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 A Message from Mentor 

Greetings

my fair adventurer, welcome to another quest to test
your abilities from the world of Heroquest. This quest known as
‘Paladin: In Quest of the Runes’ will be a trial and only the best and
brightest will survive. This new and exciting PC adventure will hopefully
give you many hours of fun; and if you wish, can be played again by
choosing different heroes. I myself have had the pleasure over the years
watching Heroquest develop by Gerwin Broers as a worthwhile PC
game, so that many of you can enjoy and support his labour of love; and
this new quest adventure by Peter Karsten will add to the wealth of other
PC adventures already available on Gerwin’s website. Remember my
friends–think twice; act once, for your life may depend upon it as you
seek the Runes. So, enough talk! Now let us begin and may the Gods be
with you as you seek…death or glory.
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 The Story 
Long ago in a land far, far away–a mysterious land where magic and
myth were merged as one; where wizards and warriors, sorcerers and
seers lived in harmony; and even the beasts were tamed and contented.
There was an ancient temple dedicated to peace and prosperity, this
temple was as old as time itself, even its name had been lost for centuries.
It was here that the Elders-the great priests–the keepers of the temple
resided and it was here that ten ancient runes were kept. These runes
were the life blood-the heart of this land, their magical properties helped
the Elders sustain and manage their world and all who lived within it.

But there were those who secretly coveted the runes for their own
evil purposes, and plotted to steal them under the cover of darkness. When
the Elders realised that the runes were stolen, chaos showed its ugly hand
and the minions of Hell began to infect and fester the land. The demons
and devils, the Undead and undesirables swept the innocent and the
courageous that stood in defiance all before them, drenching them in their
own blood. All the while their mysterious master watched and laughed;
soon the land would be under his or her control, for no one knew the
identity of this unholy one, the tormentor, the butcher…THE DEVIL.

So a call went out to anyone brave enough to find the stolen runes, to
bring back the peace, and to destroy the corruption of the land which has
plagued it so, and bring harmony back once more; but more importantly,
find out who was behind this unspeakable crime, so justice can be served.

Many have tried over the years and failed, but there is hope as one
hero dares to defy the forces of evil, one hero brave enough to come to
the Elders aid and bring back the runes, and to deliver punishment to the
one who has stained the land with blood, death and terror…

Enter the Paladin.
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 Choosing your Paladin 
Before you begin to play, you have a choice of four Paladins to
choose from for this Heroquest adventure, each one has different
attributes. This Heroquest adventure is a solo game for one hero only, so
choose wisely.
Lamond.
Mind:
Life:
Offence:
Defence:
Walk:

2
8
3
2
6

Rylande.
Mind:
Life:
Offence:
Defence:
Walk:

3
7
3
3
7

Uriah. {Magic-user}
Mind:
Life:
Offence:
Defence:
Walk:

4
6
3
4
6

Hallam. {Magic-user}
Mind:
Life:
Offence:
Defence:
Walk:

5
5
4
4
7
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 Paladin: A Brief History 
Lamond
Lamond is a young man with a dream, that dream is to become a Paladin warrior
to the best of his abilities. Being young, Lamond is eager to prove himself, but he
has a long way to go before he can do this and help the Kingdom and its Realms.
There are many challenges that lay ahead of this young lad, but he needs to learn,
and with the help of his tutor, it is hoped that Lamond will develop and prove his
worth to those who have taken the time to teach him the arts of the warrior.

Rylande
Rylande is half way to becoming a Paladin of the first order, his warrior instincts
have developed well and he is almost ready for a series of tests, known as ‘The
Trials’. All Paladins after a certain amount of training have to complete a series of
tests. These tests determine what they have learned and studied under their tutor.
Once complete the Paladin is assessed so he or she can continue on the right path
to re-examine their faults and to redevelop their training to better their skills and
continue on towards the path of the light. Rylande is successful in some areas, but
not in others, but he is determined to succeed.

Uriah
Uriah is a young Paladin training in the arts of magic; all students enrolled in the
Academy of the Paladin, will attain magical abilities once their full training has
been achieved. As their training is divided into two parts; the first is to develop the
skills of the warrior and then the second the skills of the mage. The magical arts
are the hardest to learn, but with help and patience, it can be a rewarding
experience. Uriah has learned much over the years and wants to help those who
can’t help themselves when he is finished at the Academy.

