


s cad ye well seeker,
this ancient grimoire

ol lore and Rnowledge of
days alore...otudy
these runes and learn
ye these ciphers—and
mayhap ye shall solve
the riddle of the Faery
Tale Adventure...
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oection 1

A—Circle of Stones #2.
B—The Dragon’s Cave. Within lies the Magic Wand
and Treasure.




oection 2

Well people, guess what! There is nothing here. You
may encounter monsters or you may find treasure.
You rru'gh,t also encounter a great deal af&wM.
That's the price one pays for adventure.
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oection 3

A—The CrX.staL Palace. Here resides the Sorceress.
B—Circle of Stone #3.
C—Coast Kee,fz.
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oection &

A—Circle of Stones #x.

B—Circle of Stones #4.

C—A Cave. Away tv nowhere.

D—A Cave. Away uutfro—rn the tl}u»CE.Sruul maze.
E—Quicksand. It is a tricky entrance.

F—North Keep.

G—Tuwrtle Point.




oection 5

A—A cave. Aw—a,x out or in.
B—A cave. Awax n or out.
C—The Witches Castle. Within resides the Witch.

She holds the Magic Lasso. “No trespassing.
Violators will become toads.’

D—Circle of Stones #5.
E-The Og“re,’s Den. Treasure can be ﬁnuu], here.
F—Glade Keep. This Keep is usually full of Treasure!
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oection 6

A—An Old Forgotten Shrine...nothing here.
B—Circle of Stones #7.
C—An Oasis.
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ocction 7

A —East Keep.

B—An isolated cabin called Swrun{z Calin.

C—An Oasts.

D—A cobllestone diamond. Within it stands a
wiseman who has words ufnnsimn to give to you.

E—Lakeside Keep.
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oection 8

A—Road’s End Inn.
B—Wayxfa,rerys nn.

C—River Run Inn.




oection 9

A—Cliff Keep.

B—Circle of Stones #6.

C—The city of Tambry. A place to rest and stock up on
supplies.

D-A Gra,veZarcl. Are you [uvfulng ﬁrr a ﬁgh,t/ Do it
here!

E—-A (_‘rg calin. 5 Ll
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oection 10

A—The Vermillion Manor.
B—The Watchtower. A (ung way to travel, but, within
lies a wa,Z to cross th,a ocean.

Watch Tower
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oection 11

A—An Oasts.
B—An out[)_/mg ﬁrrtress called Desert Fortress
C—Circle of Stones #8.
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oection 12

A& C—An Oasts.
B—The hidden City of Azal.
DEH—Dark Stone Tower.

EF,G&I—Lava Pits.
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Old Caste

oection 13

A—The Tomlbs ufl{amsath,
B—Mountain Fort (An Old Castle)
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oection 14

A—Circle of Stones #9.
B—The CLtZ af‘ Marheim. A fz[a,ce, to rest, stock up on

stz[Las, cuul,ﬁmi treasure.
C/DF,G&H—OId Log Cabins. i
[—Circle of Stones #zo. I
J—The Sacred Shrine of Pecple Who Have Gone

Before. The Shrine is guarded by the Dream.

Knight. | . I& B
K—Forbidden Keep. Within is a “damsel in distress.’

!fxa-u, can save her you will receive treasures to aid
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oection 15

A—Baxsidc Castle.
B&C—Log Cabin.
'D—Lu-n,dz KCE{?..
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oection 10

A—Dark Stone Tower.
B—Swan Isle. Here lives the Golden Swan!
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oection 17

A—Lava Pits.
B—The Citadel af Doom. The Evil Necromancer lives
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ocction 18

A—Lava Pits.
B—Circle of Stones #xx.
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oection 20

A—An old ﬁrg calin.
B—Sea Hold (Castle).

