular cave of natres rock, The walks and floor are coverad
with & heawy maiting of mulfi-hued moss. The walls are bpliant reds, greens, and
biues, while the foor s & pastel vellow. A wooden box lies topless in the middke
of the cavemn floor, Inside hes & wellmade cheak. The matenial of the cloak seems
to shimmmer n te torchlichi

Room Sixteen— Here vou find the source of the roaring sound. A stream flows
mdo the chamber from the south, across the laroe water wheel, and plummets
o a pit m the Ooor of the cave. The bottom of the pit connot be geen, bul
experiments wif indicate that i = a wry long drop.

Room Seveniean— Cnly the floor has been smoothed m fhus charrber, the walls
and cetimg having beem left o the natural state, The air smells of decaying vegetable
matter, & zmall mourd of stones agamst the west wal i the north end of the
pasaene partally blocks the way to the north,

Room Eighteen— The passage reeks of spolled and rotten matter, A stog of clath
sticks out from Beneath a mound of dirt m the southern partion of fhe passagewsr

Room Mineteen — Small bares Etter the flocy of this chamber and crunch under
the boots of the incautiows taveller,

Hoom Tweniy—The walls of the room are covered with algae,. Most of the algae
is bkack and rotten, buf the few remaining brown patchas have a mathy aroma, and,
il tasted, are reminiscent of spced bread.

Room Tweniv-ome— The west wall of rhe cavern shows the marks of carding
tools, but the rest s matural rock. The foor of the room i overgrown wilh
rrshrocms of two vareties. One has broad, flat caps and is white with broun
splofches, while the second variely has black, fightly rounded caps
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Room Teenty-fuwoe—This cavern £ also owergrean with the same dupes of
mushrsomna a2 o fournd i rooem bwenteone. A sheleton  lies amiong  the
rmushrooms sl chitchine the remnants of a sack.

Room Tweniv-three —The native rock walls of the room are covered with algae,
Mast o the algae w black and rotben, bast the rermaindng brown patches hawve a
rttty scent and tesde B spaced boead. The exosheleton of a huge ant lies i tha
middly of the chamber

Room Twenty-four—is a mossy, carwed store bnding, The am s very huomid
ared srmells ol damg and mold. A shrmecovered sack rests against 1he easiern wall
of the landim

Room Twenbu-ive —A stagmant pond fills the scath end of the canved stone
chamber, with & narrow kinding at the soulh end. White mold cosvers the stnface
of lha wpder, save the soadheast cormar, where a gold-colored seawesd s in
endence, Tears will peveal the water 1o be three (ool doep, bul the battorm of the
pired cannd bee semen through the mah,

Room Teenty-six —A shallow porg] fills mest of fhe moom, The surface of the
water 18 coaered with a white mold, except in the northess) cormer whiere a ¢lump
af golkden-broam ssnseed & asible,

Room Twenty-seven—The floor of this funmelled passage & streaked with slime.
A wellwrvought won candlestick les at fhe sootbwrn end of the tunne

Room Twenty-eight —The tunnel floor is streabed wilth a stinking slirme and
Friered with small and medium-sized stomes

Hoom Twenty-nime — The odor of the slme costmg the enbire chamber foor &=
cnerpiiasermg. A irickle of water mos down the eastern wall and a small pocd
has formed in o depression in e southeast comer of the voor A riged body
a fawaly woven cloak les in the northeasd cormer.

Room Thirty—The smoothly canved noethern and southern sections of the
chamber contrast sharply with the nalhee granste lound o the middle of the Toom,
sagoestg that it has been widened out from a nalural pessage. A guiver and some
arroes B2 on the lloor o the middle of the chamber mext o a sword amnd 2
roken bos

Room Thirty-one —- s a namow, kow tunned of natve rocl. Smal sbdes of earth
ared poch line the sides of the passage with a larger Il of stones mear he casten
ersd of the funrel, & shelietal hand protrodes from the rockfall, an inscribed bronze
rmeg visthz on one of the fngers.

Room Thirly-two—s a ronogh, eefoct wide turnel with packed dink walls,
Moo, and ceding, A shining trail of dried fid rues the length of the tunnel and
the air smels of vanilla Stange clickeng sounds echo fanlly throwagh the passage,

Room Thirty-three —A shuy trald mures the lerath of the packed-earth tuneel
and the odor of vanilla fills the air. The clicking grows kasder,

Room Thivty-four—2A frail of shiny excrellons run the lenath of the passage
and the vanlla odar is siraneer than before. The clicking sound is clearly audible
from the north end of the turnmel,
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Room Thirty-five- 7 a roush cave, carved out of the dense earth. The vanilla
odor clogs the nostrils and the clicking noises are =#® audible from within
A handid of germs Hibers the det oo before the waestern wall,

Rinom Thirty-six —\ardla fills the s and the cicking soamd appears to emanate
from nearhy, A fresh shide of earth agamst the north wall reveals thse alitter of gems
amid the falen emnh

Rioam Th'.'ty-:iﬂuen—THE' o of vonalls strong and the i:lil_'l-:rng sHInds
copdinue, The east wall is studded with a numiber of glitterirg gems.

Roam Thirty-eight —The fumrel appears o bave been diog oot of the herd
earth. A familiar deail runs the bngth of the passeus and the odor of vanila is
heavy The chickirmg scand begrs to fade.

Room Thirty-nine —The floor of the passage is lined with the excretion and the
aroma of vanilla fills the air. Clicking sounds echo faintly through the passage

Hoom Forty — has been dig out of the survoundiveg hard-packed earth. The odor
of vandla bocomes ewceedingly strong, bad the chelong soumd s harely audible
froam wnthan, Gemrs can be seem ghaming from the south wall

Room Forty-one — The trall of dred luld 15 hesvier beve and the odor of vanilla
= almost unbearable. The clicking sound groses louder in this passaga,

Room Forty-two —The wvanlla odor i clovingly thick. Beaes and gems Btter the
flocr akre the north wed., The elicking sound & plandy audible wathan the cove

Room Forty-three— The arcma of vanilla makes the senses reel and the floor of
the room is covered with the shiny souff presviously cheerved. Bones be scattersd
ackoss the Aoor and the clicking sourd grenes faanter from withm, Gems stud the
south wall

Room Farfy-four—The tunmel looe s heady coated with deied flod and the
arcamis of wanilla s owerpowssmg. Thie strange chickmg sounds are row guite loud
i this passage,

Boom Forty-five —is a large cavern. The shing stuff & lighter mside than n the
conmscting e, but the vamiba ador 5 strvomg. The olickag sound appears o
emanate from within, & pile of shiny cocoons ks the northern half of the room
and gerng are scattered aboat the dist floos.