Hallam
Hallum has completed his training and with the help of his tutor has his first
assignment ready and waiting for him, he is a warrior mage ready to do battle. But
the spirits of his dead friends call to him and want vengeance for their deaths at
the hands of the ‘mysterious master’ in a land far, far away. Hallum must go, his
tutor tells him it is ‘The Calling’ and for good or ill, Hallum must go to his destiny,
even if he is not prepared for it–it must be done.
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 The Temple of the Elders 
Part One

You have journeyed long to reach the land of your quest, the
Temple of the Elders soon comes into view; and you make your way
onto its holy sanctuary there to meet one of the Elders who will tell you
what you must do to claim back the stolen runes and bring back peace
once more to this land. It will be a perilous journey fought with death, as
those under the leadership of their ‘mysterious master’ will stop at
nothing to see your blood stained body before their feet, as you become
one of the many as before, to rescue the land from their evil dominance.
You are here to meet Vedius, one of the Elders of the Temple, and to
help him in his struggle to regain the runes. The old priest welcomes
you, thus he tells you of his predicament; the 10 runes that were housed
within these temple areas are as old as time itself, they help keep the
land at peace, as well as having mystical properties of unknown power.
‘But you know the story my friend surely?’ Vedius, questions.
‘Yes’, you reply, ‘I know it well; I too have lost some of my friends in the
quest to find the lost runes’.
‘So, you seek revenge also my young friend; be careful…your training
as a Paladin will do you well, as you seek this ‘mysterious master’ who
controls the minions of hell, and who will try to stop you’.
‘I understand; I will be careful’.
‘Your heart is pure…let it remain so; you now must travel north to the
ruins of Drakonn, it is said that one of the runes is hidden there’.
Vedius bids you goodbye, and blesses your holy spirit, as you travel
northward to the ruins, it will be many days journey before you arrive.
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 The Ruins of Drakonn 
After many days travel, you stand before the ruins; it is hauntingly
beautiful, but be wary, appearances can be deceiving, as you make your
way up to the stone stepped entrance to enter Drakonn. As you ponder
your next move before entering, you take a last look below at those who
have come before you. The skeletons of your fallen comrades lie in wait,
patiently–almost watching, perhaps praying that you will succeed where
they failed. But will you? Only the gods will know…and only fate, when
she deals her hand. Will it be the card of life, or the card of death?

 The Dungeon of Drakonn 
You are now deep within the dungeon of Drakonn, perhaps it is
here that you will find the first rune...then again; maybe you will find
your death also. All that is important is you must succeed in your quest.
Not just for yourself, and your defeated brothers rotting away on
unburied ground, but for those who have suffered enough under the
sword of blood, under the suppression, under the pain…under the
penalty of death. All is quiet as you reach the final step into the
dungeon; it is as if someone or something is waiting…waiting for you.
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 The Temple of the Elders 
Part Two

You have returned to the Temple with the first rune; Vedius is very
pleased to see you and very happy that you are alive and well. You
present and give him the rune, Vedius is like a child with a new toy, and
he cannot believe his eyes, as he looks upon the rune with envious eyes.
Eyes that search for more than there is, you begin to wonder about this
priest, as you realise you know nothing about him, but you keep your
thoughts to yourself for the time being.
'Thank you my brave and bold friend for returning this rune to its
rightful place here at the temple', Vedius thanks, 'I already feel, our land
beginning to heal from her wounds, and with this rune we will be able to
find the others, and retrieve them also'.
With rune in hand, and after a moment’s deep meditation, Vedius opens
his eyes.
'Come closer and I will tell you where to look for the next rune’, Vedius
explains, ‘now go south my young friend for it is there you will come
across the Twin Towers of Death for your next search, but be careful, the
towers are said to be surrounded by deadly traps and devices. To help
you return to the temple all the runes are linked now with the finding of
this first one, so when you find the second and so forth, put them in your
hands, and just concentrate and you will be teleported back here’.
‘Sounds easy enough, I shall do as you wish Vedius, it would make travel
time more efficient and quicker besides’.
‘Yes, but still you have much to learn, caution is the key so be wary. Good
luck on your next quest my friend and remember your training, Lord's
speed'.
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 The Twin Towers of Death 
It was a long journey south, but you made it to the Twin Towers of
Death. These foreboding structures reach up into the eternal sky as far as
the eye can see. They are a grand sight–but deadly as you seek an
entrance to enter them. The towers act as instruments as the wind blows
against them, creating hauntingly beautiful music that sends a shiver down
your spine. They are dark, mysterious and unknown, as you have heard
stories about this place; this place where it is said the devil himself lives–
could it be true? Maybe, but there’s only one way to find out?

 Underneath the Towers 
It seems you have been walking for hours as you finally make your
way through the tunnel and exit the other end. It is here you feel that the
rune is calling you-it is close, but where? That is the question, and you
must find out the answer...one way or another. You wonder if you are the
only one ever to make it this far? Others have come and gone, will you
survive this day? You clear your mind and pray to the spirits for guidance.
You have already recovered one of the runes; will the second be any less
difficult? Fate will decide, if not your sword.
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 The Temple of the Elders 
Part Three

