


ead ye well seeker,
this ancient grimoire
of lore and Knowledge o!
days afore...Study
these runes and learn
ye these ciphers-and
mayhap ye shall solve
the riddle o! the Faery
Tale Adventure...
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~ection 1 
A-CircLe.. af St:o-nes #2. 

B - Tfu- Vrag-cTI1-' S Ca.V-e- wi.t-hi.n, fies the-;Hag-i-c Wa.n.J, 
a.n.J, Tre.a.s life.. 
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Section 5
A— A c-a.ve,. A vtro^ crut err in-

B— A c-a.ve,. A, way in or crut-.

C— The, Witches' CastLe,. Witkin resides t^e Witc.(i-

She, ktrLds tA,e /Vto-cfrc Logger- "Mcr
Vuriators wiLL kejiirm£, turads '• '

"D — Circle- oj Stirnes #5-

E— T^te Ocjre!s "Den,. Treasure ca,̂  ire,j\ru,nd

F— Glade, Kee .̂ Tftis easure,
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Circle, oj Stxmzs
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~n Section 7
A—

B—An, iso-La±£il cabin* collet S-nram-fi Cabin,-

C—An- Ocus^.

'D—A ctrbbLesttme- diaJ^urnd- Witnin- it stanAs a,

wis eirum vvfi^r (IM^S wurcis crfvviscLrm, txrcj-ive, far

E—

tf CaJrin,
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Section 9
B- Circle, of St^n^S #G.

C— T"A,e, cit1 crTa-mJn. A ln_ce far rest anJi sfare/L

T)— A Gra-v-eVa-rci. Are J^H- Lrtrdiruf firr a,j-ufh±! "Dcr i.t

— A Urcf ca.trin-

,*.*,'

i-M
TambrV

4

Circie. of Sti

^tffe
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Ciection 10 
A-Th-e-Ver~ j\!tcuwr. 

B - Th-e-Wa.t:ch-to-w-u. A Lmtr w-a..2:' to- tra..ve.C End:.{ wi-thiI'L­
Li..e.s a.. w-a..2:' to- cnrss -tke- a-ce.a../1,. 
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Section 14
A— Circle, of Stcmes #j)-

B —Tfte, City of /Harn-eitr^. /t jiLa&e, tcr rest, stcrc-k. n,^ trn

supplies, and-/ find treasure,.

C,T>,F,G&rl-OLl Ltrg- Calrins.

l—CircLe,ofSttmes #10.

7— T/ve~ Sabred Snrine, ofPeir£iLe,Wnjr riaxre, Qcrne,

Before,. Tn-e, Snrine, is cfiiarded (r^ tfte. "Dream.

K—Ftrr(ridden Keeft. Witnin- is a darns eL in- distress-

if 2/cru, c,an- Save, fver ^U- \viiL receive, treasures ttr aid

, im

cf S

27
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~ectign 15 
A-Ba.:~s~ Ca.sfu. 

B &:C-Ltrff ~. 

V - LvnA~ Keef-. 
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Section 17
A—JLcvna, Pits.

B —T^JX Cifco-iiel crj-TDircmv. Trie, Evr£ Wtcrcmvo-»tcer
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QTagical Stems

Glass 'Vials are. usefulfor increasing Lrw

vitality [urints • Drink, thern, after err during a.

(rattle.. "Drinking VuiXs wiii serrnetirnes help-

to- allay_ fatigue, or hunger for a. short while,.

"Do- not use. the, Vials ifyerur vitality joints

are. afrerve, */3 ofyerur bravery bjrints- The.

*Vials are. useless at that time.. Keep, a.gcro-d

sterck. of thern, available.. Vials can Ire.

bMTchased at yjrur lircaL Inn and are, erjten-

ferund on-the, (rerdies o~f SheJLetcrns and Oares.

Green Jewels are, usefuLfor lighting the.

darh. A, Green- JeweJL can Ire, useJi along with

a. Bird Totem,/ (in that order), are. Lrst

and traveling at night. It is also- usejuL

when Ycru' are,jighting at night- Green-

Jewels cannot (re. purchased. Jewels can- (re.

jirund onfy on- the- fro-dies of Skeletons or as

treasures-

are,Bird Toterns are. usejut as

here! symbols . B ird Toterns are, a,

great helfi- to- y^ru finding %o~ur go-aL.