Room Forty-six — The vanilla odor is st8 strong. The ceiling of the cawern = hurg
with the molderitg bodies of vanous creatures, mestlr men. The shary suff is
bsavy on the floor and the «boking sourd 5 heard clearly, Gems are wisible in
the dust of the cavern floor

Room Forty-seven—The clicking s epleced by a droreng sound, A skull and
some bomes lie next to o quiver of armows,

Rowm Forty-elght —The deorang contnues o echo rom wethen the cavern. An

elaboratelr carved sword hile sticks out from under a beap of rochs, Bootprints
kead wp to the pile, but no other signes of dishotbance can be seen

Hoom Fortenime —e= a nemvow, highcellineed pessage. Small shdes of sardh
and stone e borh walls of the runmel.

Room Faliy—»A foeacdten backpack rests on the sliemy stone ageanst the rriddle
of the rorth wall
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Roorm Fifty-ome - A rotting wood cabinet stands in the soatbavest corner of the
chamber, the brass locl of the calbeser broken

Room Filiv-two — = a smoothly worked paaasge. Shallow aloones line the nonth
wall, bt are emply save for dust amad an old boot that crumbhes at & touche The
carpel of dust on the smooth foor is undisturbed

Room Fifty-three — The north and west walls of the chamber are Hred asth racks
of rusty fsemieg and slomeworiking implements.

Room Filty-four —»A dusty woeoden chest sis in the southeast corner, the iron
ek rusted through and the weod decadng from the dampness.

Room Fifty-five — is a rough sione cave save for the smoothhy carsed nortb wall,
Dust coners the ooe of ihe room several inches thack and cobsebs hamg from
the ceiling and fll every crack of the floor and walks, A small box i visile in the
dust in the soulfaest corner.

Room Fifiv-six—is & passage with rough sione walls and floor and a native
granéte ceilmg. The scuth wall of the passage is faced wath smooth squarsh stones
near thi far end, while the floor and other walls are of a roush starke, A foul, musty
odor fills the air and & thin laver of moss coats the floor at the extrerne end of

the passaoe,
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Level 2

Hoom One s 2 passage with native oranite walls, The ceiling and foor have
been carved level. & kwy scraping soumd wibrates through the floor, The air has
he musty sl of age and death. The dust on the Boor s heswy near the walls,
but a cher path has been worn down the cender of the passane,

Hoom Two—The walls of the tunnel have bBoen smoothed and wadenad wiib
candng tools, & brass-boand wooden door & et nfo the roeth wall rear thie wesd
cd af the pessage, 15 brolen lock hengng from the cormoded hasp, The scrapima
sound comtiees, The dusty path continues siraight for & way, then disappears
into @ side passage to the south,

Room Three —The dust on the stone floor shows signs of smal animals, bt is
cdhenwize wdeturbed. The oonbound door o the north wall hargs rom rasty
hiruges. A simple skding bolt secures it, The scrapmmg sound can be heard through
the flocr and the fragronce of ol wood freshens the wir

Koot Fowr —The sast wall & of cut and worked stome. The brass-bound weoden
docrs in the notth and south walls are secured by rusty ron locks. The rracks of
small andmals orisscross the foor betwesn the doors and the air smells of musk
and rat. The soind of oy weter can be heard through the floor and a low
rumbding can be heard i the east end of the pessage

Room Flve— = a coridor wdth stonssaoch @odiend on the wallz and floor, The
ceaing 15 of carved rock. The wooden deoors 1o the eas! and west hang from
{arnished brass hinges. The scrapma noise wrates throush the Boor and thee wearn
dusty path continues down the center of the cormdor,

Room Six —Twn doovs, cne to dhe east and one to the west, are woodar and
hamg em brass hinges. The acrepaie, sound grosss Famter and thee worn path along
ihe cenler of the corodor conimes

Room Seven—The noeth wall of the comidor is natie granite, while the athers
are mascary. The worn path lesds to a wooden door in the west wall from whsch
darales a heavy won lock, now unfastened. The hinges of the door show signs
of fiequent use. The scraping sound can still be heard il

Room Eight — The path ruars the largth of the passage, then bends and disappairs
trr the morth. The door m the west wall & lron-bound wesd s bangs sare fvem
Fusty iran hirges.
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Room Mine —The stone in the east wall onby shows sigrs of worlsmanshags. Hackis
of motheaten robes, wadmal grey o color, [ e inderor of the room. Agoinsd
ihe reorih wall stands a kched cedar cabinet and rack hung wirh the remains of
it eldborabe black and green robes. A pungent odor fills the alr and the duss
ot dhe floor & undisturbed.

Hoom Ten— Fumniture of vanous tpes & stacked arcund the walls and the
entire oo is covered with a laver of fine saaadust. The ale & heawy with the sl
of different woods. A bosw scrapeneg sound can be heard threagh the oo,

Foom Eleven—& stromg, musky odor intermingles with the smell of decay. Casls
ard crates are slacked alorg the walls and v rowes down the cender of the room.
The sound of fieanng water can be heard theough the foor and a whraton can
be falt.

Boom Twele —58 bernch along the west wall of the smad chamber holds & neat
array of jeweler's tooks and a smal forge on the south wall holds glowsing erbers.
The dusty flooe shows sans of moent dstrbemce and & strong smell of vardla
= i the air

Room Thivteen—AN four walls are colerned wath a heavy laper of soot. Husty
tocks and scrap mon liter the floor, several weapoms in vanous slates of ropas

arpomeg, them. A large foroe against the morth wall shows no signs of recent use
The dirty foor is cowrered wath a black, gomy dust.