A blue aura surrounds you as you materialise back in the temple;
there waiting for you is Vedius egger to hear of your latest success,
because if you failed, you wouldn't have returned.
'Nice to see you again my friend, your aura shines with success, I see it
clearly; I hope the towers were not too dangerous for you?'
'It was a trial', you responded, 'but I managed to gain entry', I killed a
couple of Fimir Slayers, they were tough, but I defeated them'.
'Good, all the better, they are a creature not to be toyed with at the best
of times; now let me look upon the second rune please', Vedius takes
the second rune from your hands and studies it with great pleasure. 'Good,
I shall now put it with the other one, now we have two, excellent, come
closer and I will tell you where to look for the next rune'.
You approach egger for your next quest; you feel your confidence
growing as you complete each trial to retrieve the runes and bring them
back to their rightful place.
'You must head northeast to the Caves of Gorvault', there you will seek out
the third rune, deep underneath the mountains'.
Before you leave and bid Vedius farewell, you tell him about the Shada
Cult. 'If what you say is true my friend’, Vedius ponders, ‘perhaps we are
closer to the truth than before, they may offer us a clue to who is behind
all this. Very well, I will consult the other Elders on this new information
you have given me, now go and Lord's speed'.
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 The Caves of Gorvault 
You stand before the entrance to the Caves of Gorvault; a massive
ancient stone door blocks your entry–it seems to be as old as time itself.
As you look around, all is quiet–almost too quiet with only the breeze and
the distant chirping of birds' breaking the silence. Searching the edges of
the stone door, its touch tingles your fingertips; you find a switch and
press it, the stone door opens into darkness and beyond, as the air inside
brings the smell of death which touches your nostrils with disgust. With a
silent prayer you enter, hoping the gods will be with you.

 The Inner Caves 
You have spent many hours walking and searching the caves without
success in finding the third rune; but there is a light at the end of the
tunnel–so to speak. Your eyes see a staircase up ahead heading down, this
looks promising, you think, as you descend into the unknown. Perhaps
here I will be lucky, your thoughts wander, eyes watchful, ears alert–for
any sound that would betray any presence of creatures lurking in the
background. Waiting for there next victim, but you’re ready to meet them
head on, let them come, and I will dispatch them into oblivion.
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 The Temple of the Elders 
Part Four

With the third rune in hand, you are teleported back to the temple;
there Vedius awaits patiently of news of your success.
'Thank the Gods that you are back safely once again my friend, you are
truly a brave lad, and already news has travelled far. Your exploits with
regaining the runes has stirred things up a bit I’m afraid–to put it lightly;
the forces of evil will surely now seek you out'. Vedius informs.
‘I can look after myself; if the forces of evil wish to foolishly challenge me,
only death will be their reward’, you respond.
'Yes, that you have proven, I know you can look after yourself without a
doubt; so be very careful, the enemy could be anywhere…and
everywhere'.
‘No matter’, you reply, ‘I am ready…for anyone’.
'Good, now with the third rune safely back here, it’s time for your next
quest'.
Vedius, with the third rune in hand, goes into a trance like state, and
after a few moments, he comes back to reality.
'Go to the Desert of the Unforgiven, there the ruins of Valen-Roc’ stand
in solace…there the fourth rune calls; good luck and Lord’s speed’. With
that, Vedius bids you goodbye, and blesses your holy spirit, as you begin
the long trek to the desert of the Unforgiven.
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 The Ruins of Valen-Roc’ 
You have finally arrived at the ruins of Valen-Roc' going though the
desert of the Unforgiven; the hot blazing sun beats down upon you as you
look around this ruined visage. But one must be careful as it is rumoured
that desert marauders use these kinds of buildings as hideouts and shelter
from the sand storms. Not only that but they are full of traps planted by
the marauders to safe guard what they deem their territory and their
property, even if it is in ruins. This desert is a perfect place to hide one of
the runes, now to find it.

 Under the Ruins 
The ruins of Valen-Roc' hold a little secret it seems, as you make
your way down a small ladder that opens up into a room, that is as lifeless
as the world above it. As your eyes adjust to the darkness that surrounds
you; you notice a switch near the far wall and go to investigate. Could this
be a trap? You wonder, or another hidden door awaiting to be opened?
Well there’s only one way to find out. As you move the switch, to your
surprise a door is revealed and you breathe a sigh of relief. Now the fun
really begins as you walk through the door.
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 The Temple of the Elders 
Part Five

