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World 6: Quest 1


sTONEwALL duNGEON





"Times of darkness are well at hand, my Heroes.  The emperor has been vanished, the countryside is in turmoil, and there is rumour of the Witchlord's return.  We cannot allow the forces of darkness to control the land for much longer.  You must escape this prison and journey to Tarblin Temple.  There you shall find the remaining members of  a secret clan against Zargon.  I shall shatter your bonds which hold you in this dark pit of uncertainty.  Awake now, and have new stregnth to help you in this quest!"  (All Heroes regain full health + one more body point.)





NOTES: (All the skull face tiles in this quest will act like tagged tiles that make walls move and other things. The Heroes start out on one of the numbers on the board.  Show all the Heroes, but do not tell them how to reach each other.)





A. As soon as the boulder is within view, it starts its thunderous descent toward the Heroes.  Heroes roll two red dice, if a sum greater than five is rolled, the Heroes dodge out of the way.  If not then they lose two body points.  Once the boulder hits the 'X' on the board, it smashes into pieces.  Remove the tile.





B. You open the chest and a red glow floats around the room, then in a blinding flash, the stone skeletons are brought to life.  The skeletons are in your control.  They have six attack die, one defend, but only one body point.





C. This trigger tile activates the wall down the corridor to move onto the 'X' square.





D. This trigger tile causes the wall closest to the forge to melt away.





E. The first Hero who searches for treasure will find 120 silver coins in each treasure chest.  Somewhere in this quest is a shop, where the Heroes can trade their silver, for gold coins.





F. This trigger tile makes the upper wall move to one of the two 'X's.





G. You open the chest to reveal a hidden staircase, at the bottom of the stair is an old mage.  "I will exchage any silver you have for gold.  Do you have any?"  If the Hero doesn't have any gold, tell them they can come back when they find some.  The exchange is  1 silver = 5 gold.





H. The deathmist can only move within the rooms.





J. Any Hero who searches for secret doors will watch the bookcases drop deep down into the floor.  The doors the bookcases reveals, are all open.





K. You have found the exit!  "As you gaze out onto the countryside before you, the stench of the dead causes you to grow ill.  Thousands are littered across the grassy plains.  The sky is dark, even though it is day.  Gathering up your belongings, you begin the journey to Tarblin Temple.  Perhaps there, you can find the answer to what happened to this once beautiful land, you used to call home."





L. Upon the rack, is a broken skeleton.





M. The weapons rack holds many fine weapons, but which one? Choose one weapon from the Armoury.








Wandering Monster: Orc


