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“The door opened into the darkness of Kellar's Keep.
From far above came the thunder of battle. The forces of
Morcar were making their last. remorseless. assault. This time
there could be no holding them. The Fmperor assembled his
captains. determined to organise one last line of defence. Then
came the news: a group of Champions had found a way through
from the Halls of “Belorn.

“Without hesitation the Emperor ordered his captains
to fall their men back towards Grin's Crag. “The guard would take
the rear and fight their way back to the passage. thus giving time
for the rest of the army and the wounded to reach safety. The
guard fought with such strength and courage that the Orcs and
Goblins ofj\/(orcafs army ﬁ’[[ back. not baring to close with such
a fearsome foe. Morcar looked to his left. then pointed
menancingly towards the Emperor's guard. The ‘Ooomguard
stirred from their silence. and moved forward.

The Emperor's guard slowly fell back before them
until the gate was reached. Then it fell to one man to hold the
eremy while the passage behind him was 5050’0\1/(’5 so that none
could pass. ‘Kenaron. the captain of the guard stood in the gate.
Time and again the /lem’[[y clad warriors oft/re ‘Ooomguarb
surgeb ﬁw\\’arb to be ﬂ’llcb b\l/ ‘Kanaron's sword. Morcar
watched for a while. and smiled wryly at Kenaron's courage
and skill-at-arms. A moment later his patienice Was spent.
‘Kenaron fell before the storm of flame that burst against the
gate. “But it was too late. Morcar's warriors howled in anger,
for the passage was destroyed. ‘The Emperor and the last of his
army had escape?.

“You have done well. The Emperor has asked me to
express his gratitude. Fach of you will receive 500 gold coins for

ssembly
Before you can begin to play the adventures

in Kellar’s Keep you must first punch out
the new cardboard components from the die-cut
sheet. Take two of the open doors and remove the
card, but do not throw them away. The new door
pieces should then be folded and fitted into two
door bases as shown.

laying Kellar’s Keep

The adventures in Kellar’s Keep are played in the same way as.

the adventures in the original game. However, you will notice two
main differences:

Firstly, players do not start the adventures on the stairway tile. Instead,
they enter via a door on the edge of the gameboard, unless instructed
otherwise. The door through which they must enter the gameboard is
shown with a white arrow.

Players may only leave the gameboard by locating either another door on
the edge of the gameboard or the stairway tile.

The Evil Wizard player should use the new door pieces when placing a
door on the edge of the gameboard.

Secondly, as with the last three adventures in the original Quest Book,
the adventures in Kellar’s Keep fit together. You may play several
adventures in a row if you wish. Characters are returned to full strength
and may choose new spells between adventures.
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One by one the cities fell. Only Karak NVarn held.

“You will need to journey through the Halls of “Belorn.
ancient passages that lie deep beneath the “World's Edge Mountains.
“The Halls of “Belorn are now ruined. They have been stripped
of the riches that once adorned the many passages and chambers.
Only Orcs and Goblins dwell there now. You must make them
pay dearly for their tresspass.

“Fven Loretome cannot show exactly where the secret
passage lies. You must find the four pieces of Grin's map. that are
scattered throughout his halls. if you are to locate the path to
Kellar's Keep. You must not fail. for should you do so. our cause
will be lost. T shall take you to the Great Gate. but from there
you Will be on your own. Prepare yourselves. for we
[eave in the morning.”
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The East Gate

“You have journeyed far to reach this point. The East gate must now be passed if you are to reach Grin's

Crag and rescue the ‘King. The Fast gate will undoubtedly be guarded. for you are closer now to the dark

lands than you have been before.”

Notes

A The gate is locked and strength will not force it. The runes carved upon it must be read
aloud. Any player attempting to read the runes must roll two dice, and roll a number equal

to or less than the number of Mind points shown on his Character board, to open the door.

If the player fails to open the door his turn ends. The Dwarf only needs to roll one die, as he is
familiar with Dwarven runes.

B This monster is a shape-changer and is currently in the shape of a Fimir. Every time he is killed
shuffle all the monster cards and then take the top card. This is now the new form he has adopted.
Place the new monster figure in the space where he was killed. If, however, the new monster card
matches his current form, he is permanently killed.

C This Chaos Sorcerer, Petrokk, rolls the same dice as a Chaos Warrior. He may, however, also make
an additional attack once per turn. This attack may be made against any character in line of sight in
the same room or passage. Petrokk rolls two combat dice. For each skull he rolls, the victim of the
attack must lose one Mind point. If a character reaches less than one Mind point, he dies.

