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c: Cat (or gargoyle?) symbol on wall. Sometimes arm acts
as lever.  (Any significance??)
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A thought that | had met my death at the
blade of that Drow. In battle our king was grievigusounded, and the young prince was |
kidnapped. | tried to stop the Drow, but alas, sweaercome.
You have saved me from death! | wish there was seayeto thank you, but | have nothing. |
I am alone, separated from my people during thiéebdtay | join you, so that together we
can search for my peopp?0! +> P
G
ADuring the battle, | chased my enemy up a stairdassis level.
My people should be on the level just belowBus.
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A am Armun, spokesman of this clan. Of course, asetinformation on the location of the exits frdmge
halls, but in our hour of need, | have no time é¢phyou. However, if you would be willing to helg.uB

(0] + P

AOur clan is descended from the dwarves who bugketgreat halls. Here, our ancestors lived in peat#
hordes of evil creatures drove them out and intorélalms of men and elves.

On the surface, our numbers dwindled, finally, leader, King Teirgoh, gathered our people and ked u
underground, in search of our ancestral home.

Using secret knowledge, passed down through thed fagnily, we finally discovered these stone-carhatls.

The halls were vast and we only explored a smatigrobefore we had to make camp in an encloseal are
decorated with a stone portal. But while the cafaptsthe stone portal flared with magical lightbf the light,

a horde of Drow charged us. They were led by a ferttedy called Shindia. We rose up and fought thk dies,
though we were exhausted by long weeks of travath Bides suffered many causalities, but in thevemforced them
to retreat into the portal from which they came.

The battle was costly. King Teirgoh was wounded lppaoned dagger, and now lies in eternal sleegphiNg our cleric
can do will wake him. His only son, Prince Keirgags captured by the invading Drow. With no memtfehe royal
family among us, we no longer have access to #iegiret knowledge of the exits from these halls.

Now we wait, while our cleric heals our survivingmiiors. Once prepared, we will try to rescue aimge and avenge
the fall of Teirgoh. Our numbers are small, butwaaild rather fight to our deaths than abandon oucp to the Drow.
Unless... if your party were to rescue Prince Keirgamfthe Drow and return him to us, he could give ydarmation
about the exits from these halls. You would haveryoformation and we would have our prince. Sd|, yau help us?”
(0] + P

Arake this. Shindia dropped it in the battle. Itie key to activate the portal through which shelrdminions came.

Our ancestors built the portals to transport themmfone location to another quickly. When the daiteorway is

touched with the right object, the portal is adideh We would have followed Shindia and her Drow Ellack through

the portal, but we are not ready to confront them.

The ancient ones also used powerful magic suchissotgain knowledge. Legend has it that theeni©racle of

Knowledge and the key to its operation is the péwv@lack Orb. By placing an orb into the oracks, i

power is released.

Our cleric can help heal your wounds. Be careftltadax him too heavily, he has been healing the £

wounds of our warriors and trying to revive the ¢finom his posioned sleep.”
“One other thing: A young dwarven warrior would lit@join you in your quest to

find the Prince. Will you allow him to joinyou?0! +> P $ G
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AOh, you Waterdeep’s saviors of the week. You dardtize how many other adventurers have b| &
sent to find the truth about the evils undergroiell, rented redeemers, let me give you the be
of my vast and profound knowledge. Xanathar has beeermining Waterdeep for years.
When Waterdeep is sufficiently weakened, he wiltllaé minions in conquest of the unsuspectir

Wand of SliviasAs | understand it, the Dwarves have the magidifact, but they do not know
what they possess. The Drow know that the WandleieSiis powerful, but not of its use against g
Xanathar. You see the wand is one of the few miagas that can effect a Beholder, because it i¢
made from a Beholder’s eyestalk. Stupid Drow. Thegupposed to be Xanathar's allies, but the
plan to finish off the Dwarves, steal the wand, agd it to raid the city. This would alert the Lerd
of Waterdeep to the immensity of the threat fronoleground and delay Xanathar’s plans of conquestl Bave to
stop the Drow and get the Wand of Silvias for myself.

