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Preface 
~\,~; 

D 1£!£, ~LIC1f,F/IU9{fj Ll(j!J£I of tfie waning torcli maai'i 
eerie sMtftnJJS on tfie grey stone waffs, as 'Ilieron, appren­
tice to tfie (jrey Lori, greatest of a{{ 'Wizartfs, crept 

along tfie aamp passageway. 'Weary to tfie point of e?(_/i.austion, 
antf crusfietf UruUr tfie Weig/it of many faifetf attempts to tfo fiis 
masters frUUfing, fie once again approacfiea tfie entrance to tfie !Jfa.{{ 

of Cliampions. 'I'fie faces of tfie Jfaventurers wliom fie Mt! guitka 
to tfieir tfeatlis again antf again, starea at liim from tfie mirrors of 
fift-trappi.ng lioUing tfieir mortal souls. 'Wliicli of tfiese Cliampions 
s/i.ou{tf fie clioose to maKI tfie ne~ attempt to tlefeat Cliaos? 'Wlio, 
among tli.is twi.u-aozen of brave{g f oo{/i.aray ~igliters antf Magic 
users sfiou{tf fie corukmn to almost certain tfeatli in tfie 'Dungeon 
untfer Mount Jfnaias? 

Jfs fie approacfiea tfie first mirror to e?(_amine tfie Cliampion fro­
zen wi.tli.in, 'I'fieron noticea a cliange in tfie quality of tfie fig/it in 
tfie untfe191"ountf cliam6er. 'Ifie smoK!J torc/i.{igfi.t fatfea as an elec­
tric b{ue g{ow began to Jiff tfie room. In tfie center of tfie open 
space, a gfobe of fig/it began to form, liesitant{g at first, antf tfien 
more rapitf{g as power began to flow into it. ~rom wi.tli.in tfie now 
swi.r{ing ba{[ of magicaf force, a voice spo~ to li.im. "Tlieron, • caf{etf 
tfie familiar, but almost forgotten voice. 

~aster,• criea 'Tfieron, tfropping to one {nee, almost as mucli 
from weariness as respect for tfie o{a man wliose face was f aint{g 
visible in tfie fia{[ of fig/it. "I fear tliat I Ii.ave faika you. Many 
times I Ii.ave cli.osen from tfie Cliampions in tli.is !J{a{{, antf many 
times tfiey Ii.ave fallen to tfie creatures of evif antf tfie tfe'llWus traps 
wi.tli wli.icli Lora Cliaos lias Jiffea your 'Dungeon. I am afiout to 
attempt your Qjust once again, out I tfespair of ever succutfing. • 

'I'fie agea wi.zaras image sigfietf, antf sait{, ·1 fearea it wou{tf be 
so. 'Ifie scroUs wli.icli I fiat! kft in tfie 'Dungeon, antf tfie objects 
left 6y tfie Cliampions wlio Mt! gone before you s/i.ou{tf be enougli to 
su you to victory, but my tfar{sitk is fully as cfever at tricK.Py antf 
evif as I am at tfie practice of gootf. • 
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Loo(\jng {own at sometliing wliicli '11ieron coula not su, out­
sitfe of tlie circk of fitJlit, tlie 'Wizar{ continue{, ·In tlie time since 
I sent you into tlie 'Dungeon, I Ii.ave co{{ectea wliat 6its of wistlom. 
I couftl Jina among tlie Lost Scro{(s, an4 Ii.ave set tliem tlown for 
you in tliis vo{ume. 'Tliis is a[{ I can ao for you, my fait/iful ser­
vant. ry-ou must use tliese Scro{(s as wise{y as you can. Some of 
tlie KJiowkage is very powerful an4 so it is seaka away against 
tlie tfay tliat you sfia[{ nee{ it. 'Do not use more of tliis K..nowkage 
tlian you must, for tliere is lionor in winning out against evil hy 
your own efforts, hut K.riow tliat it is tliere. • . 

'11ieron couf4 su tlie strain of maintaining tliis contact fl,US ter­

ri6k. Witli one fast gesture of power from tlie 'Wizar{, t!U spliere 
of {itJfit 6egan to contract. .f.'ls tlie g{ow fa.tfetl, '11ieron couft! su a 
smai{ scro{[ materialize on tlie stone ffoor wliere tlie B.glit fiat[ heen. 
Just 6efore tlie 6riffiant Mue of tlie slirin{\jng spliere win~a out 
compfete(y, lie Ii.ear{ t!U voice of Ii.is Master one fast time. 

·qo quicfly '11ieron, • tlie rJoice wliisperetl, "'I1ie worU waits fear­
folly for t!U outcome of your struggfe witli Lora Cliaos. • 

Once again, tlie {amp cliam6er was fille.a witli j{ic~ring torcli.­
fitJlit, an4 '11ieron was alone among t!U frozen visages of t!U mortal 
CliampUnis. Moving sfow(y, lie approacfie{ tlie center of t!U room. 
~verent{y, an4 witli siknt tlianK:§ to Ii.is Master, lie K._ne{t an4 
picq{ up tlie Lost Scro{{s of Mount 5tnaias. 
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Jtutnors fl{otes 
-~\,::); 

m S 'WIP.Jl;f!}{f game witli tlie compk;dty an4 aiversitff'i 
of 'Dungeon !Master, he sure to stu{y tlie manual tliat 
came witli tlie game. '11iis liint6ooK., wi{{ not give you 

any of tlie 6asic information on operating tlie game, nor wi{{ it 
{up{icate any of tlie necessary information sucli as casting spe{(s or 
using items on t!U pfayino scrun. '11iis 6ooK.,sliouf4 6e usetf in con­
junction witli t!U 'Du1fJJeon !Master manual. 

