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Hellfire Warrior

The basic system presented in our earlier DUNJONQUESTSs has been
greatly expanded in Hellfire Warrior with more command options and
more detail than ever before. The INNKEEPER program introduced in
The Temple of Apshai now includes an Armory, an Apothecary, and a
Magic Shoppe, which will allow you to equip your adventuring character
in unparalleled fashion.

Four new levels (of sixty rooms each!) will test the mettle of the most
experienced adventurers:

LEVEL 5: “The Lower Reaches of Apshai”— The “first floor” of Hellfire
Warrior is most specifically a sequel to The Temple of Apshai; it is
populated by the same sort of giant insects and other nasties that inhabit the
upper levels of our first DUNJONQUEST. There are magical rooms that
let an adventurer in but not out, various tricky traps, and other surprises,
but it is probably less hazardous—and less instantly fatal —than the 4th
level of The Temple.

LEVEL 6: “The Labyrinth”—This is a classical maze inhabited by
minotaurs and the like. It is as much a puzzle to solve as a dunjon to
explore, because the only exit is hidden somewhere in the labyrinth, and the
presence of man-eating monsters—and an absence of identifying room
numbers —can thwart the most determined search.

LEVEL 7: “The Vault of the Dead” — The unique hazards of this level are
its inhabitants, most of whom rank among the so-called undead: skeletons,
ghouls, mummies, spectres —even invisible ghosts. What makes them so
terrifying is that some of them can reduce a character’s attributes
permanently; even survivors may never be the same again.

LEVEL 8: “The Plains of Hell”— The culmination of the adventure lies
in an Underworld haunted by lost souls and shades of the dead, guarded by
dragons and fiery hounds, and riddled with bottomless pits and blasts of
hellfire —a dark maze devoid of walls or room numbers. The quest leads
to a slab of black stone on which, in enchanted sleep, lies the warrior maid
Brynhild, circled by a wall of everlasting fire. To bring her back to sun and air
and break the spell that binds her, you must overcome the legions of the
lost, slay the nine-headed pyrohydra and the great bat-winged demon that
rules the Underworld, cross bridges of flame, endure a cold that numbs the
soul, and face Death itself. And live.
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Before You Start

Absolutely the first thing to do before trying to play is to locate the sepa-
rate Special Instruction Sheet for your particular computer version and
read it carefully. (If your game package did not include one, run—do
not walk— back to your dealer or contact us directly to get one. You cannot
pass Go or collect $200 without that sheet.) If, after reading the Special
Instruction Sheet and this Book of Lore, you have a problem with your
game, our Customer Service Department will be glad to help you straighten

it out.
%k %k %k

Newcomers to DUNJONQUEST must note. that Hellfire Warrior
was designed as a challenge for advanced characters and experienced
players. If, without the benefit of an introductory game like The Date-
stones of Ryn, you hope to survive your initial encounters with the
fearsome beasts and fatal traps awaiting you in the dunjon, you will have to
read this book very carefully indeed! Don’t, however, be intimidated by its
length. This Book of Lore—like all of our games—is full of careful and
colorful detail intended to make your game-playing enjoyable and trouble-
free. The “Introduction” will acquaint you with fantasy role-playing games
in general and our DUNJONQUEST system in particular. Its fictional
counterpart, “The Adventures of Brian Hammerhand,” will give you a hint
of what is in store for you in the fantasy world of Hellfire Warrior.

The process of equipping your surrogate adventurer in the initial INN-
KEEPER program and the commands used during your dunjon expeditions
are simple and natural. You will not have to memorize a great mass of
confusing data, and the computer itself will keep you from breaking the
rules. If you wish, read through “How to Play” quickly now, and then refer
back to it whenever something comes up in the game that you don’t
completely understand. Just to get an idea of what to expect, you may also
want to read “The Monsters” and the section of “The Dunjon” that pertains
to the level you intend to explore before you enter. Then, as you go into
each new room you can look up in those pages a description of the room
and of any treasures, traps, or hazards as you encounter them.

If you've played some of our DUNJONQUEST games before, many of
the rules and procedures will be familiar to you. However, if you take the
time to acquaint yourself with the many new elements in Hellfire
Warrior— especially the new commands and the INNKEEPER program’s
new Armory, Apothecary, and Magic Shoppe—you’ll pursue a more
enjoyable and more rewarding quest.



Introduction

Did the friends of your youth include Ali Baba and Aladdin, Cinderella
and Snow White, Perseus and Atalanta, Flash Gordon and the thief of
Bagdad? As you grew older, would you have traded a diploma, college, a
station wagon, and a house in the suburbs — gladly—to sail with Sinbad,
drink of the Well at World’s End, or walk the glory road with “Dr. Balsamo”
—even if you knew it might be a one-way street? Do you still wonder how
you'd have fared against the Cardinal’s Guard, the gorgon Medusa, ‘the
bane of Heorot Hall, or the bull that walks like a man?