K.ee£- in mind that the. Bird Totem,

do-es no~t alw-ayjs center yjru- on- the.

41

• screen- It is often an indicaturn that yjru are,

near something interesting if the,Tertem sh*rws Vint, near

the, edge, of the. screen,. Bird Totems are. vcr£ useful when

traveling thro-ucth the, Grimwirerd M.a^es and can (re,
c/ <J

bMr chased at Vtutr Lrcal Inn at a. high brice,. They_ are. often

ferund on, the. (rerdies of feres or in seemingly em,bty^

(ruildings. Bird Toterns do- not work, undergrerund.

Jade, Skulls are. used, for killing ^onr fires.

Jade. Skulls are. esfiecialfy usefulfor

killing greru^s of attacking wraiths or

(rcrwmen (nasty^ critters) • Jade. S kulls

cannot (re. purchased. The.^ can (re,fo-und

irnfy in the. remains ofsorne. wraiths or as

treasure..

Go-id Kings are. used to- m^rrnentarily sttrb. tirne..

yeru, can-/for ex-am-bfe./ use. a- Gerld King ter sterb,

yerur erb-b-ernent when, Ireing attacked. Wrtile.

yerur o-b-turnent is jro-zjen- in time. VOM, may take.

his wea-fion-/ then/ when- the. King wears off/

kill him, • • • with his own- wea.b^rn-1 This is a.

great nraV fccr cLCCluire, a, snnrra,. Jim, will

definitely need- a. swvrd. y<ru, cannot kill

sermething wh&n, it has (reen- stc-bfied in tirne..

Gerld Kings are. also- usefulfor sttrb-bing the.

"Dragern. yeru can then walk, bast her inter her



cave., tcr searchfar the. /Viatic. \VanJi. KernemJrer/ ycru wilL

another Rinff tcr stcrp- the. 'Drcu^cm- cm, ycrur way crut erf

the. cave. It is ficrssibLe, tcr cfet crut erf the. cave, withcrut usinff

a, Gcrid Rinff- ycru- have, ttr carefuify feLo-Y "dcrdcre. 'ern." with

the. "Draft am- S ju~e~ bo\±S.

Crystal
Crystal. Orbs are. used, tcr find hidden,

dcrcrrs in-theTcrmJrs crfl-Lemsath.

There., the. Orbs are. a. definite. heLb. tcr

ycru finding' bath a, ctcrLden, status, and

a. bcrne.-

Bute Stcrnes are. used tcr transport ycru

frcrrn- erne. King~ erf Stands tcr another/

deJ2~endi.net cm, what dire^ticm, ycru are.

- The. Stcrnes are. a. heLh-far

acrcrss the. ccruntry duic.kJiy.

There, is a.'Sterne. Rinff 'Dire^tcrryJ' Later

in the.

Special
magical Utems

The. ShelL is used, tcr c.aJLL the. SCM, Turtie.

whir VITLU. take, yiru anywhere, ycru want tcr

d~cr via. direct water rcrute.. S he. wiiL ncrt

ccmve. if ycru are. unkind and ycru, c.an, Lerge.

the. SheUL if ycru dtr unkind deeds. The.

S helL can (re.feru.nd in the. Watc-htcrwer at

the. eastern edtfe. crfl-Lcrim., err, the. ShelL

may (re. ctiven- tcr ycru, by the. S ea. TurtLe. in

return ferr saving her ecs at TurtLe. Pcrint.

The. Wand is the. rncrst

bjrwerfuL wea.b-cm and

bcrltsL y j u
fire.. It can befcrund in- the

"Dr'acton- s Cave; ycru wuL

need it!

The Sunstcrne. is used tcr ma~ke the.

Witc-h erf the. Grirnwcrcrds vuLneralrLe. tcr

attac.k* ycru cMjn, acquire the Sunstcrne.

emLy b£ defeating the. TDreatn- Kniffht.
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/VLcigic.
The, JLasscr is useJi to- ca±c.h the,

Swan- who- can,jty almtrst anywhere, Vcm,

want far g-tr via, air. The, JLasser is heid- (ry

the, Witc,h crj-the, Grimwircrds •

The, Rirse, alLcrws Vcru. tcr crirss the, Lake, OJ

Fire, with&ut harrn- The, Kfrse, c,an- ire,jcru.nd

in, the. Hidden City_ of

It is the, Berne, of the. Ancient Kinff. if Van,

find it, (in, Hejnsaths TarnJtr), give, it far the,

. He wiLL ire, waiting ferr Vcru, in, the,

te' <fra*re%ar<l'/ °-t rnidnitfht.. He
alscr wants the, EviL Ne£.rcrmancer de^id.. He

y_eru strme, assistance, t/^ere.