Foom Fourteen —is a small cove wath stonewaork on the east wall and the ather
wals floos, and ceiling of carvad rock. An iron chest sits ageinsl the sowdh wall
with the hey still w the lock. The floor shows signs of recent entry and the ax
smels laintly of wanila,

Room Fifteen— Three of the walle are Ined with shelves containing dust-covered
beakers, phisk, and jars. Evil looking substances in jars marked “ove of newet”
“hair of froz,” etc. oocupy a table in dhe center of the rvoom. An even laver of dust
covers the foor

Room Sixteen—is a chamber with stonework on the east and west walls. The
oither walls, flocr and celing are of carved rock. A long table in the certer of the
o sepports @ redwork of lashs and pobing with & rasy oo oll buener beneath
cne andl. A tehle against the south wall holds bealsers of colored [iquids with stramae
mecrions and a desh in the southwest comer holds a tray with a pitcher of
shime-corepred milly Bund. Scraps of paper e the oo aroured the desk. An
even laver of dust covers the toom, The doorwoys to the east and west are
checired by shredded fapesties embvodered with sirange ghphs

Room Seventeen —is a mnall chamber. Tables covered with baolts of rodien clath
press against the walls, The low scraping sound can be heard fainthy throwgh the
floar.

Room Eighteen — Mounds of sawdust cover the floor of the small roome The ale
smefls af decased wood. The scrapimg sound can be heard cleardy trom the easd

Hoom Mimeteen — The door in the west wail is wooden and has no lach, The
musty smelng rocm s flBed with dusty weaving loons and other spinning and
sinwing devices, The scrapang sound can be heard through the floor,
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Room Teeniy — Leather hangings on the west wall cover a doomsy The toorn i8
Bttered with snwdust and rusty woodworking tools. A rmetal shaft runs from foor
to ceiling in the southwest corner, atfached 1o a large sowblade by a complex
system af gears and kevers, all rusty o age and disuse, The scrapeg sound is
o very kowd. [T pou move one of the levers, it will cause a loud screechmi
bermath the oo

Room Twenty-one— A smill sack bes agemst the wall at the west end of the
passage. A wellwom path runs the Jength of the comdor.

Room Twenty-two—A! the far end of the rarow passage there s o dooe of
brass boumd cak inscribed with strange gluphs, These gre off an eerie green ghow
The floor is covered with an even layer of dust

Room Teentu-three — Strange implements litter a able in the center of the room.
Here and there are varlous cages with the remoins of animals. Jars flted with a
vigeeass liquid and holding a miscellany of body parts from assorted creatures are
stored in racks en the north wall. The door to the east is made of wood and s
secured with a musiy won bolt,

Room Teenty-four —A desh aita agaisnet the north wall and & table and chair
against the south wall, Along the east wall is & bed with & chest visible beneath .
The floor s covered with an wnbroken lever of dust. The sound of flowing water
can be heard from ain opening in the northeast cotner where a stream flows
benaath the flooring,

Room Twenty-five — Bemnants of boods and seraps of paper rest on a rack along
the north wall while o desk Alls most of the south wall, and o cabmet and bed are
fhzsh with the east wall, The sound of flowing water cormes rom an opening in the
northeast comer where & stream flows beneath the flooring.

Room Twenty-six— Large vats and tubs are set o the foor of the small
chamber and beaps of rotting clothing Bier the room, The sound of fowing waler
can be heard through the rmosehung doonway o the sast. The dusty floor s
uncisturbed and the air smells of damp aveenerny.

Room Teeniy-seven —An vnderground stream flows through an upenm_huﬂalh
the exstern half of the looe. The walls and floor of the room are covered with moss
and a maledorows shme,

Room Tweniy-elght — The eastern door 4 wooden and is secured with & simple
latch. The room is filled with tables against the north and south walls, holding a
warkely of metal working tools, all rusty with age. A small forge againat the south
wall is filled with litter. The scraping sound is heard Jowdest in the northeast corner
where a metal shaft tuns from feor 1o celling and & commected to a bank of
grinding wheeks by a complex systemn of gears and kevers. Moving the kevers causes
the metal shafi to spm in place and a grinding sound comes from the attached
SEArE

Room Twentv-nine —Shobees linirg the walls holkd a variety of rusted and
corroded metal scraps, The sound of fowing water can be heard through the
dusty floor

Room Thirty— is a large cavern with stonework on the west wall and the westam
holf of the south wall. Bales, casks, and crates ne the walls and the shelves m
the middle of the oo, The air smells of musk and red, and the tracks of small
arimals abound. Water can be heard flowing beneath the floor,
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Roomn Thirtyv-ome — s 2 2mall cove, Racks of rusiv weapons bne the walls,

Raom Thirty-twa — A kasd rossring sound can be heard from the northern end of
the passegewsy and bits of bore litter the floor,

Room Thirty-three — is a short passagewa,. A rumblimg sound con be heard from
the opening o thee north.

Room Thirty-fowr —A fable and four chairs sit o the middle of the room and
pas goblets e on the floor nearby Foolprints criscross the dosty foor. The
woodert door bo the morth stands sar, The eastern door = wooden wath Ton
hinges and has 8 small harred window at eye level. & low rurblng sound is
waclitbe from the west

Rosom Thirtu-five — Dl stems cover the cansed stone Toor m front of the door
to the west, The air smells of antiquity and death

Room Thirty-six — Dark stems mar the lloor of the pessage and moansg ared the
ratthing of chains eche faintly through the corridor,

Room Thirty-seven—The dark stams are thicker here and the sound of moans
and ratting chains grows louder,

Room Thirty-ekthe — s & large natural cavern. Masacles hang from the north
wall, cne set shll sapporting & human skekion. Venows brasers, rong, and lasoer
imperments of torture line the east and south walls, The air is sty and the
rcaning and clanking continues though no source 5 evident,

Room Thirty-mine through Foriy-twae — form a nasrow passage. The doors io
the north are of ron and have small barred windows at eve level and small gois
al ground level. All are secured with rusted won shdebolis. The floor is spattered
wath dark stams, The ratibng of chains and a fanl moaning echo throsgh
the corridor,

Room Farty-three through Forty-six —also form a nasrours passage. The doors
i the south are won, Each has a small barred wandow 2f ey kevel and a gerall slod
at ground level AR are locked with sidebolts, Clanking cheins and somouwhsd
rapartireg geho throagh the passage.