Ltrg Calbin

Old Castle
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(Tagical Jtems
The Glass Vials

Glass Vials are useful for increasing lon
v1ta.[.LtZ£m'upts 'Drr.nkthwpaﬂerurd,urulga,
battle. Drinking Vials will sometimes help
Do not use the Vials if your vitality points
are alove /3 of your [n‘a,verx points. The
Vials are useless at that time. Keql a,gmrd,
stock uf them available. Vials can be
fzul‘o[uwulathur local lmtuula.re,aﬁen,
ﬁrunxlonth,eﬁvdlzs OfSE_eLetonsMOgTes

The Green Jewels

Green Jewels are useful for b.ghi:mgthc
iukﬂ@m]wdam[rauseiaﬂrngwu:h
a Bird Totem, (in that order), gfxou are [ost
and traveling at night. It is also useful

found only on the bodies of Skeletons or as
treasures.
The Bird Totems

Bird Totems are useﬁd as ‘Z(ru, are
here sXm,[nr(s Bird Totems are a

Keep in mind that the Bird Totem
does not abways center you on the

grea,t h,ef{z to Zouﬁnding your go-al.

computer screen. It is uftupanmdbcahunth,a,txou are
near su-mcthing interesting iftheT(rbe"L shows you near
the exlge afthe screen. Bird Totems are very useﬁd when
trave[ing th,ruugh, the Grimwvod Mazes and can be
P,urch,asal at your locallnn ata Fugh, Eu-we, Tﬁ,el/ are uﬁm
ﬁnuwl on the bodies offzres or Lnsam,ing[z empty
Gmluings. Bird Totems do not work Mergra'und

Jade Skulls are &sfu’,culﬂx useﬁdﬁrr
bowmen (nasty critters). Jade Skulls
cannot be F.urch,asul Th,e,x can G—cﬁru_n,cl
«.rnf_zinth,arenw}w q—fsum,ewraiﬂw or as

treasure.

The Gold Rings

Gold Rings are usultamomwtarilx stop time.
You ca,n,,ﬁrr efaunp_[,a, use a Gold Ring to stop
ZMUWWMGWW While
vaap{zmmwﬁUMLnmemmxmk&
weapon, then, WLWRUWWWS@?‘
kill him .. mﬂth&mww{um’ThJslsa
great way to au{}u're, a sword. }’Uu,nnﬂ
clgﬁmteiz need a sword. You cannot kill
smnxi:hing‘whmithus been stopped in time.
Gold Rings are also useful for stopping the
'Dragm)’mcanthuvwalkgasthuiwtaher

Jade Skulls are useclﬁrr k.lﬂ.mﬁ Zcru,rﬁres

42



cave to search for tha/l/lagwwcuul Rememlbrer, you will
need ancther Ring to stop the Dragon on your way out of
the cave. [t is FU'SSLL’[Ltu-get uu,tuft[l,eca,vcmthmw us

ing
a Gold ng You have to ca,reﬁdlx FLL}_’ Jxrc]g‘e em’ with

the 'Dragon’s ﬁrc bolts

The Crxstai Orbs

CrZstal Orlbs are used ttrﬁ_ncl hidden
doors in the Tombs ufHansa,th

There, the Orbs are a cle,ﬁmte helg to
You finding both a golden statie and

a 6‘0‘11,&.

The Blue Stones

Blue Stones are used tv transport you
from one Ring ofStoms to another,

ing on what direction You are
fwcmg The Stones are a hx[_[;ﬁrr
L‘]’d:ﬁnﬁ across the country Wux.
There is a ‘Stone Ring Directory’ later
in the book.

opecial
fagical Jtems

The Shell

The Shell is used to call the Sea Turtle
who will take you anywhere you want to
gu*vi,aclire,ctw'a,ter route. She will not
wmlf}_’maremuwwxmcan&mci
ths Shall of siri. S R it dbale TN
Shell can be found in the Watchtower at
the eastern ulge ufor(Jn,, or, the Shell
may (regiven,t(rxm (Ixth,e Sea Turtle in
return ﬁrr Sa.ving her eqggs at Turtle Point.

