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(@ THE OLD BRIDGE:startor  { T ESAU THE MILLER? F sescuen i' THE ORB: ENCHRNTED ORB
THE JOURNEY REQURES SV @ ] #ROM THE Quicksw i Eshu MRGICALLY ENGINEERED T0 POWER

‘ THROW TO CROSS. DAMAGE IF SRAYS ERTING THE MUSHROOMS WILL THE WINDMILL FOR ETERNITY, SO
FAILED LOG NERRBY CAN BE USED BREAK THE CURSE. BUT IT'S NOT LONG AS IT STAYS IN PLACE.
BUT ALSO SKETCHY € RERLLY HIM, IT'S HIS EVIL TWIN.
‘ THE AMULET: A CURSED STONE

@ WINDMILL: TRIPLE LOCKED ‘j THE SKULLS: THE Sk TELL THAT HAS THE POWER TO ALLOW
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TELL THE CODE TO BREAK THE BIGFOOT: 104 HIBERNATING WITHIN THE WOODS. ONLY WORKS
WITCHES SPELL ON THE ORB. ‘ BIGFOOT. ENRAGED IF AWOKEN, ONCE PER DAY
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@ STRIRCASE: LOCATION OF ;m OR AROUND THE CAVE. j TREASURE ALOFT: LoCATED AT
SKULL #1, AT THE TOP OF THE STAIRS ‘ 1? THE TOP OF THE STAIRCASE, BUTIT
1S THE TREASURE ALOFT, ROLL D8 TO ) MUD MONSTERS: D6 NASTY AINT EASY 500 GOLD AWAITS
FIND OUT WHRAT HAPPENS WHEN [ MUCK COVERED CREATURES OUT T0 THOSE WHO MAKE IT T0 THE TOP
YOU CLIMB THE STAIRS, PULL YOU INTO THE ERRTH. ROLL D8 T0 SEE YOUR FATE.
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H E TRAPPED IN THE MUD HE SAYS HE THESE DELICIOUS PARASITES MAKE BECOME AN UNSCALRBLE SLIDE.
I (3 YOU ARE JUST ABOUT T0 THE TOP WHEN

KNOW'S HOW TO BREAK THE CURSE A CRUDE CLONE THAT GROW'S OFF OF H YO TAKE YOUR NEXT STEP AND TELEPORT *

FOR CENTURIES, THE GREAT WINDMILL BLEW THE FHESRESCLED WEWSTFTE OE NS, 1} @ omcmruanarens
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PEHEEFU\- HO\-\_OW EHN YOU F‘ND THE ORB HND ‘ CURSE. FIND THE CODE (Z-E-D) T0 SHE RIDES HER BROOM, ATTACKING @YOU’NEHRTHETOPHNDBEGINYOFEEL
REPAIR THE WINDMILL? OR WILL YOU FALL VICTIM TO weE e THE e | | Wb rrowssor. | AT
THE CURSED FOREST AND THE FIENDS THRT LIE WITHIN? A ) et | ST

Aw

CREATED BY: ERIC DOLLICH HTTPS//CREATIVECOMMONS.ORGAICENSE/BY-SR/3.0/