Room Forty-seven through Fiftw— are small, cramged ceflls, Each cell has a
wooden plank suspended by chains on the north wall, Clanking and moaning echo
fainl;ly Hirl;u_lgﬁ the celiblock.

Room Fifiy-ome through Filty-four —are small cells much like the others. The
clanking and mosmmg can be heard theoughout.

Room Fifiy-five—is a large natural cavern, except for the wesiem portion of
the south wall, which & stonewark. A large waterfall plunmets from the ceiling
to & pool in the rear of the ceavern, blanketing the ames in mist. The chamber
reverberates with the roar of the cataract. Lying near the bank of the pond s &
masscovered sack, The alr is flled with the fresh scent of the many mosses and
ferns growing about,

Room Fifty-six— % cots lne the west wall with six lockers placed along fhe
north wall, A table and thres brolsen choirs stand againat the east wall, A strip of
cloth lies on the stone lloor next do the table

Room Fifty-seven — Dark stoms and pleces of bone dot the floor. Faint mosns
echo through the comridor
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Level 3

Room One—is a noural passeoe with the floor carved Jevel, Scattered bones
Fter the area and a forgotten backpack rests ageinst the wall half way down the
passane, The llooe shows sgns of frequent commas and golngs and the odor of
wrarila is siromg in the air

Room Two—is & natural cavern. The opening to the north has been cansed
trwraugh the rock. Bomes litter the floor along the walls

Room Three —is a natural cave, Many banes liter the Soor along the walls, The
opening to the east has been dug throwgh the tock wall

Roam Fouwr—is a large covern, Human and amimal tracks mark the dushy floor,
A bright glint s visible near the top of & shide of rocks in the northwest corner.

Room Five—is a natural cave with a leveled floor. The body of a giant 1t lies
im the southeast comer, The dusty foor shows signs of distrubance.

Room Six—is a matural cavern. A pile of litter fills the southwest comer. Animal
tracks can be seen on the dusty floor and the air smells of musk and decay. The
operang to the north shows tool marks,

Room Seven—is a ratural cave. An old boot lies near a mound of earth in the
sothiasest comer. The dusty floor & undisturbed,

Room Fight —is also a natural cave. The opening to the west has been caned
through solid gramite. Small sides kne the walls and a heap of banes fills the

soaphugeas! oomer,

Roowm Mime—is a natural galksy with a high vaulted cesling and a rough stone
floor. A heap of Btter and bones fils the southeast cormer and the floor shows the
rracks of large animals. The air smels of musk and decaw. The opening to the
soth has been widened with carving tooks

Room Ten —s 2 large natural cavern. Tracks lead mba the chamber that sugges!
sarmething heavy being dragged. The foor is covered with slirmy red muck. A pile
of body parts and gnavwed bones corupies the northwest comer and the air reeks
of decay and death.

Room Eleven—is cove with kil evdence of use in the dust on the foor. A
beilliant glint of Bght beckons from dhe dust of the southeast cormer,
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Room Twelve —is a small cave with leveled floor. The opening to the east hus
et Ccorved through solid roclk. The dusty fioor is largely undisturbed save for
a small shde of earth ™ the wuthwest comer.

Room Thirtesn—is a small cave. The dist foor shows the tracks of lirge anirmals.
Bones litter the nosthwest and southaest cormers.

Room Fourteen — = a wedge-shaped conmrn with the ceiling shopirg 10 mest ihe
floor in the southeest cormer. The dusty floor & maech disturbed mear the opaning
o the east, A smelly mound of trash fills the scuthwest cormer

Room Fiftesn —k= a nabeead cave. A Brge boukder fills the northwest corner, &
hony hand protoeding from beneath i sfill chnches 2 small Tuby

Room Sixteen —iz a simall cave. The operinsg to the west has been carved through
the rock. The dusty foor s wndsdurbed. A pouch is visible on the belt of a corpse
lyimg N the southeast corner

Hoom Seventeen-—[3 a narrow teneel bared thoowah natneg rock, The rough
stone Noor & Btered with bores and a small skull rests in the north end of the
pacsage, Mo tracks can be seen.

Hoom Emhieen —is 2 natural pessege, A small sack resis agaimst the south wall
halfway down the possage. The air is filled with a mushy odor. The sarthen foor
is covered with the tracks of small anmals.

Room Mineteen —5 a passase with the floor ard walls of carved stone and o
nistre stone ceiling The opening io the east has been carved throush the rock,
The dusty floor shows signs of much activite. A discarded cloals kes against the
west wall,

Room Twentv—is a namow excemted passage, An abandoned backpack rests
on the floor n the eastern end of tha passage.

Hoom Teeniv-one — & narrow pessege. Half of & @ent rat lies in the southemn
end of the passage,

Room Twenty-two —& a narrow passage. The opentig 1o the north has been
carverd through the store wall, The dusiv floor shows signs of some disturhamce,

Room Twenty-three —is a nammow passage. The air smells fandly of vanilla. A
rusdy pick Bes in the dirt al the westerm end of the pessage

Room Twenty-four— is a nafural funnel through the rock. Sorme signs of degging
are eadent st the southern end of the passasse thoosh no tonkmarks can be
thscerned, The air is filled with the scent of vandla and the Roor shows the marks
of frequent comregs and goings. Scrapeng and clicking sounds are faedly podihe
from the north

Room Twenty-five—is a small possage carved throwugh the survounding rock
Boom Twenty-six—5 a well ralficked peasspoe wath capeed rock walls, foos
and ceiling, & broken shovel profrudes from a mound of earth near the north end
af the passage.