The Wand

The Wand is the most

The Sunstone

The Sunstone is used to make the
Witch uf the Grimwvods vulneralle to
attack. You can acquire the Sunstone



The Magic Lasso

The Lasso s used to catch the Golden
Swan who can ﬂx almost anx‘nrhue You
wmttwngiaair.Th,eLassuLs h,e[cl&‘x

The Rose
The Rose allows Yyou to cross th,cl_.ak,e,of
Fire without harm. The R(rsecanﬁeﬁnmcl

The Bone

# It is the Bone of the Ancient King. If you

find it, (in Hemsath's Tomb), give it to the
Spectre. H&mﬂ[rcwaulngﬁn' me,thx;
crypt, in the gruvexari, at nu_tlm.gh,t He
also wants the Evil Necromancer dead. He
will give you some assistance there.

The Crystal Shard

The Shard helps you to cross the energy
barrier in the Evil Necromancers castle, y

the Citadel qf’DtrUm.

435

% Compliment of

¥ Characters
The Sea Turtle

thcan[reﬁwdnwfber
eggs at Turtle Point or, she
B G callied by the Shell,
The Sea Turtle will take
meMuememw
g in a direct vcean route.
 Remember, she reacts well

The Snakes

The snakes can be encountered
mtlbeswa,m{:_or at Turtle Point
trying to destroy the Sea Turtle
eggs. Th&l/ are lethal leU‘LL are
just starting out. If your
bravery points are very fu'gh/
along with high vitality
points, the snakes will not be
able to kill you. So, if you feel
like ignoring them, You may
end up with a pack of snakes
following you around like silly
puppy dogs

d 46
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The Sorceress

She lives wii:hinth,aCrZstaL
Palace. Shclsthakzef_erafm
uftﬁw Golden Statues. @f}_/m
a,raclmfuncrnxour [Ju:é,, h,a,ve a

be surE.risai at what h,a{lgens

The 'Dragon
}’mwiﬂnudt:rusaa,ﬁcru
Ring to get past her into her
cave. In her cave lies the

Magic Wand. Keep in mind
thatxuu’unudamrthu Gold
Ringbrg'etuutoftheca.ve. Ef
You are brave (some would call
itﬁnf&h)/ you can time the
muvelza,sta.ndﬁ—etvvemdm
without using a Gold Ring- It
can be done.

She resides Lnacast[zatth&cenwof
the Grimwvods. To get there You must
gcf through an u,mlcrgnrwul passage.
She holds themagicLasscrwh;;chis
used to capture the Golden Swan. You
will need the Sunstone to render her
vulneralble. She holds a Fv-wuﬁ( beam
of light that kills you very dead. The
Sunstone makes it so that the Witch
can only go 'round and round with the
(rmmarhztﬁlm-}’mcmthm/ dart
in, kill her and gra,b' the Lasso.

The Golden Swan

7 The Golden Swan can be

ﬁruml on (what else?),
Swan Isle. It lies
southwest on the map.
The Swan can take you
almost anywhere in Holm
via air. You will need the
m,ag-ic Lasso to catch her.
The Swan moves very fast
and it takes practice to
wnb‘o{ h/er

48



49

The Dream Km{ﬂbt

The Dream Kru'gfl,t guanls the Sacred
Shrine of Pecple Who Have Gone Before.
He holds the Sunstone. The Shrine is

hidden in the mountains south Of

Marheim.
The Wraith
Undead Badgirls. They
are Jcﬁadt to kill aJu{
even [uu‘cler torun away

ﬁ'u-rn,. lfz/uu, are Lvulck, You
can “‘take’ frum them as
You kill them. That way
You may get bovty from
them. Otherwise a large
péreentage of them
e ST

The Skeleton

The skeletons are rather SU’H,P_LC
(stupid) creatures. They are easily
killed. The Skeletons are often found //
carrying Glass Vials or Green Jewels. &
You may not want to try killing all
but one and You aﬁncl that he'll
ch,a.se You werxwﬁxr sluw{ Even

O"lu'l,d zuul muui [ru,s[l, Th,cz/ hﬂ,ve
a limited attention span and they
uﬁen [rumfl into walls.