Crystal,
The, Shard heLps y

(rarrier in- the, EviL

the, CitadeL crf'Do-crm,

45

Compliment of
Characters

She, c,an, (re,jirund. n^ar her

eftffs at TurtLe, Pcrint err/ s he,

can, (re, c,aLLeA, (ry the, SheLL.?

•fv-und in- the, Watc,htcrnrer.

The, S eM, TurtLe, wiiL take,

Vcru, anywhere, y^M, want far

cter in- a direct trceo-n, rcrute.

r/ she, reacts welL

are-

The, snM~K~eg c.an- ve, en-ctntntereo-

in- the. swamp, err at TurtLe, Ptrint

trying tcr destroy the, S eo. TurtLe,

- The,y are, LethaL

starting- crut. i

(rraverV turints are, very

aiernif with hiffh vitality

birints/ the, snM,kjes wiLL not, (re,

aJrLe, tcr fsjJjL yeru- Serf if ycrufejeL

Lifue, ig-ncrrinff them,, yeru mM,y

end- U-/2- with a l^ach. afsn^-kjes

yo~u aro-und, [ike, siLLy



S he. lives within the.

Paiac-e. She. is the hje

erf the GerLden- Statues • if y_cru,

are. dtrwn o~n ycrur [MJCK^, have a

wirrd trr tunr with her. ycru, wilL

(re surprised at what

ycru, wi-LL need far use a Gcrid

Ring- far cfet fiast her inter her

cave. In her cave Lies the

/Vta-dxe Wand. K.eep- in- mind

that ycru-'lL need another GtrLd

Kin^- far fret tmt oj-the cave. Ij

ytru, are. (rrav-e. (strm^e. wiruLd c-aii

itfirirLish)/ Vtm. can time. the.

(riasts and try_ far

. b-ast and (rebveen- them,

usinct a QtrLd Ki.nJf. It

Ire. dtrne..

She resides in a. castLe at the center erf

the Grirn.wv-crds • Ttr ctet there. V<rn, rnust

cj-tr thrcnufh ctn, i^ndercfrcnind- b-as

She htrids the. rnacfic- JLasscr which is

used far capture the. GcrLden- Swan, you,

wilL need the Su-nsttrne far render her

vuLnerabie.. She htrids a b-crwerfuL beam,

erf light that hills ycm, ver£ dead. The.

Sunsttrne, makjes it sir that the. Witch

can- crniy_ ctcr rcn^nd and 'rcru,nd with the

(ream in a rhythm- ycru, c-an then/ dart

in/ R-ilL her and ctralr the JLasscr.

The Gurlden, Swan can ve.

Jrrund cm, (what else?)/

Swan- Isle.. It lies

scruthvuest im the ma-b^.

The Svvan can takje. y_cru.

almtrst anywhere, in J-icrL

. wilL need the.

JLasscr far catch- her.

The Swan- mcrves very^

and it taKjes bjrac.tLc.e- far

arntrcri her.

va ar.



"Dream, Kniffht auroras the, S acreA-

S ferine, oj-PctrjiLe, \Vhir rtave, Gime, Be/trre.

He htrids the, Su,nsttme,- The, Shrine, is

- in- the, mcni,ntaj,ns s truth oj

ore (itm-cuifc far tilL a*\£i

e\7~en- nxira-er far rttn-

' T^at nraV

(rtrcrt^ jrcrrn-

t/t,em- Ot/tervuise a Larcte,

CTT tn.esn,

a,nra.

Tn,e skjeJLettrnS are, rather

. ~Che. SkjejieJbcrns are, arten,

Qiass Vuxls trr Green,

_ , n*rt want tcr tr£ kjiiLinff aiL

(rut one arui ^<rn, [Ljind that he,' iL

chase, Vtru, everywhere,. . .sLcrnny. E^en-

rcnvnJi ana- rcrunJi a, (rush- ~Uhe-V have,

a. Limited, afctenturn- Sfe-a-n and, the,V

into- waLLs .

The, nris en-ten, have,

cryptic, vuirros of

wisdirm ttr

tm- ttr yen*,.