Rooam Tesniy-seeen — B a tarrow cormidor that shows signs of frequeni passage

A litter of small bones lines the walls and 2 well presesved hurman skull grins frorm
against the morth wall halfway down the passage. The ar srmells fainthy of vanilla.
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Room Twenty-cight — & & rough, namow turmel. The fioor 15 bare excepl dor
a skeleton near the opermg to the south. Cobwebs hang in the passame and
seraping snd cicking sounds can be heard from the west. The air smells strongly
of death amd decay

Room Twenty-nine —is 3 small cave with the foor carved level. The dusty fioor
shoawvs some marhs of dsfurhance foward the opermma to the east. The opening
to the north has been carved dhrough dhe sfone. A single emerald gleams from
rdcbaay up the west wall of the cave

Room Thirty—is & small, inoccupied cave except for a scatterng of bones and
a small heap of offad m the northeast cormer.

Room Thirty-ome— ls a small excavated rooam. The room & coated with dmta.nd
the @ir i heawy with the odor af decaying fesh. An antman body Ses hall bured
under & shde of sarth in the southeast cormer.

Hoom Thirly-two—is & small excavated room, A discarded besket Bes in the
southeast corner

Roopm Thiriy-three —is 3 huge vaulied cavern with a leveled floor. The walks
ghowr the marks of anclent srining operaxtions and 2 heap of mestsg tooks sits in
the northeast comer, The foor shows marks of occasional transt theowgh the
opening to the west, which has been widened with tools.

Room Thiniy-Tour —s & natural cave. The cave is covered with chest and the aer is
foul. A human body lies in the southwssd comer.

Room Thirty-five —is a large naiural cavern, The rough stone walls and vaudted
cefing are draped with filmy webs, The entire sowtheast comer is obscured by
o huge web, The dusty floor is itered with & venety of Bones and ewoskeletons,

Room Thirty-six —is & smalsh axcavated chamber, & mound of frestshy dug diet
it the mortheast cormer evidences a wvellow glffer

Room Thiryw-seven— a long cavern with bones Ettermg the floor. & foot-worm
path runs between the two openings. OfF the path, travel is hindered by the mar,
anl bizarre rock favmations. One of these resembles a glent hunting insect. A dead
antman les in the norhwest oomer

Room Thirty-sight —is a large cavern with the floor carved level. A worn path
runs between the two operimas. A large wooden box s sef against the wall i the
souslleast oormer.

Room Thirty-nine—is & small natural cave. The dusty floor sddences much
disturbance. Scattered bones kiter the dust and a discarded backpack rests in
the northesst cormer. The air smells of anciend death.

Room Forty—is a naturel cave with rough stone walls, floor and celng. The
aroma of vandla (s the air. The southeast corner holds a heap of fresh earth
with the gfint of oold visile

Room Forly-one —is a natural cove, The openma to the west has been dug
throwgh fhe sarth but shows no toolmarks, The floor s well rodden and ihe smell
of varilla fills the air, & pile of baskets leans against the wall = the: northeast corner.

Raoom Forty-two —is a naturad cave, The floor shows marks of frequent passage
are] the wells bear the marks of recend dioging. A small bashet in the nohwest
cormner holds gokd noogets. The air & thick with the smell of vanills,
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Room Forty-three —is a natural cave. The openengs o the south and east have
been dig through the earth bud show no toolmarks, The floor is much trmeelled
wnd the walls show signs of recent digging. A small basket in the soutfaest comer
halds a few gokd noggets. The alr s thick waih the sl of vandla,

Room Forty-four —1% a huge natural cowern with a keveled floor, atthough a lew
stalactites hang from the rool. The opening fo the nosth has been dug fhrough
the rock. & heap of stones stamds in the middle of the cavern. There ia a [t dralt
of air Bowdng vom noeth to south throwgh the cavern.

Room Forfy-five—is a small chaméser with the walls, floor and ceiling chisaled
seroith, The dust ahows a heavily trafficked path theaugh the opening to the wesl
and a less clear tral throwah the opening to the east. The abr somells (ainthy
of wamilla,

Room Forby-six —s & cave. The dust shows & beaten path bebieen the two
crpe:l_:us- A pile of bones litkers the sowtheast cormer. A fand smell of vendla 5
in the air,

Room Foriy-seven—is a small cave with the floor carved level, The foor shows
fracks from the foudherm opening b the center of the room where a small pde of
grawed bones rests,

Raom Farty-eight —i3 & cavern. & path = the dust runs bebween the two
OpeTings.

Room Foriy-nine— s a natwal cave. A well trodden path i the dust rons
betwen the two opemngs and the sy smells famithy of vandla, A small ple of rusty
weapons litters the northwest comer.

Raom Fifty —is & smalish canse with the floor carved lewed, A& well worn path funs
between the north and south openmgs. The ar smells ey of vanilla. A stack of
rusty tools heans against the east wall,

Hoom Fifty-nne —is 3 small excavaied chamber, A wellworn path fung babwesn
the nosth and west openirgs with a fainter frail o the east, The air smells faindly
of varnla inierrmmaled wath the odor of decayed flesh, A newly slam antman lles
in the southwest comer with a spilled hashet of gold nuggets nearby

Room Fifbytwa—is a nabeal cawe with fanfaste stalactbe and stalagmite
formations. The air reeks with & pungent stench, & corpse les st nside the
opening. A faitered sack rests against the wall in the northeast corner.

Roorn Fifby-three— I8 & natural cave. An wbroken layer of dust covers the floos
A heap of stones G the sadbest comer of the room.

Rooin Fifty-four—is an excavated room. A wellworn path marks the floor
bebween the hen openings and the falnt snell af vanills 15 o the g & pile of bones
resis i the nosthweest corner of the cave,

Room Fifiv-five — is a natural cave with the Boor cameed loevel. A well irodden path
tuns between the two openings and the air smels fainthy of vanilla

Room Fifty-six—= & natural cave. The opening to the north has been dug
theough the earth without the benefit of tools. The walls show the markes of
recent diggrg. The air smells heavily of vanilla. A small basket holdg a few gold
memets sits on the foos In the southeas! cormer.
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Room Fifty-seven—is a natural passage with the floor carved level, The dusty

Bescr abwwus sorme shons of passage. A amal mound of fresh earth occupies the

middie of the corndor. :
Room Fifty-eight —is a naterad cavern with a rough stone floor, A skeleton in

the southwest corner still wears the remains of a rotting backpack. Small bones

litter the floor. Torchlight creses vagiue shadows that sagoest beasts, or worse,

lurking in the corners of the chamber

Rooan Fifta-mine — 15 & narrow passage. The openang fo the north has bean dug
thronzsh the sarth bt shears e toolmarks, & wall-worm path rons from the opening
in the west wall into the morthem passage. The air smells fainthy of vanilla.