Aye? Then you’re a player of role-playing games— or you ought to be.
(If your answers to those questions are all “no,” you have either stepped
through the looking glass by mistake, or Fate knows your destiny better
than you do.)

Role-playing games (RPGs) allow you a chance to step outside a world
grown too prosaic for magic and monsters, doomed cities and damsels in
distress...and enter instead a universe in which only quick wits, the
strength of your sword arm, and a strangely carved talisman around your
neck may be the only things separating you from a pharaoh’s treasure —
or the mandibles of a giant mantis.

The standard (non-computer) role-playing game is not, in its commercial
incarnation, much more than a rulebook—a set of guidelines a person
uses to create a world colored by myth and legend, populated by brawny
heroes, skilled swordsmen, skulking thieves, cunning wizards, hardy
Amazons, and comely wenches, and filled with cursed treasures, spell-
forged blades, flying carpets, rings of power, loathsome beasts, dark towers,
and cities that stood in the Thousand Nights and a Night if not The Outline
of History.

Role-playing games are not so much “played” as they are experienced.
Instead of manipulating an army of chessmen about an abstract but visible
board, or following a single piece around and around a well-defined track,
collecting $200 every time you pass Go, in RPGs you venture into an
essentially unknown world with a single piece—your alter ego for the game,
a character at home in a world of demons and darkness, dragons and
dwarves. You see with the eyes of your character a scene described by the
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“author” of the adventure—and no more. There is no board in view, no
chance squares to inspect; the imaginary landscape exists only in the note-
books of the world’s creator (commonly called a referee or dunjonmaster)
and, gradually, in the imaginations of your fellow players. As you set off in
quest of fame and fortune in company with those other player/characters,
you are both a character in and a reader of an epic you are helping to create.
Your character does whatever you wish him to do, subject to his human
(or near-human) capabilities and the vagaries of chance. Fight, flee, or
parley; take the high road or low: the choice is yours. You may climb a
mountain or go around it, but since at the top may be a rock, a roc’s egg, or
a roc, you can find challenge and conflict without fighting with your fellow
players, who are usually (in several senses) in the same boat.

Role-playing games can (and often do) become, for both you and your
character, a way of life. Your character does not stop existing at the end of
a game session; normally, you use the same character again and again until
he dies for a final time and cannot be brought back to life by even the
sorcerous means typically available. In the meantime, he will have grown
richer on the treasure he (you) has accumulated from adventure to
adventure, may have purchased new and better equipment, won magic
weapons to help him fight better or protective devices to keep him safe. As
he gains experience from his adventures, he grows in power, strength, and
skill— although the mechanics and terminology of this process vary greatly
from one set of rules to another. Aside from keeping a running total of
“experience points” from one adventure to another, you need not concern
yourself much with this, since in DUNJONQUEST the computer will make
the necessary adjustments to your character.

Ordinary role-playing games require a group of reasonably experienced
players, an imaginative and knowledgeable referee/dunjonmaster willing
to put in the tremendous amount of time necessary to construct a func-
tioning fantasy world, and large chunks of playing time, since the usual game
session lasts four to eight hours (although twenty-hour marathons are not
unheard of). DUNJONQUEST solves those problems by offering an
already created world with enough detail and variety for dozens of
adventures. There is only a single character—your character — pitted
against the denizens of the dunjon at any one time, but you can play for just
as long or short a period as you like, and return whenever you feel like it.
While there are greater practical limits to your actions than is usually the
case in a non-computer RPG, there are still a large number of options to
choose from.

Much of your time in the dunjon will be spent exploring the rooms,
searching for treasure, or fighting the hostile denizens there who are reluc-
tant both to relinquish their hoards and to allow any adventurer out of their
clutches. While all monsters in the dunjon are basically hostile, they come in
various sizes, shapes and degrees of nastiness. While one creature may go
down from a single blow, another may take half-a-dozen and remain
standing.
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If you (and your character) are new to RPG adventuring, you should
begin with the first level of the dunjon. Lower levels are progressively more
dangerous, inhabited by deadlier monsters, and their typically more enticing
treasures should be sought only after you have become more familiar with
the system, and your character has acquired experience, good equipment,
and some magical aids.

Any activity in the dunjon is potentially tiring, and fatique is a nearly
constant consideration. A young, healthy adventurer who is lightly armed
and not loaded down with treasure may trot through the dunjon at a good
pace without tiring much. A heavier load or a loss of blood caused by
wounds would necessarily reduce his pace— or force him to stop periodi-
cally to rest. If you go too slowly, some of the dunjon’s hungrier inhabitants
are more likely to come across you.