The Ra,ng‘er
T[u’- Rangefs a[ytra,Zs h,cure, vefx
useful information. Talk to them
M Xv'w see t[L&nL

The B eggar

Begga,rs can be conﬁtsal with
wtse)nme%ce{ltﬁv‘ their attire and

a0
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The Ogre

Mean, ugly, greedy, ugly,
— t«rugh/ not to mention
ugly.
The Gollin \.
Bowmen
Not quite as ugly as ogres, but be
careful, their arrows are far more
deadly.
The S{?—Lder'
L T esibeatbor ot hillinibias
AN N our best bet at killi e
";\\ G critters is o allow them e
"8 .‘ ” P_ra,cb,caﬂ)_/ crawl rlght on to
J You. You can't rmﬂz kill them
until they are that close to you.

The Evil Necromancer

So, who tlo*z’uu thinkfl‘?xes up all those
wounded Ogres and raises all those A
undead Skeletons and Wraiths? Where ’ R
do you think the Evil Horde gets their  § B8
endless supply of swords, maces, dirks
and bows? Why, from the Evil
Necromancer bfwurse,. [ts a du‘tz/ ]',Lr(r,
but he loves it. He's the one who took
Your Talisman!

Weapons



otone Ring
Directory

YOU ARE AT YOU ARE AT
Isle afSoTcerX (z) Snow Mountains (2)
FACING POINT OF ARRIVAL FACING POINT OF ARRIVAL
WEST BURNING WASTE (8) WEST WEST OF GRIMWOOD (4)
NORTHWEST  SNOW MOUNTAINS (2) NORTHWEST  GREAT BOG (7)
NORTH GREAT BOG (7) NORTH TAMBRY ()
NORTHEAST  TAMBRY (6) NORTHEAST  LAKE OF DREAMS (3)
EAST LAKE OF DREAMS (3) EAST VALLEY (9)
SOUTHEAST  VALLEY (9) SOUTHEAST  RIVER (10)
SOUTH RIVER (10) SOUTH SOUTH (11)
SOUTHWEST  SOUTH (11) SOUTHWEST  BURNING WASTE (8)
YOU ARE AT YOU ARE AT
Lake of Dreams (3) West uf Grimwvood ( 4)
FACING POINT OF ARRIVAL FACING POINT OF ARRIVAL
WEST SNOW MOUNTAINS (2) WEST RIVER (10)
NORTHWEST  VALLEY (9) NORTHWEST  EAST OF GRIMWOOD (5)
NORTH RIVER (10] NORTH ISLE OF SORCERY (1)
NORTHEAST  SOUTH (11) NORTHEAST  SNOW MOUNTAINS (2)
EAST BURNING WASTE (8) EAST GREAT BOG (7)
SOUTHEAST  WEST OF GRIMWOOD (4) SOUTHEAST  TAMBRY (6)
SOUTH EAST OF GRIMWOOD (5) SOUTH LAKE OF DREAMS (3)
SOUTHWEST  ISLE OF SORCERY (1) SOUTHWEST  VALLEY(9) °
YOU ARE AT YOU ARE AT
East of Grimwood ( & ) Tamﬁv'x (6)
FACING POINT OF ARRIVAL FACING POINT OF ARRIVAL
WEST SOUTH (1) WEST ISLE OF SORCERY (1)
NORTHWEST  ISLE OF SORCERY (1) NORTHWEST ~ LAKE OF DREAMS (3)
NORTH SNOW MOUNTAINS (2) NORTH VALLEY (9)
NORTHEAST  GREATBOG (7) NORTHEAST  RIVER (10)
EAST TAMBRY (6) EAST SOUTH (1)
SOUTHEAST  LAKE OF DREAMS (3) SOUTHEAST  BURNING WASTE (8)
SOUTH VALLEY (9) SOUTH WEST OF GRIMWOOD (4)
SOUTHWEST ~ RIVER (10) SOUTHWEST  EAST OF GRIMWOOD (5)