With

Valen-Roc' behind you, the temple of the Elders beckons
before you, defeating the Desert Beast guarding the fourth rune was not
too difficult, but still, it was the only danger you really faced...it was almost
too easy...too easy at all. But then again, evil has a way of evening the
score. The balance of power is always so.
You see Vedius on the temple steps who waves in greeting upon seeing
you. 'Welcome back my friend, I hope your quest was successful?'
'Yes, very', you reply, 'but I felt it was too easy, it’s like someone or
something just wanted me to take the rune’.
'Never under estimate the powers of evil my young friend, they work in
mysterious ways...the ways of dark magic. Who knows what evil mind
lurks to do the bidding of Chaos?'
'Perhaps the 'mysterious master', you answer, ‘as you say, he is behind all
of this’.
'True, but we will soon know, your ability to regain the runes will surely
force this person to reveal themselves soon enough, I have no doubt; now
let me have the rune, so I can tell you where to go next', Vedius requests.
The rune glows in Vedius' hands as he concentrates, his mind seems
elsewhere, his spirit searching, then, Vedius regains himself.
‘Go to the Temple of Ria, my Paladin there you will find the fifth rune,
good luck and Lord's speed'.
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 The Temple of Ria 
The temple of Ria was once a beautiful temple; now it is in the hands
of Chaos...and the condition of it shows as you approach the stairs leading
to the temple's entrance. All around you, you smell death, and that's just
from the outside...but it's the inside now that you're worried about. Who
knows what evil lurks inside those walls after so many years of
occupation? Just as you are about to go in, you spot a black crow resting
on a tree branch, watching you with its piercing yellow eyes; perhaps a
guardian of the temple? Who knows?

 Part Two 
You enter the second part of the temple after defeating the Skell
Elite, and all is silent; it seems silence follows you everywhere as a doomed
friend, the memory of the crow’s stare visualizes in your mind, what was
that bird thinking when he saw me? Those yellow eyes, the blackness of
his feathers; crows are a sign of danger to some and of fate to others. Will
fate be your guidance now as you cautiously open the door to see what
you shall see.
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 The Temple of the Elders 
Part Six

Your confrontation with Margullus was brutal, but you survived. You
are now certain that the Shada Cult are behind-if not helping this
'mysterious master' from attaining the runes. You see Vedius within the
temple grounds as you approach him with the fifth rune, maybe he has
some answers?
'Nice to see you again my friend, you look terrible, are you alright?'
'I've been better', you tell the old priest, 'I had a run in with a Shada Cult
mage'.
'I can see that', Vedius comments, looking at the Paladin’s scorched
armour, 'the Shada Cult are a force to be reckoned with, as my
investigations prove while you were away'.
'So it's true', you add, 'the Shada Cult are involved with the protection of
runes?'
'Yes', Vedius answers, 'them and this 'mysterious master', who wants the
power the runes provide; and thus you've forced the Shada Cult and
hopefully this ‘mysterious master’ out into the open to stop you getting the
rest of the runes, let’s hope you’re still up to the challenge my friend?’
'So be it', you reply, 'now where to I go next?'
'Bold you have become, good, now let's have the rune', Vedius asks, ‘and
see where you are to go next’
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 The Crypt of the Dead 
You have arrived at the Crypt of the Dead, as this graveyard is
known, but not much is known about this place in the history of this land.
All you know is that legendary warriors are supposed to be buried here,
and that’s about it. Not much to look at as you scan the graveyard for any
danger that may creep up on you, but appearances can be deceivingexperience has taught you that already. Oh well, let’s get it over with, you
think, as you make your way onto this unholiest of grounds.

 Part Two 
There's an old saying, "He who ventures forth into the unknown, will
know the unknown"; and as you are about to find out, the unknown will be
known soon enough. You had little trouble entering the crypt, but that
doesn’t mean a thing. Your senses are attuned to your surroundings as
you cautiously make your way through the dark passageway to as yet an
unknown menace awaiting to strike you down where you stand, and
deliver your soul to the afterlife.
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 The Temple of the Elders 
Part Seven

The temple of the Elders looks and seems healthy, its aura glowing
white with purity. Vedius stands near the altar waiting for you as you
enter the temple grounds and you go to meet him once again with the
sixth rune in hand. You feel your task almost complete, with only four
more runes to collect; so far you have been lucky…lucky to not end your
life in death in the struggle to reclaim the runes for the temple and bring
peace back once to this land.
'You have returned; good, I hope the last quest was not too taxing for
you my friend?' Vedius asks.
'No, not really’, you explain, ‘the Crypt Guardians were a pain, but I
managed to slay them, they were almost a match for me'.
'Yes, they are worthy adversaries, it is their job, to protect the dead and to
keep the crypt guarded at all times from grave robbers. But we can talk
about that later my brave friend about your adventures, now, do you have
the rune?'
'Yes', you reply, 'here is the sixth rune for the temple'.
'Excellent! I shall now put it with the others, but first...let me see where the
next rune is hopefully located’, Vedius again concentrates on the rune and
in his trance like state, seeks out the next hiding place of the seventh rune.
‘Good, I can see it clearly now, it calls to me, it cries out to me, now come
closer and I will tell you where to look to begin your next search'.
'Go to the Shrine of Druzel-Yre, near Mount Doom'.
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 The Shrine of Druzel-Yre 
It has been a long journey, but you finally made it to Mount Doom,
there you spot a rope bridge leading to the shrine and begin to cross it to
the other side. Your thoughts are now on trying to complete your quest
and attain the remaining four runes. The heat from the lava breaks your
thoughts as you carefully cross the rope bridge; you also wonder how this
bridge does not catch on fire being so close to the hot lava river below.
Perhaps it is entwined with evil, you think, as you finally make it
across…with a surprise waiting for you.