Combat, of course, is a frequent occurrence, and one of the central
features of the DUNJONQUEST series is a combat system designed to
mirror with some degree of fidelity the nature of sword-and-shield fighting.
Hundreds of things might happen in a hand-to-hand battle: your weapon
might break; you might slip in a puddle of blood or trip over a fallen body;
a shield might splinter; you might put an arrow right into the eye socket of
an otherwise nearly invulnerable beast. However, systems which attempt to
allow for huge numbers of these possibilities are tedious at best and, because
they almost necessarily overemphasize such unusual occurences, are
statistically as inaccurate as simpler systems. Historical research, a know-
ledge of various martial arts, and practical experience in the Society for
Creative Anachronism (a group of medieval enthusiasts who get together in
tournaments and similar affairs to bash each other about energetically with
authentic imitations of the weaponry of the Middle Ages) have all gone into
designing a system which, while simpler than some, is as accurate as any and
far more authentic than most. Although you cannot, in DUNJONQUEST,
succeed in chopping your own leg off (which a particularly clumsy person
might in fact manage), a great many variables of equipment, strength,
coordination, skill, practice, etc., are involved in determining the outcome of
any particular battle. Fortunately, the procedure need not concern even a
first-time player, since the computer is doing all the work.

It is, however, perhaps relevant to note that fighting for your life with a
sword and shield is, naturally, even more strenous than running. If you
(which is to say, your character) are of average strength and are burdened
down with heavy equipment —to say nothing of the sacks of treasure you'’re
looking for—you may soon get so tired you can no longer defend yourself.
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CHARACTERS AND EQUIPMENT

As in other role-playing games, in DUNJONQUEST the incredibly
complex factors that make up the simplest human being have been
abstracted into a few basic characteristics, rated numerically from a low of
3, through an average of 10 or 11, to a high of 18. The higher the number,
the greater/higher/stronger is the attribute. A 90-lb. weakling might have
a Strength of 6 or less, while the average football player would have a
Strength of 14 or more. These numbers are typically obtained by rolling
three dice; in this case, however, the computer generates them randomly.

There are six basic attributes—three physical and three mental—used in
DUNJONQUEST to give a unique and distinctive character to a dunjon
adventurer.

Strength, fairly obviously, is a determination of how physically strong
your character is: how much weight (of treasure and equipment) he can
carry, for instance. It also controls how heavy a weapon he can use and
how much damage one of his blows will do to whomever (or whatever)
he’s fighting.

Constitution is a measure of health and endurance — general physical
fitness. The higher the Constitution, the farther a character can run before
collapsing, and the more wounds he can sustain before dying. Since the
ability to move or fight without becoming exhausted is also largely respon-
sible for keeping an adventurer alive, this is perhaps the single most
important attribute.

Dexterity is a matter of reflexes, coordination, and even eyesight.
Someone with high Dexterity has an edge in weapons use; he’s more likely
to hit what he’s aiming at and is better at keeping his shield between an
attacking weapon, claw, or mandible and his fragile self. Someone with a
really low Dexterity might be so clumsy he would -have trouble hitting
a locked door without a running start.

Intelligence is reasonably self-explanatory, although in DUNJON-
QUEST it is limited to what might be termed left-brain intelligence: the
ability to reason logically and to express oneself verbally. In many systems
(including the one on which DUNJONQUEST is based), this is connected
with the ability to work magic. In DUNJONQUEST the major function of
Intelligence is to affect a character’s ability to bargain with shopkeepers or to
parley with monsters.

Intuition, the complement of Intelligence, is a measure of right-brain
functions (real and hypothetical): spatial perception, getting an answer from
“inadequate” data, an awareness of the spiritual or mystical aspects of the
universe, ESP, and luck. Someone with a high Intuition is more likely
to detect secret doors, traps, and unpleasant surprises; with an excep-
tionally low Intuition a character might be doing well to find an open
doorway without a signpost.
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Ego measures mental toughness and willpower. A character with a
strong Ego can more easily influence others (the shopkeepers or monsters)
and is more likely to fight fiercely despite his wounds (“when the going gets
tough, the tough get going,” as the saying goes). Someone with a weak Ego
will not do as well when the tide of battle turns against him.

All three physical attributes may influence your choice of equipment,
which, in DUNJONQUEST, includes five kinds of bladed weapons (swords),
a bow and arrows, five types of armor, and two different sizes of shields.
Generally, the bigger, heavier, and more expensive an item, the more
effective it is, although heavier equipment is more tiring to wear/use/carry.
A larger sword is naturally capable of doing more damage than a smaller one
(though not every time), but it takes more strength to use; a character with
a low Strength is restricted to the lighter weapons. The most powerful
weapon, a greatsword, requires two hands and, consequently, cannot be
used with a shield.

Because it is not fatiguing and is, at least until a monster gets within
chomping range, the safest form of combat, firing arrows at a beastie from
a distance is often desirable. However, arrows will only hit if the monster is
ona straiéht line vertically or horizontally away from you, and a good sword
blow may very likely do more damage. Trying to play Robin Hood while an
unpleasant critter with claws and teeth is chewing on your arm is also
dangerous, but distance shooting certainly saves wear and tear on the armor.