Room Sixty—is a hoose wault with stonewosh wells and foce and a native rock
ceing. Rude statues and carved pillars moiure men and halfbmen, As the fgures
hacome more bestial, the workmarship becomes more primithee, Ancent ool
and artifacis e all about the chamier. Small stone doots of cunmms device e
the east and south wals Seoeral of thes are apen, ressalivg three by theee by
six foob openings into the rock., A shrowd hamgs from one of the open cenatles,
Gilyphs of unknown symbology cover the walls. The dust o the oor is thick and
undimturbid . The air amells of rrasiy antousty and death. Several wns and coffers
in the southeast comer geam with jeweled briliance,




The Temple of Apshat
Room Descriptions

Level 4

Room Ome — = a natural passsge with the loor carsed evel. & well trodden path
in the dust of the Aoor roms the lengih of the corridor, The door at the end of the
camdar is of won-beund wood and has a small, barred window at ewe kevel, The
air smels faanily af wandla,

Room Two—has stonework walls, foor and celling. The dusty flocr = much
disturbed and the air smells stronghy of vamlla A wooden table and four chadrs
stand in the middle of the roome The door fo the west is wonden,

Hoom Three—is a passage with an even layer of dust covering the floor. A
ducarded sack rests against the west wall halfway down the corrdar.

Room Foor—& fablke and fowr chairs occupy the meddle of the voom. The dusty
floce shows some large animal racks and the air smels fanthy of vanilla. A rosty
sword leans sgamet the wall in the southeast cormer

Room Five — A wellworn path in the dust runs the length of a conidor amd the
air amells of venilla, The door to the west = actually a sef of double cak docss,
The hinges kok well cded and manks in the dust on the floor befray recent apenng.

Room Six—A path in the dust runs the lenagth of the corridoe. The corpse of a
giant rat hes in the center of the comidor. The door to the west 13 double and

mrade of ihick oak

Room Seven —is a huge chamber with stomework on the floor, celng and all but
the west wall, which & of carved rock. The room is iled with rough cots and the
west will is lined with 8 warety of chests The floor shows sagns of frequent
disturbarce and the smell of vanills & heasy m the air

Rooim Elght — = another huge chamber. The dusty fioor shows signs of fregueent
usage and the air 15 flkad with the zamell of vanilla. Bough cobs e the wallks and
stand in rows in the middle of the room, each with a nondescrpt wonden box
Beneath it

Room Nine — is a larae room with mascnry work everywhers but for the west and
south walls, The latier are carsed from the netive granite. The walls are draped with
the tattered rermins of tapestries depiciing a great battle betwien hvo armies. One
army conssts of men dad in rirgmal while the other inchedes & wild mix of men,
ant men, and skeletons, The barmers of the second arerny shows a praging mantis-
o Bgure in green on a feld of jet black. Two gold plagues hang n fhe soulbwees!
COATIET,

L4-2

Koom Ten—is a small armony. Racks of rusty weapons fine the west and south
walls. The dusty floor = undisturbed and the afr & foul. An untanmighed sword noa
separate rack rest below an mdecipherable ron plague i the southwest corper

Reom Eleven — is an ormately decorated passage. A mokdering skeleton in tattered
leather armor lies against the rusty won door at the end of the passage. There are
no tracks m the dust of the floor

Room Twelve —is a passage with an even layer of dust covesing the floor. The ax
smells of decay with a hint of varila. The shull of 2 mede resis againet the wall cut-
sacde the wooden door to the nosth.

Hoom '!'I'linrtﬂn— i @ comidor. & wom path on the dusty foor runs the length of
the corvidior and the & smells of vanila, The door to the morth is brass-hound wood

Room Fourteen —i= a small room. A shell on the west wall holds 2 small dark
chest with 2 key in the lock. The south and east walls are hung with an assortment
of fr;ily arms and armar. The dusty floor shows ne sign of deturbance and the air
5 fiod,

Room Fitwp—ﬁ decrepit bed corupies the north wall, a desk the south wall, and
a table the middle of the room. The comers of the room are draped in cobawebs.
& partially esfen and unrecogrizable body rests i the southwest comer of the
roRcaT,

Room Sixteen —& a largsh toom, A& small desk stands sasirdt the wall to the
goarthy and & leroer desk occupies the west wall. The dusiy floor shows Rint marks
of desturbarce and the air smells muste The door to the west is of beassdoumd
wood and stands ajar

Hoom Seventeen—is a largish room. Remnants of cloth and leather hargliss
cover e walls and the o cormies a strong aroma of vanilla. The dustr floor is wel
ravelled, A large cabinet siands against the west wall of the Toom.

Room Flghteen —ia & armall roorn, The north and south walls are huag with worn
ard battered shields and srms. The east wall bears a large plagque of beaten oold
which appesrs to be an award of some lind.

Hoom Nineteen—is a large racm with the south wall of carved rock. The roomn (s
avsterely furrishad wilh wooden planks hanging from chains on the east, west, and
south walls, The Boor is covered with mouldering straw and the air reeks of decay
and wndla, A dead raf les @ the cender of the floor

Roam Twenty—is 2 small room that appears 1o be a natural cave except for the
west and north walls. A lrge chest stands open in the southeas? corner of the
roumi. The west wall s coverad with soot as is the western part of the ceiding, Bones
are scaltered ouver the dusiv floor and the air carries a stranoe sickly sweet odor
Fromm the chest comes the gleam of ewelry and ocld

Room Twenty-one — = & wade voom with a large bed occupying the west wall and
a rack of tattered robes m the noribuest corner. & desk covered with serolls stands
egwnist the east wall There are large snimal tracks in the dust of the floor and the
A weehs of vandls,