RfLnffers aLnray^s have,

ttr

C J> «

can,

cvnsta-nt

ctrn^usea, wi

t/i,eir attire,

aims •
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TIu- Ogre-
/vtf..lUl.., lif![~ gree.tL~ lif![~ 
ruuL ~h-, /1Pt tv-~ 
lif!['i' 

Nat 'fJ<i±e- as lif!['i as ergres , fnu: 6-e. 

ca..ref-J-, tkeir arraw-s are. far more. 

cle.a.Jl'i' 

Tlu-Sfikr 
yaw- 6-est 6-e.t at: k.i11.i.ng th-es e. 

cri±t:ers is tv- allo-w-~ tv-

p.ra cO: caU'i cra.w-L ng-h-t IT/'J., tv­

'iln<-. yin<- ca.n..' t realL'i kilL ~ 
I-U1.1:iL th-e.'i are. th.a.t c.&s e. tv- 'iln<-. 

Ser, ~ do- 'iln<- -th.i.n£ fires rq- alL th-r.rse. 
~ Ogres ruuL raises alL th-r.rse. 
wuka.J S~ ruuL Wr~? wh-e.re. 

cLr 'iln<- -th.i.n£ th-e. Evil Ho-rck ffeXs tkeir 
enALess s~'i vf slVlJTcLs, ma-CeS, dir'-s 
ruuL 6-aw-s? wh-~ frr.Tn-L th-e. Evil 
Ne.cn:rm..LUU.er Of c.o-tV"se.. l.t! s a.. dirt:z: j,.r.r6-, 
fnu: h-e. Laves it He..' s th-e. IT/'J.,e. ~ tv-erk.. 

'ilnt-r Ta..Lis nu:ut.-! 

Weapons 

Vir~ 

52 



Stone King
Directory

YOU ARE AT
(i)

FACING POINT OF ARRIVAL
WEST
NORTH WEST
NORTH
NORTH EAST
EAST
SOUTH EAST
SOUTH
SOUTH WEST

BURNING WASTE (8)
SNOW MOUNTAINS (2)
GREAT BOG (7)
TAMBRY (6)
LAKE OF DREAMS (3)
VALLEY (9)
RIVER (10)
SOUTH (11)

YOU ARE AT
erf TDremru; (3)

FACING POINT OF ARRIVAL
WEST
NORTH WEST
NORTH
NORTH EAST
EAST
SOUTH EAST
SOUTH
SOUTH WEST

SNOW MOUNTAINS (2)
VALLEY (9)
RIVER (10)
SOUTH (11)
BURNING WASTE (8)
WEST OF GRIMWOOD (4)
EAST OF GRIMWOOD (5)
ISLE OF SORCERY (1)

YOU ARE AT
East oj- Grimwirtrci

FACING POINT OF ARRIVAL
WEST
NORTH WEST
NORTH
NORTH EAST
EAST
SOUTH EAST
SOUTH
SOUTH WEST

SOUTH (11)
ISLE OF SORCERY (1)
SNOW MOUNTAINS (2)
GREAT BOG (7)
TAMBRY (6)
LAKE OF DREAMS (3)
VALLEY (9)
RIVER (10)

YOU ARE AT
mttoxns (2-)

FACING POINT OF ARRIVAL
WEST WEST OF GRIMWOOD (4)
NORTH WEST GREAT BOG (7)
NORTH TAMBRY (6)
NORTH EAST LAKE OF DREAMS (3)
EAST VALLEY (9)
SOUTH EAST RIVER (10)
SOUTH SOUTH (11)
SOUTH WEST BURNING WASTE (8)

YOU ARE AT
West erf Grimwv-crci

FACING POINT OF ARRIVAL
RIVER (10)
EAST OF GRIMWOOD (5)
ISLE OF SORCERY (1)
SNOW MOUNTAINS (2)
GREAT BOG (7)
TAMBRY (6)
LAKE OF DREAMS (3)
VALLEY (9)

WEST
NORTH WEST
NORTH
NORTH EAST
EAST
SOUTH EAST
SOUTH
SOUTH WEST

YOU ARE AT
TamJnrV (6")

FACING POINT OF ARRIVAL
WEST
NORTH WEST
NORTH
NORTH EAST
EAST
SOUTH EAST
SOUTH
SOUTH WEST

ISLE OF SORCERY (1)
LAKE OF DREAMS (3)
VALLEY (9)
RIVER (10)
SOUTH (11)
BURNING WASTE (8)
WEST OF GRIMWOOD (4)
EAST OF GRIMWOOD (5)