If you are hit/bit/struck, the armor you are wearing will protect you from
some damage (the claw/bite/stinger has to penetrate of layer of leather or
steel to get at the stuff that counts—your tender flesh); plate armor
naturally provides much more protection than leather. Shields make it
harder for you to be hit, although a particularly good strike/chomp may
glance off the shield onto a more vulnerable area or may even (if the
monster is big enough and sufficiently hungry) take a chunk out of the
shield, the armored sleeve, and your (character’s) body. A large shield is,
obviously, a bigger barrier to such incursions than a smaller one, but in the
hands of a character with high Dexterity a small shield may be nearly as
effective.
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CHARACTERS
FROM OTHER GAMES

If you have played other RPGs and wish to bring one of your favorite
characters from another game into the dunjon, you are welcome to do so;
instead of having the innkeeper create a new character for you, enter the
attributes of your old one. (Note, however, that these must be within
DUNJONQUEST’s “human” range of 3-18.) Depending on the game
system you are used to using, you can substitute Intuition for Wisdom,
Luck, or Power, and Ego for Charisma; while these are not exact corres-
pondences, this is the easiest method of “translation.”

Although 1st-4th level characters will probably meet a quick death in this
dunjon, Hellfire Warrior will accommodate a reasonably wide range of
“high-level” characters since, unlike many other systems, in DUNJON-
QUEST neither attributes nor “hit points” are raised wholesale with
increases in experience. We have found it more fun—and a lot more
suspenseful —for an experienced character to be potent yet vulnerable, not
a Sherman tank in human form.

Roughly speaking, 5th level characters are appropriate for Level 5 of the
dunjon; 6th level characters for Level 6, and so forth, but the corres-
pondence is by no means necessary or exact. Probably more vital is armor,
with DUNJONQUEST Armor Class 5 (= full plate) being desirable for
Level 5, Armor Class 6 (= +1 magic full plate or the equivalent) for Level 6,
and so on. Do not, however, make the mistake of giving your character an
exaggerated degree of magical protection: many dunjon dwellers are
dangerously attracted to large quantities of magic. Also, while there are
thirteen potions and a variety of magic rings, amulets, and other devices
available in Hellfire Warrior, the limits of a microcomputer-based system
do not yet permit the use of all the different sorts of magic items you may
have picked up in other games.

Important: if you wish to use a character from our earlier game,
The Temple of Apshai, note that prices in this game are in gold royals.
Divide your silver pieces by ten to get the equivalent amount in gold. This
step of division may also be necessary for characters from other games,
since the currency in most RPGs is as inflated as the paper money the
government is foisting off on us in the “real” world.

Whatever your background and previous experience, we invite you to
project not just your character but yourself into the dunjon. Wander lost
through the labyrinth. Feel the dust underfoot. Listen for the sound of
inhuman footsteps or a lost soul’s wailing. Let sulfur and brimstone assail
your nostrils. Burn in the heat of hellfire, and freeze on a bridge of ice.
Run your fingers through a pile of gold pieces, and bathe in a magic pool.

Enter the world of DUNJONQUEST!
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How to Play

Since the rules of the game are actually programmed into the computer’s
memory, there is very little you need to learn to start playing Hellfire
Warrior. However, much of the game is played in real time (or a reason-
able facsimile); attacking monsters won’t wait for you; and mistakes can be
costly. To make the best decisions during play, please read the following
paragraphs carefully.

THE INNKEEPER

Unlike The Datestones of Ryn or Morloc’s Tower, which have
only a single, fixed character for you to use, in Hellfire Warrior your
character —your playing piece, so to speak —is not predetermined. Instead,
the INNKEEPER program is used to create and arm a unique alter ego that
you name and equip as you please. This is done in a straightforward
process by answering questions— selecting options—put to you by the
computer.

Whenever you see a blinking question mark, simply type Y or N (for
YEA or NAY) or the first letter of the option or item you wish; do not
bother to use the ENTER key. If the “?” at the end of the question does
not flash on and off (usually when the answer may require a two-digit
number)—type your response and then do press the ENTER key. (If in
doubt, simply wait to see if anything happens without using ENTER.)

Generating a Character

As you enter the Inn to begin the game, the INNKEEPER greets you
and asks if he should create a character for you.

YEA. For your first game (at least) you’ll probably want the INNKEEPER
to create one for you, so you would want to answer Y (YEA) to his
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question. In that case, the INNKEEPER generates a character randomly
and displays its attributes on the screen. For example:

Intelligence 6
Intuition ‘ 12
Ego 15
Strength 17
Constitution 14
Dexterity 9

Thou hast 230 gold royals
Character Name?

The attributes are explained in some detail in an earlier section (CHAR-
ACTERS AND EXPERIENCE). Gold royals are your spending money for
the supplies you need on your expeditions. The name can be anything you
like —a mythological figure, a character in your favorite book, the brand of
toothpaste you use—even your real name, if you’re desperate for ideas.
Whatever you choose, type it into the computer, so the INNKEEPER wiill
know what to call you.