'11ie information in tliis liint6ooK., is ai'llitfe{ into four sections. 
'11ie first wi[[ give you !Unts an4 tips on general suhjects fiXI maK.; 
ino sure your party of Cliampions 4oesn 't starve an4 trainino t!Um 
in tlie s(\j{{s tliey '{{ nee{ to survi.ve. '11ie secon4 section is a group 
of tfetaika maps of tlie 'Dungeon Levels~ . 

'11ie tfiir{ section is a Leve{ 611 Leve{ •tour,• witli /Unts a.Dout 
tlie puzzfe.s an4 monsters you '{(encounter a{ong tlie way, an4 tlie 
fast section contains specific answers to t!U most 4ifficuft puzzfes. 

'11iese sections are organize{ in tliis way so everyone can get t!U 
most out of tlie hoof.:: If you 're just intereste{ in karning more 
a6out tlie strategy of tlie game 6u.t wouftl ratlier sofve everytliing 
for yourself, you can red just Section One an4 itJnore tlie rest. If 
you re totaf{y fost an4 liaven 't 6un ahk to ~ tracK., of wliere you 
are, t!U maps in Section 'Two can lie(p you.. 

!fina{{y, if you 've 6een stymie{ 6y a foe~{ aoor, or can't get 
past tlie Scorpions, Section '11iree an4 Section ![our can come to 
your ait!. In a[{ cases, t"li.e main focus Ii.as 6een to avoi4 revealing 
more tlian you miglit want to KJiow, ana tlius avoi4 spoiB.ng tlie 
game for anyone. '11ie specific answers are tliere, hut on{y wlien an{ 
if you nee{ tliem. 

One fast note on t!U nu.m6ering sclieme for t!U 'Dungeon Levels 
in 6otli t!U tei(t of tliis 6ooK., an4 on t!U maps of t!U 'Dunoeon. 'Ifie 
notation use{ 6y !['IL Ii.as 6een use{ Ii.ere too. '11iat is, tlie first 
p{ace you encounter, tlie !Jfa{{ of Cliampions, is consitfere{ to 6e 
Levef One. 

I'tl fi.KI to tlianK.,tlie peopk at Software !Jhaven, Inc. an4 nL 
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(james for creati"ll one of tfi.e most aetaifea ant! invof vina aames ,,~~ 
I've ever pfayea on any computer. -

'11ianq also to a{{ tli.e brave 5'.aventurers wlio went into t~ 
'Dungeon before me ant! from wliom I Cearnea a great deaf oft~ 
information I'm now abfe to pass on to tliose wlio foUow. It was a 
fot of fan to be abfe to sliare new aiscoveries -- ant! to fa.u91i {ant[ 
sometimes CT'!J) over tli.e tlii"lls our poor Cliampions ran into -- wi.tli 
otli.er pfa.yers on tfi.e CompuServe 5f.tari16 !forum. ry'"ou re too many 
to fist in:tfiviiuaUy, but you f:.tiow wlio you are! <erin> 
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U !}{!£, S'TO!R!f Jll'T tlie 6egi,nnin9 of tlie 'Dun9eon -!Mastef>~ 
manual is co{orful ant! sets tlie scene for tlie 9ame quite 
ni.ce(g, 6ut unf ortunate(g, it s a 6it misfea4in9 wlien it -

comes to tlie iJoaf of tlie 9ame. Insteatf of 6ringi,n9 tlie !{irestaff 
6acl to your !Master ant! Cettin9 liim tfea{ wi.tli tlie 'DarlLort£ 
you '{[ fintl its entire{g up to you not on{g to fintl tlie !firestaffi 6ut 
also to su to tlie Jtimate rejoini.ng of (jootf ant! 'Evil. 

Jlls you pfay tlie 9ame, remem6er you are tlie 9uitfe for tlie four , 
Cliampions you've cliosen. 9'" our 11WSt important function is to train 
tliem in tlie s/(j{{s tliey'{{ neetf to survive. 9'"ou '{[ afso Ii.ave to fut! 
tliem wlien tliey 're liunB'Y ant! fintl water for tliem wlien tliey re 
tliirsty. 9'"ou Ii.ave to aive tliem cCotliing ant! armor to protect tliem 
ant! clioose weapons tliey can use to fie/it tlie creatures of tlie 'Dun-
9eon. 'Wlien your Cliampions tfo encounter monsters, tfon 't fet tlie 
Ii.eat of 6attfe tfistract you from watcliing over tlieir !Jfeaftli, so YOlf 
tfon 't Cose any of tliemJ 

Clioosing Cliampions 
'Eacli of tlie 24 Cliampions frozen in tnaf!icaC mirrors in tlie 7fafl 

of Cliampions Ii.as a unique ~et of statistics, skjl{ fevefs ant! equip­
ment. Some Ii.ave very liigli mana, wliicli a«ows tliem to tfo more 
ma9ic tlian otliers, 6ut Ii.ave correspontfin9{y {ow stren9tli ant! 
liea{tfi wliicli maK:µ tliem more vJnera6fe in 6attfe. Otliers are 
pfiysica«y quite Str011fi, 6ut wi.tli Cittfe or no mana. 