D The treasure chest is empty.
Wandering Monster: Fimir

£C
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Belorn's Mine

“The “Owarves are expert miners. able to mine through even the toughest rock to reach the rich veins of gold
and iron they seek. The “Owarven kingdoms of old were built upon these valuable metals. “Within the Halls
lies “Belorn’s mine. an ancient mine that was once the richest of all. Vet take care. for the mine has long since

been abandoned and the tunnels are likely to collapse. Orcs often search the mines. hoping to find the gold that

legend tells was hidden here in the last days before the Halls fell”

Notes

The monsters’ movement will not set off the falling block traps.
A These treasure chests each contain 200 gold coins.
B An Orc scouting party looking for the gold.

C Both these squares contain trapdoors which are linked by a tunnel. Any character or monster
landing on one of these squares must immediately move to the other trapdoor square. The character or
monster may continue to move if he has any movement left. The tunnel, however, is dark and the rock
jagged. Any character or monster moving through the tunnel must roll one combat die and lose one
Body point if he rolls a skull.

Wandering monster: Gargoyle
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The Eastern “Fassage
“The “Fast gate marks the end of the Halls of “Belorn. “But to get there you must first negotiate the

Fastern passage. The passage is guarded: take care. The foe will be many. so you must fight your way through

to the Fast Gate. You must enter through the south door. The last part of

Grin's stone map is to be found here”

Notes

A The leader of these Orcs is Ograk, an infamous Orc Captain who has, for many years, led his
evil marauders into the border provinces of the Empire. Use the Orc with the long sword to
represent Ograk.

When it is your turn you may move him through the secret door in the room.
Place the next room out as usual. Ograk may not move through closed doors. He rolls the following

dice:
Move 8 squares Body 1
Attack 4 dice Mind 3

Defend 6 dice

B This treasure chest contains a part of Grin’s stone map. Take another one of the remaining map
tokens.

There are two possible ways out of The Eastern Passage. If the characters leave by the door marked 1
they will go into ‘“The East Gate’’. If they leave by the door marked 2 they will go into “‘Belorn’s Mine”’.

Wandering monster: Chaos Warrior
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The @MM\:H Citadel

“The Great Citadel lies at the centre of the Halls of ‘Belorn. This is where most of the orcs now dwell. You

wWill find them here in great numbers, for they are massing for their attack on the Empire. They are led by

Gragor. an evil magician. 5o be warned. the battle will soon be joined. ‘Prepare yourself well. for victory is

Great Citadel”

<

not certain. The third part of Grin's stone map is to be found in the

Notes

A This door has been locked for many years and cannot be opened. When a player tries to
open the door he must roll two dice, and roll the same number or less than the number of
Body points shown on his Character board, in order to force the door open. Ignore any lost
Body points for the purpose of this roll. If the player fails to open the door his turn ends.

B The treasure chest contains two potions of Healing. Each will restore up to four lost Body points.

3

C This treasure chest contains a part of Grin’s stone map. Take another one of the remaining map

tokens.

D Use the Chaos Sorcerer figure to represent Gragor. Gragor rolls the same dice as a normal Chaos
Warrior except that, because of his magic armour, he rolls 6 combat dice when defending.

Wandering monster: Fimir
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Hall of “Owarven ‘Kings

“The Owarves have had many great ‘Kings. ‘Belorn built the great Citadel and was honoured with a great

burial hall. His decendants have all proved themselves. and each is buried alongside his forefathers: ‘Kings such

as Holgar. who [ed his warriors at the battle of “Keloth's Hill: and Garin. who fought to the last with his

brothers. when Morcar's legions attacked the halls. Let no man say that the ‘Owarves are without courage.

for their valour has no equal. Here you will find another part of Grin's stone map.”

Notes

A When the first Character player passes this square read out the following:

““The distant sound of warriors echoes down the passage. There can be no doubt a war party
has been sent after you. Hurry, for time is short.”’

Starting from your next turn roll one die to see how many monsters enter the passage behind the characters. Roll
once at the beginning of each turn. You may choose any monsters you wish. The monsters enter by the same door
through which the characters entered the passage.

B The skeletons behind the doors from this room are those of Dwarven kings from long ago. When one door is
opened, all the other doors will open at the same time. They will not attack or move unless one of the skeletons is
attacked, at which point they will all attack. If they are attacked, each moves and fights as follows:

Move 6 squares Body 1

Attack 3 dice Mind 1

Defend 4 dice

The Zombie is a normal Zombie and will attack as usual.

C This treasure chest contains a part of Grin’s stone map. Take another one of the remaining map tokens.
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