NAY. Answer N for NAY to the INNKEEPER'’s question if you want to
enter a character created in The Temple of Apshai, another fantasy
game (see CHARACTERS FROM OTHER GAMES on a previous page),
or an earlier session of Hellfire Warrior. Since adventuring characters
grow more powerful with experience (see Experience) and richer from
treasure found in the dunjon, it is usually advantageous to reuse a previously
generated character. You may take the same character into the dunjon as
often as you like—at least until the character dies (see ON DEATH
AND DYING).

If you say NAY to the INNKEEPER at this point, you will have to enter
the character’s six attributes, money, and equipment manually. This is not
difficult, but the equipment must be something the computer recognizes
(see the Armorer’s list, below): exotic entries will be misunderstood or
rejected. Apshai veterans should be careful to translate their silver pieces
into gold royals (10 SPs = 1 gold royal) for use in Hellfire Warrior, and
everyone should note that, for armor, “P” will get you PARTIAL PLATE,; if
you intend FULL PLATE, you must specify “F.”) If you have a magic
sword or armor, you will get the question, WHAT BE THE PLUS? —which
is to say, how magical is the item? The answer is a single digit (usually
a low number like 1 or 2) that should have been displayed as part of the
Character Summary the last time you played (see Saving Your Character).

(Disk owners who have previously stored a character on disk can avoid
this manual entry by answering Y for YEA to the question —asked on disk
versions only—HAST THOU A CHARACTER ON DISK? The inter-
mediate question—HAST THOU A GAME SAVED IN PROGRESS? —
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should be answered NAY unless you stopped the previous game with the
“Save Game” command while you were still in the dunjon; see

COMMANDS.)

Bargaining

All items for sale in the Armory, the Apothecary, or the Magic Shoppe
may be bargained for, except for bows. The price given for an item is only an
asking price; you may attempt to buy it for a cheaper price simply by enter-
ing a number lower than the shopkeeper’s price. He will either accept your
offer or come back with a new amount. Since this haggling may continue for
some time, it is possible to purchase an item for substantially less than the
initial price asked. However, if your initial offers are too low, you will insult
the shopkeeper, who will raise his prices. Furthermore, if you persist in
quibbling over every single gold piece, he will get tired of bargaining, and his
demands will grow more stringent. Finally, remember that some characters
(as well as some players) are better bargainers than others (see CHAR-
ACTERS AND EQUIPMENT), and prices can go up as well as down.

Note that, if the price of an item gets beyond your means, you can “start
over” (on that item or its cheaper alternatives) by making a bid of 0 (zero).
Similarly, if you change your mind and decide you do not want something—
or, in fact, anything further from that shop—typing 0 or N (for NAY or
NONE) will let you escape from the sequence as rapidly as possible.

The Armory

If you do not have a sword and armor (at least), you must visit the
Armory to purchase them. Gulik the armorer sells five kinds of swords, five
types of armor, shields in two sizes (large and small), a bow, and arrows.
Where several items are given, they are listed in order of effectiveness. For
example, if you wish to buy a sword, Gulik displays the following variety:

Type Weight Offered
Price

Shortsword . 2 2
Broadsword 3 3
Hand-and-a-Half

Sword 6 5
Longsword (2H) 6 5
Greatsword (2H) 9 10

The shortsword does the least damage and the greatsword (potentially)
the most; however, your strength limits the kind of weapon you can use,
and your dexterity will influence your effectiveness with different weapons.
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(High dexterity benefits you most with smaller, lighter weapons, while low
dexterity hurts you the least with the larger weapons.) Note that if you
acquire a two-handed sword (the longsword or greatsword), you cannot use
a shield. (In fact, the longsword is nothing more than a hand-and-a-half
sword held in both hands, but it is much easier for the computer to treat
them as different weapons.)

Gulik also has the following types of armor available:

Type Weight Offered
Price
Leather 9 3
Ring Mail 22 10
Chain Mail 31 20
Partial Plate 47 35
Full Plate 63 100

Leather armor 1s the least effective type, while full plate is the best.
As you can see, it is also true that the more effective types of weapons
and armor weigh more, which has an effect on the amount of fatigue you
expend (see FATIGUE).

If you desire a magic sword or magic armor, you must obtain a “normal”
item from Gulik and them get it enchanted in the Magic Shoppe. (Alter-
natively, if you are lucky, you may find a magic sword somewhere
in the dunjon).

The Apothecary

Fnord the apothecary sells healing salves and thirteen sorts of potions,
although not all may be available on any particular occasion. These come in
two forms: draughts and vials (on tap or in the bottle, so to speak).

Healing salves and two kinds of potions— elixirs and nectars—may be
bought only by the vial. They are carried with you on your adventure and
may be drunk or applied (as the case may be) when needed by typing the
appropriate command: H for a healing salve, Y for an elixir, or N for
nectar. For details on their use and effects, see COMMANDS. All three
are available in varying quantities; in each case you may purchase as few
as one or as many as there are for sale (and you can afford), either
altogether or one by one. Note that if you are purchasing several, the price
you negotiate is for the group, not for each vial.