'l1ie easiest party to manage is one wliicli is we{{ 6afancetf in its 
strengtlis ant! wealnesses. !Four powerful !figliters pro6a6{g won't 
fast very {ong wi.tliout 6eing a6fe to tfo magic. '13y tlie same to~n, 
a party of four 6eainni.ng 'WizardS wou{tfn 't ~ it very far eitlier. 
Jll 6aCa.ncetf party, matfe up of Cliampions wi.tli 9ootf fevefs of a{{ 
sfj{ls can cover· for ant! /ie{p eacli otlier survive. 

'I1i.e first few times you venture into tlie 'Dungeon, try to clioose 
a party matfe up of two strong !figliters ant! two magic users, one 
wi.tli 9ootf 'Wizartf fevefs ant! anotlier wi.tli 9ootf Priest fevefs. 'I1i.e 
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9{oster of Cnampions 

1'i9liters can protect tlie wea~r num6ers of tlie party, wliife tlie 
'Wizara aUis in attacking monsters ani t!U PrUst stantfs rea.4y to S'Df!I1.5'11CS• SXILL L'£""1:.f.s 0 

/Ual anyone wlio i.s injuretf. Jf{so {ooVor Cliampions witli goo{ ?'{lime !H. .5'DI !J.l m.. 'D 'W 'JI Mo{ .M -21 _pJ1._ ~ 'WI 
?{j.nja fevefs, as tliat allows t!Um to slioot "range weapons" accu.r-

1.!UDO 48 65 11 43 55 40 35 45 50 Jf!PP 9(p'll 
Zl£'D 60 60 10 40 40 40 50 40 40 9(p'll 9(p'll . 9(p'll 9(p'll ate{y ant! move more quicf({y. '£.L[Jf,{ 60 58 2.2 42 40 42 36 53 40 9(p'll Jf!PP 

One tliin9 you sliou.Ca ~ep in mint! is tln.!f of tlie Cliampions mu~ 90 75 0 55 43 JO 46 38 48 JOO 
can £earn tln.!f of tlie s(\j{{s, so tliat even a 6i9, liu.{f\in9 6ar6arian O{M{J 47 67 20 37 47 57 37 47 37 9(p'll Jf!PP 

can 6ecOttU a !Master 'Wi.zara witli practice. 'Ifie most frail- Coof\ing 
1l!t~ 70 85 10 45 35 JS 55 35 35 9(p'll Jf!PP 
'BO'J(t5 35 65 28 35 45 55 40 45 40 9(p'll Jf!PP 

maaic user can also 6ecOttU a formitfa6fe ant! sf\i{{ea 1'feliter, again f,{Lf:X 50 
57 " 44 55 45 40 35 40 Jf!PP 9(p'll 

witli pfenty of practice. Its just a Cot easier if you start witli a !}(Jf<JJI 55 65 15 41 36 45 45 55 55 Jf!PP 9(p'll 
we{[-6aiancea party. S<»{Jf,f 65 70 2 54 45 39 49 40 40 JOO 

~ 53 72 15 38 35 43 45 42 40 9(p'll Jf!PP 'T~ SOttU tinu to e~amine t!U strengtfu ani wea{Qusse.s of all (j.sf!J.fpo 39 63 26 39 45 47 33 48 43 Jf!PP 9(p'll 
t!U Cliampions 6efore you clioose your party. 7'"ou '{{Ii.ave to start LDl!f.LJU 65 50 12 45 45 47 35 50 35 Jf!PP 9(p'll 
tlie aanu over compfete{y if you clian9e your mini, so 6e careful. L'E.'YU 48 60 3 40 53 45 47 45 35 JOO 
'11ie cliart aiven liere Cists tlie names of all 24 of t!U Cliampions ani 

'Wflfl!F 40 50 30 33 57 45 40 35 40 Jf!PP 9(p'll 
'WWS'E 45 47 20 38 35 53 45 47 40 9(p'll Jf!PP tlieir cliaracteristics. 'Tfie.se num6ers may cliange s{felit{y from aanu L'£l!f 75 70 7 46 40 39 50 45 45 Jf!PP 9(p'll 

to aanu, 6u.t tliey '{{ 6e very dose to t!U ones pre.sentea in tliis fut. '11(j(jY 25 45 36 30 45 50 35 59 40 9(p'll Jf!PP 

7'"ou '{{notice wlien you e~amine a Cliampion, you Ii.ave tlie ~ 75 80 0 52 43 35 50 35 55 JOO 
clioice of re.surrectin9 tliem e~act{y as tliey are sliown witli al{ t!U 

'D.MWOfl 100 65 6 50 30 35 45 30 45 Jf!PP ?q,o 
~ 80 61 5 58 48 35 35 43 55 Jf!PP 9(p'll 

sfj{{ Levefs tliey Ii.ave {earnetf, or of reincarnatin9 tliem as a (jcn!Jf!).{O(j 60 55 18 40 43 48 34 50 59 JOO 
aifferent person. If you reincarnate t!Um, you can aive t!Um a new .!{ZIZI 61 77 7 47 48 42 45 30 35 9(p'll Jf!PP 

nanu ant! tlieir s(\j[{ £eve£s 'TJJi{{ 6e convertea into su91it{y lii9lier !MO'P'Jltas 55 55 19 42 35 40 48 40 45 JOO 
pliysica{ cliaracteristics, 6ut tliey wi{{ effective{y Jor9et" al{ tlie 

