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World 5: Quest 3


CITY  OF  MARR





"My Heroes, I am sad to report that the passage way into the old mines, has been blocked by Skulmar's forces.  There is another entrance, inside the underground city.   The city of Marr, was another one of the wizard's great accomplishments.  He built a magical city, inhabited by dwarves.  The dwarves mined precious jewels for the wizard's alchemist's shop.  He used the purest crystals they brought him to capture the energy of light. These crystals when shattered, would produce a force, similar to the sun's effects on the undead.  The crystals were constantly sold to the Emperor, who paid much for their use in the wars against Zargon.  Skulmar probably saw this as an oportunity to help out Zargon in the war and that is why his army has raided the city. 





The inhabitants of Marr implore you to help them.  It appears that some of Skulmar's forces have taken over the cities' temple, and are holding a number of villagers captive!  The people of Marr have generously offered high rewards if you can rid the temple of the vile creatures, that now dwell there.  They are offering 10 gold coins per Goblin, 15 gold coins per Zombie, 20 gold coins per Skeleton, 25 gold coins per Orc, 45 gold coins per Fimir, 50 gold coins per Chaos Warrior, 100 gold coins per Gargoyle, and 600 gold coins for the Spirit that now haunts the holy structure. You will come up a secret stairwell into the temple, then you must find the hidden passage into the old mines."


 





NOTES:





A. Tell the players that these Skeletons are sleeping.  If a Hero tries to attack a Skeleton, it will wake up and block any attack skill.  Once the players move out of the room, the Skeletons wake up and chase after the intruders.





B. Inside the tomb lie the bodies of two dwarves, one of them is carrying a magic helm, that will absorb the effects of the lightning from any Chaos spell. 





C. Once all the goblins are destroyed, Zarath the Gargoyle pounds the walls in anger, causing a rockslide.  A giant boulder, smashes through the wall and knocks him off a cliff.  Take the wall piece off the board.  The Hereos have a 50% chance of not getting hit by the boulder.  Roll one red die, 1-3 lose 2 Body Points.  4-6 the Hero throws himself against the wall just in time.





D. On the bookcase you see a flask of pink liquid, if you drink this, you will turn into a Spirit and can float through walls, until you are wounded.  While you are a Spirit you can not defend yourself, you can only attack.   





E. The turning room is as follows.  1, 6 - A.  


                                                             2, 4 - B.  


                                                             3, 5 - C.





F. You open this door to see no floor, but a firey pit.  You fall into the flames, expecting to be toasted to cinders.  Instead you feel stronger, you gain all your lost body points back and receive a fireball in a jar.  Opening the jar, would release a ferocious explosion of flame, destroying the contents of monsters, furniture, other heroes.  Everything would be destroyed in a ball of fury, except yourself.





G. The Goblins have destroyed most of it, and it is worthless.





H. The tombs are empty.





J. This chest is a deadly trap.  Roll one red die.  1-2 .When you pop the lid of the chest, the floor gives way underneath you and you fall to your death, a floor of wooden spikes.  3-6. You see the floor open up, so you grab onto the chest and pull yourself to saftey.  The chest is empty.





K. The cupboard is locked.  You search the room for a way to unlock the cupboard.   After searching the room, you find a loose wooden board, around the back of the cupboard.  Crawling inside, you unlock the door and the room's light reveals a ladder. You have found the hidden entrance to the lost mines.





L. Here lies the body of a dwarf.  His rotting corpse makes you feel sort of ill.  








Wandering Monsters: Skeletons, Fimirs, Chaos Warriors