Most potions are available only in the form of a draught; these are
considered to be drunk immediately, as soon as they are purchased
(no special command is required), and their effects are immediate. Although
in some instances this may result in a permanent change in some attribute,
in most cases the effects last for one foray into the dunjon and wear off
by the time you return to the inn.
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Details of the potions’ ingredients,and effects are hard to come by, since
apothecaries jealously guard their secrets. If hydra blood, for instance, is not
really made from the blood of a hydra, there may be some significance
to the name, at least. According to Fnord, the various milks provide some
minor benefits. The bloods are more potent, but their effects are consider-
ably more varied. The white lotus drops are something of a mixed blessing,
since, as is said to be the case with the essences distilled from all the other
varieties of lotus, they may be addictive. It is said that the action of ambrosia
is evident with use, while Fnord swears that the effects of the liquid prepared
from powdered mandrake root (mandragora) are as powerful as they
are subtle.

While the results of any particular dosage may vary (in some cases
possibly doing more harm than good), Fnord guarantees that every potion
he sells will usually yield some benefit.

Potions may be bought in any order, and you may, for instance, buy two
elixirs, then a draught of kraken blood, and then buy more elixirs—
although, of course, you may never buy more of anything than is available.

Important: note that typing N in response to WHAT BE THY PLEASURE?
means NECTAR; typing N in response to WILL. THERE BE SOMETHING
ELSE? is taken to mean NAY (which ends your visit to the Apothecary).

The Magic Shoppe

Although magic swords and armor per se are not on sale at the Magic
Shoppe, Malaclypse the mage can enchant ordinary weapons and armor. If,
for instance, you wish to turn a sword you bought from Gulik into a magic
weapon (or if you had a magic sword but wanted it rendered still more
powerful), you would answer Y (YEA) to the question, WOULDST HAVE
THY WEAPON ENCHANTED? That would prompt the question, TO
WHAT DEGREE? (This is the “plus” of the weapon alluded to earlier;
if you have a magic sword, this “plus” is displayed on the screen as part
of the Character Summary.) You could answer with any digit from 1 to 9
(do not insert a “+”); the higher the number, the more potent the sword.
However, prices go up geometrically with the degree of enchantment; new
characters can rarely afford anything more than a +1 enchantment. If
you try for a higher degree and find you can’t afford it, an offer of 0 will
prompt the question, TO A LESSER DEGREE PERHAPS? Answering Y
(YEA) to this allows you to try for an enchantment more within your-means.

The sequence for enchanting armor is exactly the same as for swords.

Note that, while either would be displayed (in the Character Summary) as
a MAGIC SWORD, an enchanted shortsword is not the equal of an
enchanted greatsword, any more than +1 magic leather provides as much
protection as ordinary plate armor.
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After offering to enchant your sword and armor, Malaclypse will give you
a chance to view his current stock of magical items. In addition to magic
arrows (explained below under COMMANDS), you may find one or two
amulets, a talisman, or even a pair of the famous 7-league boots. One amulet
is of the wizardly brass, orichalcum: attached to heawy links of the same
metal is a round disk incised with a representation of a ball of flame. A
second amulet is an unusually formed electrum ankh depending from a fine
chain wrought from the silver-white alloy; the circle or loop at the top of the
cross is solid and carved into the shape of a skull. The talisman is of gold, on
a gold chain, in the form of the head of a dragon with large, oddly glowing
eyes. Except for the magic arrows, all these items are rare and quite
expensive.

Character Display

After visiting the Armory, Apothecary, and Magic Shoppe (or declining
to do, so) and before you enter the dunjon, the screen will display an
adjusted Character Summary showing your current experience point total,
your magic weapons, vials, and the temporary state of your attributes. Your
attributes as shown are as adjusted for your experience and the effects of
any potions you drank or magic items you bought. Do not ever use this par-
ticular Character Summary as a permanent record for the character (do
that only with the Character Summary shown after exiting the dunjon and
returning to the Inn; see Saving Your Character). The display will, however,
give you a better idea of your character’s strengths and abilities at the time
of his entry into the dunjon.

Levels of Play

There are two ways in which you can control the degree of difficulty of
the game. The first is a choice of three monster speeds: slow, medium, or
fast. When you encounter a monster, this choice will control the amount of
time you have to choose your course of action before the monster attacks
you (the faster the speed, the less time you have to make up your mind).
However, once you execute a command, the monster will immediately take
its move, even if you haven’t used up your allotted time.

You may also choose from four-dunjon levels (5, 6, 7, or 8; The Temple
of Apshai contains levels 1-4), each of which represents a separate, self-
contained sixty-room section of the dunjon. You are strongly advised to
begin with Level 5 and explore the levels in the order given. Even Level 5
is quite challenging, and levels 6, 7, and 8 require progressively more skill
on the part of the player and more experience, better equipment, and more
magical aids for the character. Wearing nonmagical armor, for instance, is
dangerous on Level 6 and suicidal on 7 or 8.
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THE DUNJONMASTER

Entering the Dunjon

When you enter a level of the dunjon, you will always begin in the same
place —just inside the door of the first room on that level. You would not
immediately turn around at that point unless you wished to exit (see
EXITING AND RE-ENTERING). Aside from that, you are free to roam
about on the level as you please. Details about what you may find in your
explorations are given later (see The Dunjon).