• !H.-Huzltli, S-Starnina, !J.l=!J.lana, S'I• Stnnetli, 'D-'Dr.i(J.erity, 'W·'Ktr4om. 
sfd{{s tliey've fearnetf. 7'"ou '{{fin/ t!U increase in tlieir statistics is ~~ Molaf,{n.ti !J.la.,gic, f,{!fcf,{n.ti rire 
tle'!f small tliou.91i, in most casts not enou91i to really ma~ up for 
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!FI•!F°JBliter S/(jlls, 9(/=!J(jnja Slijlls, !Pl{.=Pritst S/(jlls, 'WI•'Wizartl.Slijlls t!U Coss of tlieir s/(j[{s. 'Untif you re ei('J'eriencetf, it wouftl pro6a6{y 
6e 6etter to just resurrect tlie Cliampions as tliey are, witli al{ tlieir !>U,O=?{Jopfrgte, !>.ffYJ/-!l(pTJia, ~J{ppren.tiu, JOfl=Jou.me!J"'ll" 

s/Qlls intact. 
'Wlien you 've cfi.osen tlie first mem6er of your party, t!U liani 

on t!U screen 6ecomes tlie Ii.ant! of tliat Cliampion, ant! t!U view on 
t!U screen is wliat tliat person is seeing. '11iis first Cliampion also 
6ecomes tlie Lea/er of tlie part.tf, altliou.ali .tfou can tfesi9nate an· 

~I, otlier num6er as t!U Lea/er if you clioose. 'Ifie Lea/er is tlie one 
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wlio 'UJi{{ tlirow tliings witli tlie liantf on tlie screen ant! gain tlie 
ezyerience for tliat action. 51.Cso, it lie{ps at timu wlien tlie party 
nutls to m(}'()e quicf[y if tlie Leder Ii.as a liigli !}{jnja fevel. Otlier 
tlian tliat, tlie only atfvantage of 6eing Leatkr is tlie Inventory 
screen wi[[ appear wlien tlie rig/it mouse 6utton is pressetf. 'Iliis is 
faster tlian tfe.signating tliem witli tlie arrow pointer on tlie scrun 
or 6y pressing a function ~Y· '11iis can 6e lie{pfal at timu, for e~-
ampfe wlien you neetf to tfispense 1fealing potions quicf[y tfuring a 
fig/it. ry"ou 'tf ma~ tlie Cliampion liofai.ng tliose potions tlie Lea.tier, 
antf can aet to tlie potions quicf[y 6y just pressing tlie ri,glit mouse 
6utton. 

Logical J4:rrangements 
Once you liave al{ four of your Cliampions cliosen, give some 

tliouglit to tlie ortfer tliey'{[ marcli in. 'Ifie party always walk§ "two 
6y two· in tlie corrU!ors, so you Ii.ave to tfecitfe wfio'{{ wal~in front 
antf wlio '{[ 6ring up tlie rear. '.Because tlie monsters wi[[ tJSuaf/j; 
attacfcfrom tlie front, it ma~ sense to put tlie strongest mem6ers 
of tlie party, usua«y your ri,gliters, in front. In tliat position, tliey 
can sliieftf tlie wea.Kp- two in tlie 6acf:.: '.By giving tlie front pair tlie 
6est weapons antf armor, tliey can 6e most effective in close com6at. 
'Ifie rear two sliouftf liave tlie 6ows antf tlirowing stars, so tliey can 
slioot past tlie ones in front. 

Sometlii11fi wfiicli is rJef!I important to watcli is wfiicli sitfe your 
Cliampions are on. 'Wlien tlirowing or sliooting, or casting most 
spe{{s, cliaracters wi{[ slioot tfown wliicliever sitk of tlie corritfc:' 
tliey 're on. If tliey 're on tlie riglit-liantf sitk of tlie party, tliey ~ 
slioot along tlie ri,glit sitk of tlie corrU!or antf vice versa. It won t 
matter if a monster is stantfing in tlie mitftffe of tlie fial{way, 6ut 
you'{[ often run into monsters wlio stay to one sitfe or tlie otfier. 
'11iis is especia«y true wlien a creature Ii.as just come arountf a cQf· 
ner or wlien you fj[{ one of a pair of monsters. '.Be careful not to 
waste sliots wlien your cliaracters are on tlie wrong sitfe of tlie cQf· 
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ritfor. 'Iliere s uttfe worse tlian watcliing your Cast foe6a[[ go sail-:;4 
ing away tfown tlie Wway, past a monster, into tlie tfistance. If 
you Ii.ave time, you can fire a sliot afong one sitk of tlie /ia[[way, 
tlien quicf[y e~cliange two Cliampions I positions antf fire aoain. 

']Jasi,t 'Training 
'Wlien you feave tlie safety of tlie !Hall of Cliampions antf 6egin 

ezyforing tlie first Leve{ of t~ 'Dungeon, your jo6 as tlie patty s 
guitk reaay 6egins. !from tlie moment you fintf tlie first scro[[ you 
must 6egin tlie training wliicli wi[[ a[[ow your Cliampions to atf­
vance to tlie liinliest feveCs tlieq can -- in a[[ of tlieir s(\j{[s. 'Don't 
wait untif you re attac~tf 6y monsters to 6egin practicina spe{(s or 
com6at teclinitJues. ry"our ![igliters gain ezyerience every time tliey 
swing a swortf. ry"our !}{jnjas can practice /(jcf\jng antf puncliing 
wlien tliey tfon 't Ii.ave weapons in tlieir liantfs, antf tliey can always 
tlirow o6jects for ezyerience. Priests can use tlie 'War Cry wlien 
tliey re not /io{tfing anytliing, antf 'Wi.zartfs sliou!tf Jif.L 'WJilry"S 6e 
castina spe{(s. 