 The Inner Sanctum 
The hot lava seems to be getting to you, as sweat begins to pour
down your face; this is one place where you don't want to stay here too
long. Even your armour is making complaints as it to becomes
uncomfortable to wear. But you must continue; the test of being a Paladin
is being tested as you prepare for the dangers ahead. You take a moment
to rest and compose yourself, relax and breathe, there is no need to rush
into death; you have all the time in the world. A world that needs a hero,
for you are the chosen one.
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 The Temple of the Elders 
Part Eight

You feel that your quest in regaining the runes almost over; you now
have seven runes to your credit, and life is so much sweeter as your
confidence builds. Only three more runes to go.
'My friend, nice to see you again', Vedius welcomes, 'a bit rough around
the edges, but healthy just the same'.
'Thank you Vedius, I would hate to visit the Shrine of Druzel-Yre again, it
was very well protected’.
How true, but be that as it may', Vedius adds,’ the mysterious master
knows where to hide the runes, so they would not be found, and if so be
very difficult to reclaim them, it was never going to be easy to say the
least’.
'I know', you respond, 'but my quest is nearing its end...I can feel it'.
'Good, now do you have the seventh rune? Although I really shouldn't ask,
otherwise you wouldn’t be here…alive’.
You hand over the seventh rune, and Vedius takes the precious artefact
from your hands and begins to concentrate, with eyes closed, he summons
the invisible forces that will help him locate the next rune. Trickles of
sweat fall from the sides of his brow as he reopens his eyes.
'Come closer and I will tell you where to look to begin your next search',
Vedius commands in a tired voice, 'go to the Castle of Dreams, and be
careful, all is not what it seems, as dreams have a way of becoming
nightmares’.
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 The Castle of Dreams 
The Castle of Dreams...what strange things shall be found here? Why
is it called the Castle of Dreams? No answer comes to your mind as you
stand before its walls, contemplating the meaning. They say this castle
was once a home for a famed wizard who cast a wrong spell on myself
and went mad. It is also said that his spirit roams the castle’s walls
looking-searching for apart of his mind to bring him back to sanity. True
or not, it does not matter to you now; let’s get on with the search, as you
approach the castle's entrance and to unknown dangers within.

 The Catacombs of Varden-Ault 
With the Evil Eyes no longer protecting the castle behind you; you
hope you've seen the last of them. But as you well know nothing is ever
certain in this life or the next, as you make your way down into the lower
parts of the castle. These must be the catacombs, dark, dirty, mysterious;
with a touch of foulest smells to add flavour to your surroundings in this
fetid stink of a place. You take a shallow breath, with lungs complaining,
and you move on; the walls glow a light green, just enough to see by, as
you slowly move around…searching.
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 The Temple of the Elders 
Part Nine

You are teleported back to the temple of the Elders with the eighth
rune, your experience with the spirit of Vardis was a strange one indeedbut successful; I have fought creatures before, you think, but never a ghost
before, especially a mad one at that. As you make your way through the
temple grounds there waiting as usual is Vedius, awaiting patiently.
'Welcome back dear friend, I hope the Castle of Dreams did not give
you...any trouble', greets Vedius with a smile, 'as I can see you are well'.
'Thank you Vedius', you answer, 'it was a little strange to say the least.
'But not too difficult; it was one of my weirdest experiences yet, but I
managed to overcome any difficulty.
'Life as well as death will test even the most dedicated followers, but you
have passed with flying colours; your training does you credit. Now do you
have the rune?'
'Yes', you reply. And with that you give the eighth rune to Vedius.
'Good, very good, now let me see where the next one is hidden'.
Vedius concentrates with rune in hand and summons the forces within.
'Come closer and I will tell you where to look to begin your next search.
You approach.
Go to the abandoned Outpost of Thirza-Ula to the far east. It will be there
that the ninth rune will be found, good luck and Lord’s speed’.
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 The Outpost of Thirza-Ula 
The Outpost of Thirza-Ula; in the old days where wars and battles
were fought for conquest, this outpost was one of the key locations to hold
back the tide invading hordes of conquerors long past. Now it holds
another kind of enemy that protects a secret-a secret worth dying for.
But you have no intention of dying this day. You are full of optimism,
surveying the outpost for any clue to what awaits you inside. But your
searching reveals nothing, as you cautiously make your way to the
entrance, well here it goes, you think, as you prepare yourself for the
unknown.