The Display

On the larger portion of the screen, the DUNJONMASTER draws a map
of a portion of the dunjon with you in it. Since an adventurer does not
resemble a wall, it should not be difficult for you to determine which
figure represents your character. If, in the same room/corridor/chamber,
there is a second symbol that moves periodically, it is a monster (and you
should be ready to defend yourself).

On the right-hand part of the screen, the DUNJONMASTER displays
your status, including the number of the room you are currently in (unless
you are on Level 6 or 8, which have no room numbers), your physical con-
dition, how much weight you are currently carrying, and other relevant
information. Part of the display is reserved for reporting messages that are
of immediate importance to you (see Figure 1). There are a number of
possible messages, and more than one of these may appear at the same
time. These messages are self-explanatory during play, but a few are in-
cluded in Figure 1 as examples. The circled numbers in the figure
correspond to the descriptions under the sample display.
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© CRUNCH!

SHIELD HIT!
ARROWS: 23

® MAG AR: 3

® FIREDRAKE

® TOTAL SLAIN:
21
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® ROOM NO. 52
® WOUNDS: 100%
® FATIGUE: 100%
® WGT: 42 LBS
® MONSTER SLAIN!

KEY DESCRIPTION

®@ @660 © 6
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This number is the number of the room you are currently in. Passage-
ways are also assigned room numbers.

Shows that, at the moment, you are not wounded. See ON DEATH
AND DYING.

Shows that you have all of your endurance available. See FATIGUE.
Shows how much weight you are carrying.

Lines ®, (), and ) only appear when appropriate. Line () shows
that you killed the monster you last fought with.

These two messages show how you fared during the last round of
combat. The first line shows that you hit the monster while the second
shows that it hit your shield. Again, the specific messages vary with
the situation. Unless you are in combat, there will be no message here.

Shows how many normal and magic arrows you have left (see
Attacking with Bow).

Shows the name of the monster currently in contact with you. The
name shown depends on the monster type present.

Shows the total number of monsters you have slain in this foray.

Figure 1. Sample Display

COMMANDS

Altogether there are 22 commands (23 on disk versions) available to
you for maneuvering your character through the dunjon. These commands
are discussed under three major headings: Movement, Special, and Attack
Commands. Tables 1 through 3 summarize these commands and their
meanings, and each is described in the following paragraphs. Note that
none of the commands in Tables 1 through 3 should be followed by a car-
riage return (the ENTER key). Type only the appropriate key.
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Table 1. Movement Commands

What You Enter Meaning

#0 to 9 Move forward 0 to 9 feet
R Turn right

L Turn left

V : Turn around (volte-face)

Table 2. Special Commands

What You Enter Meaning

Open door

Examine wall for secret door
Search for traps

Grab Treasure

Inventory (list treasure)

Drop treasure —followed by message
DROP SOME —then enter the two-
digit number of the treasure you want
to drop

Q Hearken (query)

Negotiate

H Apply one healing salve

Y Drink an elixir

N Drink nectar

Save Game in Progress (disk only)

B 6o ene

(& 2 digits)

SHIFT key and P

Table 3. Attack Commands

What You Enter Meaning

Normal attack
Thrust

Parry

Fire a normal arrow
Fire a magic arrow
Use blowgun
Throw javelin

CmwZzMUA>
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Movement

There are four commands that allow you to move from one spot to
another (see Table 1). During a turn you may move up to nine feet. Moving
forward always takes one full turn, regardless of how far you move. The
distance just indicates the speed you move at. You may also turn to the
right or left, or turn around. Since turning does not take any time, you may
combine it with your forward movement for one turn.

To move out of the space you are in, you must move forward. Therefore,
for example, to take two steps backward, you must first turn around, then
move two feet forward. On the next turn you may turn about again.

Note that to move, you must enter a whole number from 0 to 9. You
cannot use fractions or decimals. Do not enter a “+” in front of the number
and do not type 09. Type only the number itself: 9.

It is also important to remember that (although the actual speed varies)
moving at maximum speed makes you tired (see FATIGUE). You should
not need to run for more than a few turns at a time since a monster will
never follow you out of a room. (Of course, if there’s a monster in the
next room...)

Special Commands
.The twelve special commands vary from healing yourself to negotiating
with a monster. These commands are summarized in Table 2 and described

in the following paragraphs. None of them need to be followed by the
ENTER key.

Opening Doors. One thing that you’ll be doing a lot in the dunjon is
opening doors. On the screen, a closed door appears as a thin segment
of a wall. To go through one to a room beyond, you must first open it. Go
up to within one foot of the door and face it. You can then open it by typing
the letter O. The door will then open (showing the next room if there is
space on the display to do so), and you can move through it. (If nothing
happens, move over a foot or two so that you are exactly in front of the
door, and try again.)