YOU ARE AT
Great

YOU ARE AT

FACING POINT OF ARRIVAL
WEST
NORTH WEST
NORTH
NORTH EAST
EAST
SOUTH EAST
SOUTH
SOUTH WEST

EAST OF GRIMWOOD (5)
TAMBRY (6)
LAKE OF DREAMS (3)
VALLEY (9)
RIVER (10)
SOUTH (11)
BURNING WASTE (8)
WEST OF GRIMWOOD (4)

YOU ARE AT

FACING POINT OF ARRIVAL
WEST
NORTH WEST
NORTH
NORTH EAST
EAST
SOUTHEAST
SOUTH
SOUTH WEST

GREAT BOG (7)
RIVER (10)
SOUTH (11)
BURNING WASTE (8)
WEST OF GRIMWOOD (4)
EAST OF GRIMWOOD (5)
ISLE OF SORCERY (1)

SNOW MOUNTAINS (2)

YOU ARE AT

FACING POINT OF ARRIVAL
WEST LAKE OF DREAMS (3)
NORTH WEST SOUTH (11)
NORTH BURNING WASTE (8)
NORTH EAST WEST OF GRIMWOOD (4)
EAST EAST OF GRIMWOOD (5)
SOUTH EAST SNOW MOUNTAINS (2)
SOUTH GREAT BOG (7)
SOUTH WEST TAMBRY (6)

(8)
FACING POINT OF ARRIVAL
WEST VALLEY (9)
NORTH WEST WEST OF GRIMWOOD (4)
NORTH EAST OF GRIMWOOD (5)
NORTH EAST ISLE OF SORCERY (1)
EAST SNOW MOUNTAINS (2)
SOUTH EAST GREAT BOG (7)
SOUTH TAMBRY (6)
SOUTH WEST LAKE OF DREAMS (3)

YOU ARE AT
(10)

FACING
WEST
NORTH WEST
NORTH
NORTH EAST
EAST
SOUTH EAST
SOUTH
SOUTH WEST

POINT OF ARRIVAL
TAMBRY (6)
SOUTH (11)
BURNING WASTE (8)
WEST OF GRIMWOOD (4)
EAST OF GRIMWOOD (5)
ISLE OF SORCERY (1)
SNOW MOUNTAINS (2)
GREAT BOG (7)
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Keys and Boors
KEY COLOR DOORS

Go-id — T/trtrne rircrnv/ GcrLi curcrrs iri, tl^e. ~TamJrs of
J-tejris at/i,

Green, — Kee^s

B dte — Crystal Palace cimrrs

Re<i — HuLcLe.n. omrrs

Grey — Qre.y_ icnrrs
\Vl\Lbe, — Castie. cicnrrs

UTore UnferesMng
Points

At VertnJJJLurn, {\A.a.rvrr Vtru, neei a- rninirnMrn, oj 3

tf efc into- anA, trut erf. _ !̂ni, mMV Ire. attacteo-jfrcrnt, vtrt

A- rarfc mMV ire. Ttrun^t at tn,e stntt^yiresterLy eJicte. or t/i,e

JLa.kj£. crj ureMJTiS •

ify^ru, are, cLcmm- cm, yjrur £tcc/j_/ ^ir an<i taLd. far
iStrrceress LH, t/i,e CrVstaL Palace.

J){rK, sn^rnLfL ccrnsta-nfaV c^i,ecK_ {riiiLcu-n^fS TOT

LT Ytru, [\A.\re. ej-n,btieM^ a, (ruiidinsr it s<mvetim£S (Jets
resfarcfe^ii witfi. ' cfcrcrclies . AlnraVs

[n- ev^erV £_ee£s- t/t,ere is a- secret nra^

T/i,e Priest can- h^aJ. Vjrur vitality prints u-^ far

55

Aj/ter Vcru, acnieve a iuirticMXar nM,mJrej~ or traverV £un.nts

Vent are practically inxn-n^-ilrie.. Only ttrvtrrn-en-/

a.nA nMfn-ej" fecrnrers can- n^imt. Vtnt. [̂  yintr utcK.

\ritajj.ty turints are. n,utl^ tcrcrf try Vtn<r

trie, itruieaa, nr^er vtrater. tt s nJ-Larurns •
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