 The Hidden Rooms of Thirza-Ula 
As you descent the stairway all is quiet...too quiet, but as you know
that means nothing. You reach the bottom of the stairs and look around,
now the fun begins. You pause and reflect that upon completing this
quest–if you get through it, you will have found nine of the runes, and you
will only have one more rune to go; and you still don’t know the identity of
the ‘mysterious master’. Perhaps by finding the last rune will reveal his or
her presence. For you are by surprise egger to know this person who has
terrorised the land for so long.
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 The Temple of the Elders 
Part Ten

As always true to the nature of the rune's special power you are
teleported back to the temple of the elders. After all this time you hold the
second last rune in your hands…your quest is almost over…almost. You
feel as though you have accomplished the impossible these past few
months. You as a Paladin have learned and experienced much; the
journey of life has filled you with wisdom only it can be cultured through
what have been your trials. You have changed…changed for the better.
'It is good to see you again, alive and well', greets Vedius. 'Already I have
reports that our land is healing nicely, thanks to you. The runes are
restoring peace and tranquillity, soon all will be well; the evil that infests
these lands will be gone…gone for good’.
'I am pleased', you respond, 'I too feel the force of nature's healing, peace
is in the winds of change’.
'Yes', replies Vedius, 'I feel it also, it feels good, and our land will be free
again. Now do you have the rune?'
You give the ninth rune to Vedius, to scry for the final rune. 'Excellent,
now let me see where the final rune is hidden. Yes, I see it now, but...but
how strange', Vedius tells, unsure of what he sees. 'No matter, perhaps you
will make things much clearer than I. Come closer now and I will tell you
where to look to begin your next search’.
You approach with eagerly; as you begin to realize that this quest will be
the last…the tenth rune beckons your soul.
Go to the Symbol of Galateia, near Lake Pleasant, just east of here. It
will be there that the tenth rune will be located, good luck and Lord’s
speed’.
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 The Symbol of Galateia 
Strange, you think, as your thoughts mull over what Vedius told you.
Located, not found as the elder usually responds. Could this last rune be
harder to find than the others…perhaps? I will find out soon, as you
decide to think of more satisfying things as you journey on your way east.
Yes, the Symbol of Galateia, an unusual piece of ancient sculpture carvedno etched in the ground. It is the only place known where lava and water
co-existed in harmony. Like fire and ice, good and evil, it is a holy place,
full of spiritual mysteries yet to be known by man.

 The Island of Lost Souls 
You feel a strange tingle all over your body as you are magically
teleported to another place known as the 'Island of Lost Souls'. It is here
that you will face your final challenge against those who wish to stop you.
And those who wish it are the Shada Cult and the mysterious master
which they serve willingly. Could this mysterious master make his or her
appearance to confront you in battle? Or will the Shada Cult do all it can
the kill you to prevent you from getting the tenth rune? As always it is up
to you; will you succeed or fail? Fate will be your guide…so be it.
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 The Characters 
Beast
‘The Beast’, I guess that’s what you call it if one sees it for the first time; because
that’s the only description that would fit. The Beast is a 9-foot high creature of
powerful strength. Nemezzeena has been experimenting with various forms of
monsters to perfect a creature that she could use against the Kingdom. So far
Nenezzeena has succeeded in developing such creatures-thus ‘The Beast’ is one of
her creations.

Baal Shan
Baal Shan is an orc shaman who takes pride in serving the Shada Cult; for years
he has been protecting and guarding one of the sacred runes for them and their
unknown master known as the ‘mysterious master’. So far he has been successful in
killing those who have come to claim back the ancient rune for the temple of the elders.
“Let them come, let them come”, he cries, “I will teach them the meaning of death, since
their life means so little”. If all goes well for Baal Shan he may even be allowed to join
the Shada Cult as one of their brothers…if all goes well.

Blood Guard
The Blood Guard are the most feared warriors that the Shada Cult has to offer in
their quest to dominate and conquer all who stand in their way. They are the Shada
Cult’s elite army-they know no fear and they show no mercy to those who foolishly go
up against them in battle. The Blood Guard are like to attack in groups, so the only
weakness they have is to attack and kill them in single combat; and even that can
prove difficult, but not impossible. Rumours have circulated that the Blood Guard were
spawned form the depths of hell itself-but it’s only rumours…right?
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Blood Warrior
Another type of warrior the Shada Cult uses to help them terrorise the
Kingdom of the Realm are called the Blood Warriors; they are a step down from their
other comrades in arms the Blood Guard. But don’t be fooled, the Blood Warriors are
just as mean and difficult to kill in battle as their stronger brothers. In fact a Blood
Warrior can become a Blood Guard if it performs well in the field of battle and in
personal combat against its foe–it’s like a promotion, the more enemies the Blood
Warrior kills the more closer it gets to become a Blood Guard.

Calista
Calista is the High Priestess of the Temple of Ria, and as such is only alive
because of it. The Shada Cult has taken over this temple to use it for their evil
purposes, but more importantly it houses one of the sacred ancient runes being
guarded there. It is hoped that the temple can act as a cover and as base of operations
for the Shada Cult. Calista constantly prays to her holly gods for salvation and hope
that one day she and her temple will be librated. “I pray someone will come and help
me”, she begs.