'Wlien you firul tlie first scro{[, use tlie spe[[ on it to 6egin creat­
ina fi.glit. 'Even tliouali tlie first .Leve{ is we{[ fi.t, tlie Cower LeveCs 
are tfa.r~antf gfoomy. '11ie simpfe Magica{ 'Torcli spe[[ wi{[ give your 
Cliampions ezyerience towartf liiglier 'Wi.zartf feveCs, as we[[ as pro­
vitk fi.glit to see 6y. Jil{tliougli you'{{ firul torclies liere antf tliere in 
tlie 'Dungeon, try to conserve tliem for timu wlien 9ou reaffg neetf 
your magic for sometliing efse. 'Don't worry a6out wastina mana, 
6ecause it wi[[ always return to its ma-Omum feve{ in time. If it 
Cook§ as if you re goina to 6e safe antf your mana is fair{y liifili, use 
tlie opportunity to tlirow a ![ire6a[[ or cast Li!Jlit. 'Ifie ezyerience 
gainetf wi{[ atfvance 9ou more quicf[y to tlie ne~ sf\j[l feveC. 

ry"our ![igliters antf 9.[j.njas wil{ 6enefit from e~ercising magic 
too. Jilt first tlie9 won't 6e a6fe to tfo mucli, 6ut ~ep practicing 
wliatever tliey can manage. Jil{so, using tlie 'War Cry wi{{ lie{p 
6uiltf up ezyerience ttnJJartf liiglier feveCs .of mana. It won't 6e Cone 
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6ef ore your 1'igliters wi[[ 6e a6{e to tlirow some pretty impressive 
!fire6alls, or lieal tliemse{ves after a 6att fe. 

'11irO'llling, sliooting an{ liana-to- liant!, unarmea com6at are 
among tlie ?fj.nja sfj[(s. Increasing your ?fi.nja e:rperience wi[[ in­
crease your strengtli, tU:(terity ani accuracy witli !ong-aistance 
weapons. '11ie 6est way to practice ?fi.nja sKj((s is to tlirow o6jects 
every cliance you get. Screamer Slices, o{{ scro{!s, 6urnei -out 
torclies or anytliing efse tliat can 6e picq{ up can 6e tlirown out in 
front of tlie party as tliey walk.. {own tlie lia!!s. '.By rotatin9 tlie 
position of £eatfer among your party, tliey '{[ a1! get tfiis ezyoa ?{jnja 
e:rperience. '.Be carefal to watcli tlie Stamina of tlie Cliampion lo­
in.a tlie tlirowing, especia({y witli Ww-kvd c/iaracters. 'Iliey '{[ 6eam 
to aet tire{ after a 6it of e:(trCise, SO you '{{ fiave tt? ~ t fie ne~ 
person £ecufer for awliik. 

1'i9litin9 e:rperience aerrera1!y comes from tlie use of. liani-lie{{ 
weapons in dose com6at, !iKI sworas an{ 6attk ~· 'Witli af( tlie 
empliasis on castin9 spe!fs ani using ma9ical weapons !iii 1'ire· 
6a!!s, 6e carefal not to fet yourself fa1! into tlie trap of negfectin;J 
your Cliampions' 1'igliter s/Q/ls. ;t party wliicli relies too lieavily on 
ma9ic may stufien!y fini itself nose to nose (or wliatever serves 
tliat function ·· liar{ to tea tlie way some of tliese monsters !ooK:) 
witli sometliing 'VE~ nasty, ani no mana feft for fire6alfsl If 
your 1'igliters are not very sfj{{ea witli tlieir weapons, tliin;Js couitf 
aet awful!y stickJ/. Its important everyone in tlie party lias 1'i9liter 
e:rperience, 6ecause you miglit fini your 'Wizaras su.dikn!~ liav~ t,o 
taq over for a wou.naea 1'i9liter. If your 1'i9liters aet fj((e{, it ~ 
6e up to your Priests ani 'Wizaras to taq up arms ani fi9lit tlie~ 
way 6ack._ to an ;t{tar of 'J/I to resurrect tlieir companions. ?'"ou '{{ 
fini tlie room calfea tlie "Screamer ~9eneration !l{pom • on £e1Je{ 
1'our is a fair{g safe place to fian{ your Afa9ic 'Users sworas and 
give tliem some 1'i9fiter e:rperience. . 

'Wlierrever 11ou.r Cliampions aclii.eve a new !eve{ of e~eri.etta i.; 
~.. any of tlieir sKj((s, one or more of tlieir statistics 'UJi{{ ao up, as we 

14 

"t).' • .,. 

.~;::J.f 

as tlieir !Jlea!tli ani Stamina. If tlie new e:rperi.ence feve{ is in~~ 
'Wizar{ or Priest s/Q/ls, tlieir Mana will increase too. '.By practicing 
a1! four of tlie sKj((s wlienever you get tlie cliance, you can ieve!op 
some very pO'Cl.lerfuJ cliaracters. '11ie 6etter prepare{ tliey are, tlie 
6etter tlie cliance tliey wi{{ survive tlie worst tlie 'Dungeon can 
wow at tliem. 