a3

YOU ARE AT YOU ARE AT
Great B(rg‘ [7) Bm‘ningwaste (8)
FACING POINT OF ARRIVAL FACING POINT OF ARRIVAL
WEST EAST OF GRIMWOOD (5) WEST VALLEY (9)
NORTHWEST  TAMBRY (6) NORTHWEST ~ WEST OF GRIMWOOD (4)
NORTH LAKE OF DREAMS (3) NORTH EAST OF GRIMWOOD (5)
NORTH EAST  VALLEY (9) NORTH EAST  ISLE OF SORCERY (1)
EAST RIVER (10) EAST SNOW MOUNTAINS (2)
SOUTHEAST  SOUTH (11) SOUTHEAST  GREATBOG (7)
SOUTH BURNING WASTE (8) SOUTH TAMBRY (6)
SOUTHWEST  WEST OF GRIMWOOD (4) SOUTHWEST  LAKE OF DREAMS (3)
YOU ARE AT YOU ARE AT
Val[r;X (9) River (zo)
FACING POINT OF ARRIVAL FACING POINT OF ARRIVAL
WEST GREAT BOG (7) WEST TAMBRY (6)
NORTHWEST  RIVER (10) NORTHWEST  SOUTH (11)
NORTH SOUTH (11) NORTH BURNING WASTE (8)
NORTHEAST  BURNING WASTE (8) NORTHEAST  WEST OF GRIMWOOD (4)
EAST WEST OF GRIMWOOD (4) EAST EAST OF GRIMWOOD (5)
SOUTHEAST  EAST OF GRIMWOOD (5) SOUTHEAST  ISLE OF SORCERY (1)
SOUTH ISLE OF SORCERY (1) SOUTH SNOW MOUNTAINS (2)
SOUTHWEST  SNOW MOUNTAINS (2) SOUTHWEST ~ GREATBOG (7)
YOU ARE AT
South (zz)
FACING POINT OF ARRIVAL
WEST LAKE OF DREAMS (3)
NORTHWEST  SOUTH (11)
NORTH BURNING WASTE (8)
NORTHEAST  WEST OF GRIMWOOD (4)
EAST EAST OF GRIMWOOD (5)
SOUTHEAST  SNOW MOUNTAINS (2)
SOUTH GREAT BOG (7)
SOUTHWEST  TAMBRY (6)

34
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Reys and Doors

KEY COLOR DOORS
Gold — Throne room, Gold doors in the Tombs of

Hemsath
Green — K
Blue  — Crystal Palace doors
Red — Hidden doors
Gre,Z - Grex doors
White — Castle doors
{ffore Interesting
Points
At Vermillion Manor you need a of 3 keys to

get into and out «Jf}’cru, may be ai:tack,edﬁommthln
A raﬁ: may B‘eﬁnuul at the su'bd:h,wester(x ulge oftfu’,
Lake of’Drwns.

%fxm are down on your bwk/gcr and talk to the
Sorceress in the Crystal Palace.

You should constantly check buildings for booty. Even
Ifxm have eanz.thl a Gul[dtng it sometimes gets
restocked with ‘gu"u—clif_s 4 /‘L[ylra,xs check ﬁrefv_(,a.oes

[n every k&e{z there is a secret way in th,ro'ugh, the
cﬁ,im,mx.

The Priest can heal your vitality points up to
maximum.

Aftar You achieve a fuu'twular numlbrer vfﬁra,verx fwvu':s
Youw are fzra,ctz,ca,a invincile. O"’LZ bowmnen, clruwmng

and h,l.g‘h,er powers can harm you. lfxourﬁwkcuui
vitality points are high too, try your hand at fighting
the undead under water. It s hilarious.

Notes
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