Cave Gargoyle
Cave Gargoyles are really solitary creatures and prefer to live alone; and don’t
want to bother anyone. They live in mountainous regions especially in caves where
they keep to themselves. Now having said that Cave Gargoyles will protect and guard
what belongs to them as they value their possessions very highly. They will also
strangely enough if approached carefully guard and protect other people’s property as
well–if the price is right of course. But beware do not doublecross them as they will kill
you as much as look at you if you do them wrong.
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Crypt Guardian
The Crypt Guardians are like the Tomb Guardians; accept they don’t have magical
abilities. But unlike the Tomb Guardians, they are more intelligent and stronger and
are able to make their own decisions when faced with dilemmas regarding the crypt
that needs protecting. So the Crypt Guardian is more adaptable when it calls for
situations to be resolved like killing an unknown trespasser it does not recognise and
thus treats them as an enemy. Crypt Guardians are more for the rich and noble as
they are more expensive to hire than Tomb Guardians.

Desert Beast
There are many creatures that inhabit the ancient land, some good, some evil, and
depending on the terrain they can live almost anywhere. One such creature is the
Desert Beast and as the name suggests, lives in the desert regions. The Desert Beast
has made a home for itself in this harsh environment. Not much is known of this giant
creature whose strength can break a man in two–or so it is said. The best advice given
is to avoid the Desert Beast if one can, the good side of any encounter is this creature
will not attack unless provoked to do so.

Evil Eye.
The Evil Eye is a good creature to have when you want an early warning system
in place. The Evil Eye is a magical creature that acts like an alarm and sentry; it
mainly is stationed in rooms that are not occupied that often to keep a look out for
intruders, but can be placed in corridors as needed. The Evil Eye is magically linked to
the magic user who created it, so when something alarms it, the magic user is also
aware of it to and can act according. Evil Eyes can act also as the first line of defence
since it can attack, only magic can affect it if you want to kill it, physical attacks
against it will not work.
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Fimir Slayer
The Fimir Slayer is not your average fimir; these so-called ‘Slayers’ are actually
cousins to the fimir we all know and hate. Not much is known about these ‘Slayers’ but
what is known is they are tougher and stronger and pack a mighty wallop in battle.
The Fimir Slayer is a little taller but still has the same weaknesses as their ‘smaller’
fimir brothers. So be prepared for a fight if you ever come across a Fimir Slayer,
chances are if you win, you’ll have scares to prove it.

Lava Bear
There are many strange creatures that have to be experienced to be believed. One
such creature is the Lava Bear. Its favourite habitat is roaming around volcanoes
where lava has escaped. If lava pools are formed, chances are Lava bears will be near,
establishing their territory and dens. They are not the most friendly of creatures and
will attack anyone or anything that’s in their way–usually with fatal results. The Lava
Bear also has magical abilities which probably helps and assists them in surviving the
harsh extreme heat of the lava.

Margullus
Margullus is one of the Shada Cult’s best mage’s and as such is part of group known
as the ‘Inner Circle’. It is this Inner Circle that commands and decides the Shada Cult’s
movements. Information about the Inner Circle is virtually non-existent because no
one has penetrated the Shada Cult successful to gain information about them.
Margullus is a crafty, cunning and astute magic user and will use whatever means at
his disposal to gain advantage over his foes and to promote the Shada Cult as a force
to be reckoned with.
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Mes-Torr
Predominantly the Shada Cult is comprised of the Undead, but that doesn’t mean
others with ambition mirroring the Shada Cult’s aims can’t be recruited. One such
recruit is Mes-Torr, an Orc Shaman willing to help the Shada Cult–and himself to the
glories and riches the Kingdom of the Realm has to offer. He is quick-witted, sharp
and clever, and his knowledge of the magical arts has proven him well and favourable
to the Shada Cult’s needs. “I do what I can to advance the cause–and myself for better
days ahead”, admits Mes-Torr.

Mountain Greenskins
There are various creatures that inhabit various parts within the Realms and
Kingdom of HeroQuest; or put simply various different types of creatures that have
adapted to their particular environment. One such environment are mountains that dot
the HeroQuest landscape. The three creatures represented here are: Mountain
Goblins, Orcs and Fimirs, and each of them inhabit their own territories within the
mountains and around it. They are basically the same in stature but their skin is
slightly more dark green than their ‘country’ brothers. When the Tombs of
Zanhothdar were constructed and completed, the mountain greenskins dug secret
hidden passageways into the tombs to see what all the fuss was about. Later when
Gul’Amok moved in to make the tombs his home, he offered the mountain greenskins
protection and food if they agreed to help protect him from intruders.
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Ogre Marauder
The desert can hide many secrets; for the sands of time show no mercy when they
drown those foolish enough to search for those secrets. Be that as it may there is one
secret that isn’t–the Ogre Marauder, the scavengers of the desert. Tough, fierce,
brutal, these Ogre Marauders prey on the unsuspected who travel through the desert.
No one knows there true number, they hide and use abandon buildings for protection,
like forts as their home. The Ogre Marauders know the desert like the back of their
hands, and can even survive without water for days.