PrOflisioni.na tlie Party 
Su.roiving in tlie 'Dungeon is not just a matter of figlifina mon­

sters. ?'"our Cliampions wi[[ get liu.ngry from a1! tliat figliting ani 
marcliing. tJ1ie more work._ tliey liave to {o, tlie faster tliey '{[use up 
tlieir f ootf. '11iere is pfenty off oo{ scattere{ arouni tlie 'Dungeon, 
as we{( as several 'renewa6fe • f oo{ sources, 6ut tlie fartlier {own 

you go, tlie scarcer it al( 6ecomes. ?'"ou '{[ liave to conserve your fool 
to ma/(J it last. '11ie most important tliing to remem6er is not to 
waste f ootf 6y feetfing tliem wlien tliey {on 't nee{ it. 'Wait until 
tlie 1'00{ inlicator is 6e!ow lialf 6efore you feel a cliaracter. ?'"our 
Cliampions won't 6egin to suffer any i{{ effects until tlie inlicator 
Gne turns ye.aow. 

'11ie same aavice fio{t[s true for giving your Cliampions water. 
'Wait until tlie 'Water inlicator tfrops 6e{ow lialf unfess you re near 
a ".Lions !Jlea.4 water fountain. . '11iese {on 't run {ry, ·6ut tliere are 
parts of tlie 'Dungeon wliicli ion 't liave any fountains, so you'{{ 
liave to carry e~a water. 'Watersfcjns can lioltl tliree iJu.!ps • ani 
can 6e passe{ arouni among tlie mem6ers of tlie party. ;tn empty 
flask.. can fio{{ water, 6ut wliife it wi[[ almost compfete{g quencli 
any tliirst, it can 't 6e sliaretf. 

'E:(ertion from 6ein;J over!oa.tfe{ uses up Joo{ an{ water quicK._(g, 
so try to ~ your Cliampions '£oai inlicators out of tlie yeaow. • 
If you fini yourself running out of water, in many cases you can 
run upstairs to a previous £eve{ ani refilL 1'00{ may 6e a 6igaer 
pro6fe"'1 6ecause once .f/OU Ve co{{ecte{ al( tfie f oo{ from a £eve' no 
more fUi{( appear. Some of tlie monsters may provitfe your party 
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witli foot!, anti tliere a.re some pfaas in. tlie 'Dun.aeon. wliere tlio.se 
monsters wif! reaen.era.te, fii1Ji1f/J yqu a.n. eruiless f ootl supply, if yqu 
can aet 6aci._tliere 'UJit/i.qut sta.rvina. 

'I1ie Scrtamer 1{/Jom Sfwrtcut 
!fortunately, if yqu ei(.a.mine tlie maps of tlU 'Du.1f/Jeon., yqu '{( su 

tliere is a. cfeverly arra.1f/Jetl ".sli.ortcu.t • 6aci._ to tlie Screamer !%aen.­
era.tion. 1(.pom on. Leve{ !fqur. Startin.a wi.tli Leve{ 'Eifilit, a.t tlie 
top of tlie ".s~feton. !/(Jy" stairs, a. pa.tli of 'Transporters anti secret 
tloors a.Uow you. to run. qu.icl(Jy 6a.ci., to tli.a.t foot! source. Leve{ 
Seven. is quicK.{q fn/pa.sset!, tlien. a. pair of 'Transporters on. Lem S~ 
a.voilfs tlie Con.a /i.aJ{s wliere 'BelioUlers reaen.era.te. !from tliere a.n. 
open.in.a in. tlie wa.{{ ta.~ you. to a. stairway up to Leve{ ~ive, 
wliere a.notlier secret tloor 6ypasses tli.a.t en.tire fevef. JI stairway 
featls up to Leve{ ~qur, anti on tlie otlier sitle of a n.uufen tloor is 
tlie Screamer 1(.pom. 'I'li.u.s, tli.is foot! source can 6e reaclietl fa.ir{y 
quicK.{y from virtu.affy any of tlie tkeper points in tlie 'Du.naeon.. . 

'Ifiere s a 6etter wa.y to insure your f ootl supply anti increase tlie 
e?(]'erience feve!s of tlie party a.t tlie same time. ~rom tlie Screamer 
!l(pom, instea.tl of ca.rryi1f/J a. farae supp{y of foot!, li.a.ve your Cliam­
pions '1Y-11{9'W it qut a.liea.tl of tlie party. 'By rota.ti7f/1 tlie au.ties of 
Lea.tkr a.m01f/J all four of yqur Cliampions, yqu '{( fiive tliem va.fu.a.6{e 
9./1.nja. e?(]'erience anti ta.~ a.Co1f/I a. farae supply off oot! as we{{! 
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Practici7f.IJ wi.tli Potions 
If you. tlo run out off ootl anti your Cli.a.mpions 6efiin. to ta.~ 

tlama.ae from liu.1f/Jer, yqu ca.n tempora.rify re{ieve tlieir liu.1f/Jer 6y 
creati7f.IJ Stamina potions. 'llnfortu.nate(y, tliis 'UJi{{ t~ a1JJa!I from 
tlie ma.na yqu li.a.ve to fialit monsters, anti sfeepina to reaa.in your 
ma.na 'UJi.{[ fet tlie Stamina 6efiin to tlrop aaain. Its 6est to just 
ma.nane qour foot! wise{q SO t/'1U tfon. 't net into tfi.is f\inti of pretfic· 
a.ment. 

'Ifiere a.re otlier potions yqu ca.n create 6y u.si7f/1 ma.fiic, ra1f/Ji1f/J 
from simpfe lieafina potions to some wliicli 'llJi{[ temporariafy in.­
crease some of your Cli.a.mpions' a.ttri6u.tes. 'I'li.ese potions require 
your clia.ra.cters to fio{t{ a.n. empty flasi.. in tlie Jlction. li.a.nti wlien 
tliey cast tlie spea to create tlie potion.. 