Once you open a door, it will stay open until you stop playing (see
EXITING AND RE-ENTERING).

Secret Doors. Secret doors are opened like regular doors, but, since
they are initially hidden from view, you must first search for them using the
E command (see Table 2). You must be facing the wall you want to examine,
but you do not have to be near the wall. For example, you could sys-
tematically search for secret doors by turning to face each wall in turn while
standing in the middle of a room.

Whenever your search is successful, the message:

A SECRET DOOR!

ﬂash(_as on the screen, and the location becomes visible. You may then
position yourself and open the door normally using the O command.
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Since secret doors are often well hidden, there is a very good chance
that you will not find one the first time you look. Characters with a low
Intuition may have to look many times to find a secret door, but there is
no limit to how often you can use the E command.

Unlike ordinary doors, secret doors close as soon as you use them. To
pass through one again from the other side, you will again have to search
for it and then (if you find it) reopen it.

Traps. A trap may come in any one of a number of forms ranging from
darts that spring out from a treasure chest to a pit in the floor of a room.
They can be anywhere, but not all rooms have traps. You can search for
a trap using the S command listed in Table 2. As with secret doors, it is easy
to miss a trap, but, again, you can search all you want. When you find a
trap, it will flicker, making its location obvious. You can often avoid a trap
by going around it or leaping over it. For example, if you know a trap is
three feet directly in front of you, you can leap over it by moving six or more
feet forward.

Finding Treasure. Each treasure appears as a small rectangle within
a room or corridor. Although there may be a hint in the room description,
to find out exactly what kind of treasure is in a particular room, you must
first move up to the treasure and grab it. (Before doing so, it may be wise
to search for traps.) This is done by typing the letter G (this takes a full
turn). The computer will then display the number of that treasure. You can
then look up the number on the treasure list for the level you're exploring
for a description of the item (see The Dunjon).

If you are too far away when you try to pick it up, the message:

YOU CAN'T

will flash on the screen. Move closer and try again.

There is no limit to the number of treasures you may have in your pos-
session at any one time, except that the weight of the items may cause you
to expend additional fatigue (see FATIGUE). While in the dunjon, you can
check which treasures you have found by typing the letter I (see Table 2).
This Inventory command allows you, in effect, to take a brief “time out” to
sort through your booty. Monsters will not attack you while your treasure
is being listed in this fashion. Since the DUNJONMASTER keeps track of
your treasure for you, you need not write it down when you find it. However,
you can learn the value of the treasure only by taking it back to the Inn
(see Evaluating Treasure).

Magical Treasures. Some of the treasures in the dunjon are magical
in nature. Some, like magic arrows, may be instantly recognizable; others
(like a healing pool) may cause an observable change in your status. Many
are more mysterious. Some function automatically to increase your attri-
butes or protect you from some danger; others take effect only when you
use one of the the 22 commands.
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Important: in the disk versions of Hellfire Warrior, characters stored
on disk between adventures will continue to enjoy the benefits of all the
magic items they find until they die (see ON DEATH AND DYING).
Players of the cassette versions are less fortunate; between sessions
cassette characters can retain only those magic items displayed on the
Character Summary by the INNKEEPER (that is, those items such as magic
swords, elixirs, etc., that are asked about when an old character is
generated —re-entered — manually).

Swords. While there are many ordinary weapons— broken or intact —
in the dunjon, the only swords that appear as treasures are those
which —because of the quality of workmanship, the alloy used, or the
presence of runes on the blade —appear to have a good chance of being
embued with magic.

If you find a potentially magic sword, the message:

DOST USE SWORD?

will appear. If you wish to exchange your old sword for the new one, simply
type Y for YEA. (Since swords are jealous of their possessor’s attentions,
you cannot keep both weapons.) Alternatively, if you wish to keep your old
sword and ignore the new one, just type N for NAY in response to the
question. Until you take it back to the Inn for analysis, you cannot tell if the
sword is really magical at all or, if so, the degree to which it has been
enchanted, although particularly potent swords may glow when you first use
them. Some swords are actually cursed, although fortunately such curses
are temporary; they last only until the swords are taken out of the dunjon.

Dropping Treasure. If, after picking up a treasure, you decide you
don’t want it, you can put it down again at any time by typing the letter D,
and then entering the number of the treasure you want to drop (see
Table 2). When dropping treasure, the number must contain two digits. For
example, to drop Treasure 01, you would enter 01. To drop Treasure 19,
you would type 19. If you give only a single number, nothing will happen
(except that your next attempt to move will be taken as a continuation of
the Drop command). Note that you cannot drop treasures that you do not
have. Also note that, if you drop treasure in a room that has a treasure in it
already, you will lose the dropped treasure forever.

Hearken. No adventurer worth the name lacks a sixth sense for
detecting danger, although of course this ability is more developed in some
characters than others. By typing the letter Q (see Table 2), you may be
able to sense the presence of another creature in the next room, even if the
door to it is closed. Rather like the E command, the Q command works only
in regard to the wall you are facing. If you do sense something, the c