Hoom Tweniy-two—A well erodden path n the dust runs up and down the cor
ricdor and to the doors on the morth and south walls. The air smells of vanilla. The
doors themselues are wooden amnd kave no lochs.
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Room Twenty-three —A wellwomn path i the dust runs the kength of the cormidor
and 1o the doos in the north wall. The latier is brassbomd cals and m good repair.
[t bears a strange inscription that glows with a green light in the gloom, The ar
srzlts of vanila,

Room Tweniy-four —is a long narrow room with wooden doors at eiher end. The
walls are coversd with arcane helroghphs and tapestries bearing the same ghphs
hang beside the doors. The mom looks ofen-used and the ar smells heavily of
varille. Theve are mary wooden cois with tadtered mattresses n the room. A large
chest pocupkss the nortbwest corner of the room

Room Tweniydive —is a lerge room with heroghphs inscribed an the dadk skate
walls, Stere banches ocoupy the western hall of the roorm. Alibough much sorn by
war, sranage eraglypis ard scenes showing intermingled insects and men can be
seen carved i the sides and backs of the benches. Blocks of stone, holowes out
on top i the shape of bowls, protrude from the walls af reguler méervals. Ormate
blach metal braziers hang from the ceidling about the edges of ihe room. Aoainst the
enst wall is a roised Hack marble altar, carved with alyphs that gne off a faint, eere
green glow, D the altar itzell i= a large marhle statue of & praying maniis, forelegs
nutmtretehed and mandibles open. The eves of the manfis are great rubies—a fine
trewmure if you dare arab them? A homan skoll stares evelessly from the steps
leading o the altar. The doors to the north and south are of brass-bound cals, while
the doorasy to the east s covered with a worn tapestry

Room Twentv-six — The dusty foor = marked by the fracks of large ansmads amed
the air reeks of musk, The doors to the north and south are of plain wood and
b noe ok,

Room Twenty-seven — The floor bears the tracks of large arimals, The partialy
eaten carcass of an animan les near the western end of the commidor, The doaor o
thee mowth is bress-bound wood and stands endatched. The air smells heaviky of
decay and mosh.

Room Twenty-eight —is a bong, low-ceilingad room, Bred with long stone tables
rurging in rows north and south across the room. The dusty floor shows the tracks
af large animals and the room reeks of musk and offal. The doors to the north and
soulh are wooden amnd have no lochs,

Room Twenty-nineg —is & smalish room furrashed only with rotling cushions
stpewan aboat the floor. Tattered tapesities hang om the easd and west walls showirg
seenes of ohscerwe and bioody sacrifice before a mandis-shaped god, A shiny obsect
protrudes from beneath one of the cushions near the center of the room

Room Thirty — Iz a passage with wooden doors to the north and south. The dusty
floor shows the tracks of lrge animals and the air seeks of musk. The empty
carapace of an antman les at the eastern end of the passage.

Room Thirtv-one—5 2 passage. The dusty floor shows the dracks of large
arimals and the smell of musk s i the ar. Faint chcliang sounds can be heard from
the aagt end of the passage.

Room Thirty-two— iz a long room with the ceiling and upper paris of the walls
eenered with a heawy laeer of soot. Three large stone overss line the north wall and
a long arill ocoupees the eastern hall of the south wall, The dusty floor shows the
trachs of large aremals and the a7 meehs af muosk
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Room Thirty-three —is a small storerocm. Heags of grom line the walls and a
dead guant rat resis in fhe southenast corher

Room Thirty-four — 15 a Toom filled with shehes of rotting books and scrolls. A
desk stands near the brass-bound door to the north and & glass case cocupies the
souttwest comer of the room. nede the case & & well preserved volume bownd in
ieather and bearing a titke m ndecipherable scept. The floos i covered with as even
lawer of dust and the s smells of decay. The door (o the east is wooden and hanas
ajar from its rusty Rnoes,

Room Thirty-five —A hed occoupses the north wall with a desk on the soufh
L?lual;;:l a large cobanet against the eost wall. The duesty floor shows no signs of
; e

Room Thirty-six — i a largsh room with stonework walls, floor and ceiling. The
roonmt = furnished with ramshackle chaivs, tables and cushions and the remaing of
thﬂfm 5 ani:l'mlk Etter the apartrnett. A krge desk and chair nocupy the cesder of
t Bl .

Room Thirty-seven—The exst end of this room holds 2 number of wooden
targets painted with homan slhouettes, The southernmost target stll has sorme
arroes stuck it

Room Thirty-eight —The floor of the room & covered with the remains of straw
mals. A variety of pieces of martial egqupment Biter the mats along the walls, b the
northeast corner, a bony elbow pokes throuoh a vent in a soit of rusky chaimmad
A grawed thighbane Bes near the doos.

Room Thirty-nime — The dusty floor shows the fracks of large anemals and the
air reeks of mush, A discarded backpack rests on the floor in the middle of the
passage. The door o the east k& brass-bound oals

Raoom Forty —The floor shows a worn path through the opening to the rorth and
the alr smells of wanalla,

Room Forty-one — The dusty floor shows many tracks of large animals and the air
reehs of sk, The doors to the south and east are brass-bound wood, A mokdy
sach rests i the eastern end of the passage.

Room Forty-two—The dusty floor shows no signs of distushance although the ar
5?19&%&%' . The corpse of a man in leather armar lies in the north end
af Wiy

HWI_H Forty-three —The doonusy to the west is covered by & won tapestry and
EIEE;T- 5n'-eil5:|:nld-e|:ag.x Shehwes Ene the east wall and held a variety of artiches foroed
Ay mmets

Room Forty-four —The south wall and cefing of the passage are carved of nathe

rock. The dushy foor & much disturbed, especially near the brass-bound wooden
dowr to the south, The comidor amells stronahy of vanilla.

Room Forty-five—A faint trail in the dust runs the kength of the comdor and the
arr smells fainfly of vandla.