!fqu s/iou.{t{ try to create a few !Jlealina potions as soon as yqu 
fin4 some empty /fast(§. 'Witli tliese yqu ca.n lieal t!amaae from 6a.t­
tfes qu.icK.{y anti possifily prevent a. Cli.a.mpion from ayina tlu.rina a. 
fialit. If a.ng of your Cli.a.mpions li.a.ve !%a.tly li.a.ntls free, you. ca.n 
liave tliem lio£4 !Jleali1f/J potions so a. wquntkt{ clia.racter can qu.icK.{y 
aufp tliem tlown. If at a.ny time yqu nut! a. ffasK...f or a. potion. anti 
aJ[ of tliem a.re Jilfet!, tliere s no pro6fem 'llJitli li.a.1Ji1f/J someone au.fp 
tlown tlie con.tents of one of tliem., even if it s not nutfetl. 

'I'li.e potions tli.a.t increase a. Cli.a.mpion. s a.ttri6u.tes can 6e very 
liefpfuf, 6u.t tliey ta.~ a Cot of ma.na ·to create enquafi. of tliem to 6e 
useful. 'Because of tliis, tliey really tlon. 't come into p{ay u.ntif your 
clia.ra.cters a.re a.t fa.my li.ifili. feve!s of e;rperience. lncreasina a clia.r­
a.cter s Strenatli 'llJi{{ Ii.it for more tlama.ae, wliicli ma.y f\i{{ off a. 
monster more qu.icK.{y anti lessen tlie cli.a.nces of your 6eina inju.retl. 
lncreasi7f.IJ 'Wistlom 'UJi{{ lie{p clia.racters rec01JeT tlieir ma.na more ra.­
pit![y, wli.icli. can. 6e e~eme{y valu.a.fi{e wlien yqu re in a.reas requ.ir­
Uw a. {ot of ma.nical attac/(§. ~mem6er, tliese increasetl attri6u.tes 
a.re onfy temporary so yqu '{{Ii.ave to 6e continually crea.ti1f/J more 
potions to ~ tlie a.ttri6u.tes liifili. Jl!so, tliey '{[ fa.tk a.'llJay if yqu 
li.a.ve your clia.racters sleep. 
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One of tlie potions . wliicli couftf 6e saitl to •increa.se attri.6utes • is 
tlie Mana potion. 'In.is is a ratlier specia{ potion tliou91i, ant{ 
aoesn 't worte;c.act{y fiq tlie otliers. It's usefalness is lie[pin.a a 
cfuzracter witli fittfe or no mana to 9ain ma.Bica! ei(:J'erience feTJe{s 
ani actina as a sort of ·mana 6ant • If you liave fCasi:§ you can 
spare, ani pfenty of mana tliat 's not neetfea at tlie moment, you 
can tffective{q f11l tfie {Cast witli mana, ani store it awa.q in 1/0UT 

pact 'Ilien., wlien your mana is tfepfetea t!u.rina a 6attfe, ant! you 
nee/ just one more !fire6a{{ to finisli off a monster, your 'Wi.zart! 
can aufp /own one of tliese potions ani re9ain some of tlie mana. 
£.,.;_q most tfiinas tliou91i, you pay a pria, 6ecause you ion ~ re9ain 
as mucli mana as it ori9ina{{y toot to create tlie potion. It mi,glit 
6e enou,gli to maq tlie aifftrence 6etwun Life an41Jeatli. in some 
situations. 'lJn{~ tfie otlier ·increase attri6utes• potions, tli.is one 
wif{ not increase your mana 6eyon4 its normal 11UV(j.m.u.m. 

It's pro6a6{y 6est to avoii usina tfie Poison potion spe{[ 6eca.use 
{iq a{{ otfier potions, it requires an empty fCast tliat you'{{ Cose 
wli.en you tli.row tfie potion at a monster. 'Use tfi.e Poison CCoutl or 
Poison Missik spe{{s insteaa. 9"ou '{{fin/ Cater on in tfi.e 9ame 
you'{[ 6e usin9 a{{ tfi.e fCasi:§ you can 9et for !Jhafin9 potions as 
we{{ as tlie ones to increase a6ifities. So far, no way Ii.as 6een 
f ouni to create tfi.e ·!f u{ '13om6 ·potion, wli.icli. is pro6a6{y just as 
we{[, 6ecause it too wouftf tfestroy a flastevery time you use/ one. 

Secrets of Scro[[s 
'Iliere are tli.ree t!ifferent ways you can fearn tfie spe{(s in tfi.e 

'Dun.aeon. 'Ifie first, of course, is to just fin/ tli.e scro{(s scatterei 
arouni tfi.e tunnefs ani red tli.em as you fin/ tfi.em. 'Ifie seconi is 
to ei(:J'eriment usina tfi.e information on tli.e efements of ma.ffec in tM 
'Du.n9eon Master manuaC as a 9uitfe. 'Iliere are a Cot of com6ina~ 
tions tfi.at ao notli.in9 useful, so it'{[ taq a Cot of time ani mana, 
6ut you may Ii.it upon a va{ua6fe spe{[ tli.is way, Con9 6ef ore you 
wou{t{ fin/ its scro{{. 9"ou may even fin/ spe{(s tli.is way wliicli 
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aren ~ even reveafet{ 6y any of tli.e scro({s. 'Ifie tfi.irt{ way is to use ·~~t 
fist "f sp~{(s prepa:-ea 6y anotli.er JI/venturer. 'Ifie spe{{ {ist inc{u- -
tfet{ in tli.is 6ooK:...oives a{[ of tli.e spe({s written on scro({s, an4 an e;c.­
ampk of one founi 6y ei(:J'erimentation . . It's up to you Ii.ow you 
want to Cea.rn tlie spe{{s, 6ut it can 6e aifficu{t suroivin9 {on9 
enou9fi. to fin/, for e;c.ampfe, tfi.e !fire6a{{ scro{{ witli.out 'USI'J{fj 
!F'ire6a({s. 