Ogre Marauder Leader
As with all groups, bands, or whatever, there has to be a leader to lead, organise
and to keep things in order. A Marauder Leader is chosen by personal combat; the
two combatants fight it out fist by fist–no weapons allowed for three rounds. The best
of two rounds wins; if there is more than one Ogre Marauder contesting the
leadership, the fights are done by elimination until one is victorious. The leader chosen
by fight is for life, but the Marauder Leader can be challenged for his leadership every
three years.

Sharr-Thane
Sharr-Thane is the High Priest of the Shine of Druzel-Yre; the shrine is situated
near Mount Doom an active volcano. Sharr-Thane and his followers worship the god
Druzel-Yre a demon from the ancient times. The zealous followers of Druzel-Yre use
human sacrifice to appease their god and in the hope to gain his favour so Druzel-Yre
can bestow untold power to those worthy to do his bidding. “In the world of the living, I
will deliver death in the name of Druzel-Yre”, shouts Sharr-Thane to his congregation.
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Sigurd
Sigurd, like Margullus is another one of the Shada Cult’s best mage’s and is also
part of group known as the ‘Inner Circle’. Sigurd is in command of one of the division’s
feared Blood Guard, and as such uses this to help the Shada Cult gain valuable land,
power, followers and most of all prestige and status within the Shada Cult. Sigurd is
cult to the bone allowing nothing to stand in his way; he’ll get what he wants no matter
how he does it, to advance his ambitions and that of the Shada Cult’s.

Skell Elite
Among the Shada Cult’s vast forces to combat the Kingdom of the Realm’s armies,
the cult has a very large contingent of Undead known as the ‘Skell Elite’. These
Undead warriors show no fear in battle, and are great fighters in groups as their sheer
numbers overwhelm their opponents. But on a one-to-one basis can be easily defeated
if you have enough strength. Don’t be fooled though, the Skell Elite warrior will not be
defeated so effortlessly, it will be difficult at the best of times. Approach with caution
and be prepared to earn your gold when facing these Undead minions.

Vardis
What can one say about a crazed spirit who roams his castle trying to put the fear
into anyone who enters his abode? Vardis is a mad happy spirit gone completely nutty
trying to find his way out of the castle and into the other world. For a spirit, he is quite
good at tormenting his unwelcomed guests with his crazed sayings and surprisingly
with his magic. Pity will one day be Vardis’ saviour, as the gods will eventually allow
him to leave his castle and ascend to the heavens. But until then the gods will keep
Vardis where he is just a little bit longer.
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Vedius
Vedius is one of a very few elders left that live in the Temple of the Elders trying
to bring hope of salvation back to his people; for years the elders have been praying
for someone to liberate the ancient land from the oppression of the ‘Mysterious
Master’ who has stolen ten ancient runes belonging to the temple. Vedius is an old
wizard with years of experience and wisdom, he knows that he can’t find the runes
alone and defeat the forces of evil–mainly the Shada Cult, which is in league with the
mysterious master. “My only wish is to see my land free from evil”, prays Vedius.

Xenos
Xenos is the guardian of the Twin Towers of Death; these ancient structures have
been around for centuries; no one knows who built them or why. Anyone who
ventures too close to the towers never comes back and thus is avoided at all costs. Just
as well, as the Shada Cult have made it one of their outposts; Xenos is a cold and
astute mage of the magical arts, he is being considered for membership into the ‘Inner
Circle’ and hopes to gain favour with his fellow peers to increase his influence within
the cult.

Zorr Vacht
Zorr Vacht (pronounced Vot) is the last guardian of the outpost of Thirza-Ula, an
abandoned fort that was once used to help hold back invading armies trying to
conquer the ancient land. Zorr Vacht is in league with the ‘Mysterious Master’ and is
helping him guard one of ten the ancient runes that holds power and glory to control
and command the ancient land from the elders who want the runes returned to their
temple where they were stolen. Zorr Vacht will gain wealth, power and riches if he
succeeds in making sure no one steals the rune he is guarding.
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 The Runes 
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The Runes are jumbled; can you unscramble them to reveal a ten letter word?
If so, email your answer to see if you are correct.

The Temple
of Ria

The Castle
of Dreams

The Island of
Lost Souls

Mount

Doom

Twin Towers
of Death

The Temple
of the Elders

Ruins
of Drakonn

The Ruins
of Valen-Roc’

The Desert of the Unforgiven

The Symbol
of Galateia

Lake
Pleasant

The Outpost
of Thirza-Ula

Caves of Gorvault

of the Ancient Land 

The Mountains
of the High Mage

The Crypt
of the Dead

The Shrine
of Druzel-Yre
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