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World 5: Quest 5


ZARATH's  TEMPLE





"Zarath is Skulmar's battle captain.  He is responsible for making strategic setups, to slow you down.  His traps for you have failed again and again, so Skulmar gives him one last chance to stop you.  You must venture into the temple and hunt down the evil Zarath!  The Emperor is counting on you to stop Skulmar's expedition."


 





NOTES:





A. Upon entering the turning room, roll one red die.  1 = A.    2 = B.    3, 4 = C.   5, 6 = D.





E. Inside the chest, is a dead rat. 





F. This Chaos Warrior once served as one of the Witchlord's honour guards.  He has one extra Body Point than a normal Chaos Warriors. 





G. This door requires a gold key.   





H. This door requires a silver key .





X. ZARATH. "I don't know how you've made it this far, but you'll never leave my temple alive!"  Zarath can use the spells "Summon Undead" and "Command".  Zarath has the stats of a normal Gargoyle, except for his Body Points.  After Zarath is wounded three times, he slips into his portal and teleports to room 'Y'.  A golden key appears for the Heroes.  The Heroes cannot use the Chaos portal, they must get to the room on their own.  





Y. ZARATH.  "I am more tricky than I seem.  Attack, attack!"   Zarath knows all of the Chaos spells, but "Firestorm" and "Rust".  After Zarath is wounded four times, he slips through another Chaos portal and appears in room 'Z'.  A silver key appears for the heroes.  The Heroes cannot use the Chaos portal.





Z. ZARATH. "My patience is weakening.  Feel the rath of Zarath!"  With this said, huge flames burst from the forge, damaging all Heroes.  Each Hero loses one Body Point.  Zarath knows all the Chaos spells now and uses them frequently.  Zarath has unlimited Body Points now, and the Heroes must find another way to beat him.  Tell the Hereos that they must push Zarath back, into the forge.  To push Zarath back, a Hero must attack him.  If the attack is not defended, the Hero rolls two red die.  He must get a sum over six to push Zarath back one square.  Zarath can move one square forward on his own turn.  "Nah, nooooooooooo!"  Zarath is pushed into the forge, his scream seems to shatter the very foundation of his temple. The Heroes rush out, as the temple crumbles into dust.  








Wandering Monster: Fimir