Room Foriyv-six—is a passage with stonework on the weat wall and ihe odher
walls, fioor and ceding of carved rock. The dusty fioor shows & faint trail runmng
the length of the corrdor alomg the west wol and a hint of vanilla is in the air. A
discarded backpack rests against the eazt wall i the north end of the passege.
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Room Forty-seven —is a passage lilke #6. The path in the dust commases alomg
the west wall, & rusty suwosd rests on the foor near the middle of the passage,

Room Forfy-sght — = a passage Bue 36

Room Forty-nime — & a passage with stonework on the soudh well snd the other
wall, floor and ceiling of carwed rock. A faind path on the dushy floor keads along the
south wall and the alr smells shghthy of vanilla. & brahen bow and an emphy guiver
rest against the north wall halfway down the passage

Room Fifty —s a passage Bke lorty-rane. The carpet of dust is slightly disturbed
mar the astarm g of the passage, but is othenase unbroken The averpresent
smell of vanilla continues

Boom Fifiv-one— 5 a passage Bke fgeby-nine. The loor B covered with an even
taver of dust and the ar smells of decaging flesh. & small wooden box hes hpged
over on the Moor in the middle of the comidor.

Room Fifty-two—% & padssane welh stonework on the south wall and the noeth
watd, floor, and celing of carved rock. The dusty foor shies no signs of disturbancs
and the fend air smels of ancient death.

Room Filiy-three —i5 2 pagssae with stonsgnucrk of the sowth and west walls and
the orthar wealls, loor, and coiling of careed rock. A moldering sack sits on the Boar,
in the southwes: comer of the corridar,

Room Fifiy-four — s & pessage with sonework on the south wall ared the morth
'-II._II:.i. I'I‘.rn-rh ani::lmiing of carasd rock. The dusty floor evidences somme acthaly naar
e south wall.

Roorn Fifiy-five — 4 & passsor wih stomgnanrls on the south end gast walls and the
other walls, oo, and ceiling of carved rock, The upper portion of the corridor is
sheathed i cobwebs and & lasger vl fills the south end of the passage. & small
s Heshne-:r the west wall partway down the commcdor, sther paeces spilfog from
s mouth.

Rooin Filise-six —The dusty Doos 6 marked with the tracks of large anlimals and
the ar smells of musk. A cleanby picked skeleton reclimes ageenst the west wall
halhway down the passage.

Room Fiftv-seven —is a passage wath stonswork on the south wall and the neeth
wall, floor and ceiling of carved rock, A brass plate fies in the dust in the middle of
thie corrdos,

Room Fifty-eight —is a small sloove. The south wall & of carved rock. The air
semells stronghy of vanslla and the foor shous feguent disturbance. A Black stain
marks the floor near the east wall

Room Fifty-nine — i a small entrysy with the walls, floor and cefling of stone-
works. The disdy floar revesls frecueent commnigs and  gomas and the aly smella
siromaly of vanilla

Room Sduby— |8 the wesberm extrermity of moom teenby-nee, The walls, floor s
exiling are stonework. The floor is covered with the spoor of [aroe anemels and the
air reeks of rot and musk, A heap of partially eaten human and antman bodies fills
the southuwes] cormer.
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DUNJONQUEST

Temple of Apshai

TRS-80
Atari

Commands

Tabie 1. Movement Commands

Kew You Press What [t Mepns

na Set speed to 0 1o @ feet per ™
B Mowe righi

L Mowe left

u Volte-face (furn around)

Tahle 2. Baitle Commands

Kew You Press Whai It Means

& Sttach

T Thrust

F Parry

F Fire normal amrow
M Fire magi arrow

Table 3. Special Commands
Key You Press What It Means

Examineg well for secret door
Open door
Search for traps
Cirab freasure
Drop treasure—lolmsed by DROP SOME?
01 i 20 Enfer fwn digit nurnber of the freasure
woy want 1o drop.
02 Cluery for momsters
’ Speak wilth monster
H Healing sahse appled
¥ Yihixir drunk

Qo om
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SUMMARY OF PLAY

The mighty Temple of Apsha, dedicated 1o that ingact god who claims
krowdedge far superior to that of other gods, bes buried vnder a vast shde of
earile Owver the years, a willage grew up atop the buried temple; and, as
generationg passed, memories af the caverns faded into faogend.

Then, during the reign of high priest Memdal Geb, 3 movement began 1o
excavate the old tempde im search of the legendary gems and godd of the
Apshalana. & noted engimeer wis hired, and first the ancient tervple and then the
ancient passages, one by one, were cleared. The underground gardans, with thair
sirarge, sunless growths, were rediscovered, as were the shops and, finally, the
mines of the Apshaians. Memdal Geb decided to continuee the excavation in
hopes of recoverng the lost knowledae of the Apshalang. This proved to be an
ill-fated decision imdesd

Ehortly after the fourth passage was cleared, work partes began 1o disappear.
Soan no one would enter the fourth passage, and ewgnibsally the other passages
and the temple cevern itself beceme wmsafe. Commerce dwindled and the
population waned. The louwn weas again facing disaster. In response to the
people's outcries, Memdal Geb led the other pelests of Geb and the atrongest
warriors of the fown in s guest to end forever the curse of Apshai, They endered
the fourth passage, and none returned. Dare vou join in search of lost wealth still,
il keqend speaks frue, Fdden there?

First, locate the special mstrections on How To Load vour particalar computer
version, and follow the directions. If afrer reading the instruction sheet you have
prablems koadimg the game, cur Customer Serdoe Department wall be glad 1o
help wou

When the garme is loaded, vou will find vourself in the Inn. where the Innkeepar
relrigied o preuloushy saved charpetier, creates & ey one for wou, oF allows you
to create vour own. The Innkeeper also queries vou for purchasing the supplies
yors need, This portion of the game uses text only; you simply answer the
Questiors pat 1o gou After ol charpcter s gererated and properly outlfitied,
vou are fransported to Koom 1 i the dunjon level of wour choice.

Llze the comnmands on the other side of this card for playing in the dunpon. &
more detaled explanation of the commands — along with complete descriptions
of the mansters, treaasures, rooms, and the adventures of Brian Hamemerhand —
can be found in the Book of Lore.

We invite vou to propect woursell mto the labyorthing dunjon. With pour
imagination, see and toach the tressures, hear and smell the crestures thal
inhakit the place. Dhscover for woursell the famtasy world m the Temple

of Apshai.
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