You see my friends, | have no intention of stoppfagnathar until he has completed the conquest oEWlaep. After
the conquest, Xanathar will be at his weakest. @y will | strike. Xanathar will be at my mercy,caWaterdeep will
be mine. So, | certainly can't let you keep Xanath@am conquering Waterdeep. | need only get the @i Silivas ...
and, of course, kill you.”J * H J$ 9
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There’s a button there (!)
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# % AWait! Please don't kill me! Look,

I know a lot, and I can give you important inforioat | can tell you how to save the King!
That's worth something, isn’t it?! I'm no goodyou deadB
O - + + P
# A It's obvious you know of Xanathar’s plot. He
kidnapped Prince Keirgar to turn the Drow and the Bv@a against each other.
Because we knew the King was too stubborn to brasimvl poisoned him. The only way to
revive him from his coma is with the potion thatdshed on the level below, in the ‘Room of
the Levers’ “.
* #
bt )
MPlease! You must free me! | need to return to ray eind avert the war between the Dwarves
and the Drow!”
O. +- + P
- “l thank thee, for the timely rescue. Now | mustriyito my people
to warn them of two foul traps. First, the Drow comity was not behind my kidnapping. It
was Xanathar's minion Shindia. If my people mistdikeattack the Drow, in their search for me,
the Drow will annihilate them with superior numbe8&cond, if my people continue their search
for our ancestral home, they will run directly irfanathar himself. | gather from Shindia’s
comments that Xanathar has set up his main quaiggitsin the heart of our ancient city! | must
find my people and stop them from attacking thevidoo assaulting Xanathar. Will you accompany meyéradventurers?0! #P
- G 3> $ ?
$ G ' 0 '
ABeyond hope, you have returned with Prince Keirglamw can we possibly thank you?” “They wish infotina on
ways to the surface* “Lore has it there is an ancient throne room alseven levels down. In the
throne room, there is a secret door in the north Wae door opens to a long underground passagewlagh should
take you to the lands just east of Waterdeep.”™ “There must be some other way | can repay you for
bringing me back to my people. The least | cansdmitinue to help you in your quest against Xaarath
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“Brave adventurers, you have saved my life. Pleasept this, our most precious gift. | can tell yittle about it,
save only that it will aid you in your darkest hbur
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ASo, despite my traps, you petty hirelings of thediscof Waterdeep managed to make it here after all.
How unfortunate for you.

How sad for me as well. | enjoyed immensely watghiau fight my minions and stumble through my
traps. Of course, I'm responsible for creatingttia@s, just as | am responsible for creating the that
will bring all of Waterdeep under my absolute cohitro

You, of course, cannot be allowed to interfere with brilliant plan. Surrender to me now, and peshap
| will grant you mercyB
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So much for the “surrender” tactic. Hence chose attack the rest of the times
(think | needed about five restores before we beat him.)

Spell “Invisibility 10" “ was effective throughout — important at one point.

Immediately after pressing the “Attack” button, hit back-left and if we're lucky we avoid the initial death spell.

Use Wand of Slivias to force the beholder one square south, so entrance is clear. Enter the room (22), and make for corridor
southwards. At (23) there’s a light beam detector which sets off the fireball trap in the north wall. Being invisible prevents light
beam from seeing party. (If not, there’s plenty of time to outrun the fireball and sidestep it when we arrive in the big room).

In room south of corridor, wait for the beholder on a square which can’t be seen from the corridor. When he arrives, sidestep
continuously keeping him on a diagonal square, until he is at square (24). Step directly north an use Wand of Slivias. Beholder will
move south to (25) which is a spike trap — and end of story.

And then for the real anticlimax — the most disappointing ending I've ever seen
in an RPG:

Blue screen:

As the party picks through the remains of Xanathar's shattered body, a
teleporter triggers about them. As Xanathar's lair fades from view, everyone
prepares for battle and thinks, “What now?”

A stately marbled room fades in around the party. Two stone columns flank a
large throne. Sunlight streams in through the windows. Clean air blows in from
an open door. This is Piergeiron’s Public Hall! At last, the party is free from the
dungeons under Waterdeep!

“You have killed Xanathar and saved Waterdeep from his evil!”, Piereiron
Paladinson exclaims. “We were wise to pick such talented and resourceful
adventurers as our agents. For today, let thee be proclaimed the Heroes of
Waterdeep and let all know of your brave deeds”

Congratulations on your successful quest!”

Exit to DOS (!!)