Once you fie red a scro{{, an/ written tfown its messa9e some­
~e, tli.e scro{{ itself 6ecomes usefess 6a.aaa.ae. ~ of tli.e scro({s 
in 'Dun.aeon Master Ii.ave properties of tli.eir own an/ none are ·6oo-
6y trappe4. • '11iey ~ useful tliou96., as marq,.s to fin4 your way 
· tfirou9~ mazes. f ince eacfi one Ii.as an aifftrent messa9e on it, !JOU 
can easily d'etermine wli.ere you are in a maze 6y nofin.a tli.e messa9e 
as !!':"' arop . tli.e scro{{. 'l'lirowina tli.em wif{ fie{p your cli.aracters 9et 
?fi,11.Ja ei(:J'errence. . 

!Many scro{{s contain messa9es an/ dues insted of ma9ica{ 
Sj'e{(s. '13e sure to write tliese /own as tli.ey can provitfe important, 
if ra!li.er o6scure, information. 'Ifie scro{(s in tfi.e 'Wi.zart{'s ·wor~ 
sli.op are especia££y vafua6fe in tliis respect. 

Magicaf May&m 
'Wlien you re usin9 tlie ma9ic spe{fs 6e careful not to waste 

mana 6y castina tlie spe{{ witli. too li.i,gli. a power fevef. 'Eacli spe{[ 
can 6e cast at one of si;c.power feveCs, affectin9 tfi.e au.ration or 
stre'¥'tli of tlie .spe{{. 'T_ry to watcli. tfi.e effects of tli.e spe({s as your 
maaic users 9ain ei(:J'enence an/ cast tli.em at lii,gli.er power feveCs. 
!For e;c.ampfe, it's a waste of mana to use a lii9/i-power feve{ wli.en 
creati'¥' an ?tnti-'Jlen •potion. 'Ifie {owest possifife power feve{ wif{ 

wort;ust fine. Jffso, some of tlie monsters in tlie 'Du.n9eon are 
cr~ampuffi wli.en it comes to spe{(s. 'I'li.e qiant 'Wasps an/ tli.e 9ig-
9{inJJ 'Iliieves can 6e f.:i[[et{ witli {ow feve{ !Fire6a{(s, dowina you to 
save your mana for tfi.e '13Iq fiU!JS· · 

On tfie otli.er /iant{, casfina too {ow a power feve{ on some spe{(s 
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may 6e just as 6i9 a pro6Cem. 'Wlien you trww you re 9oing to 6e 
fi9liting reaJ£y nasty monsters, it maf\p more sense to prepare fiea(. 
ing potions witli very liifili power Cevefs. Since you re unt!ou6teDy 
9oin9 to 6e taqn9 some serious amounts of t!ama9e, you mi91it as 
we[[ 90 into 6attfe witli potions to Ii.ea[ tlie most t!ama9e. 'I1i.e 
num6er of ffa.sf:J you lia'Cle to create potions in is fimitet!, so ma~ 
tlie 6est use qf tliem. Li[\Jwise, tlirowin.q fow-Ce'Cle[ ~ire6a£(s at 
tougli creatures only prolongs tlie 6attCe, aJ£owing tliem to 9et more 
fUts at you. 'Iry to fj[[ tliem in as few attacli;J as possi6Ce. 

'Eacli of your Cliampions Ii.as a marjmum amount of mana 
a'Claifa.6{e, wliicli increases eflery time tliey acliieve a new PrUst or 
'Wizar{ fe'Clef. 'Tliere are ways for tliem to effictifle{y store up more 
tlian tlie marjmum liowe'Cler. 'llsin9 tlie !Mana potion mentionet! 
earlier is one way, altliou91i tliis spe[[ requires a fair{g at!vancet! 
Ceve[ of e:rperience to cast refia6{g. Jll.notlier way of e;uent!ing your 
cliaracters' marjmum amount of mana, at practica[[y any Ceve[ of 
e:rperience, is to prepare a spea 6ut not cast it nalit away. ~or e~­
ampCe, wlien you 're 9oin9 to Ii.ave your party sleep to Ii.ea[ tlieir 
wourufs, liafle tliem prepare a Li9/it spe[[ witli tlie erjsting amount 
of mana. 'Tlien wlien tliey w~ !'l' witli tlieir mana restoret! ~o tlie 
marjmum, tliey '[{ liafle an "e;ctra amount of mana storet! up in tlie 
Li9/it spe[(. Since it'[{ pro6a6{g 6e t!ar~ wlien tliey wa~. up, tliey 
can a[[ cast Li9/it ant! stiff Ii.ave ma~imum mana avai[a6Ce for 
wliatever tliey mi,glit nut!. . 

'J{,ver Cet your Cliampions' mana U'Clefs 9et to tlie ma~mum 
witliout t!oina sometfUn9 witli it. Once tliey've storea.as. muc_li as 
tliey can, tliey 're effectively wastin9 any more tlie~ mi9Fit !lain as 
time passes. !Ha.fie tliem cast Li9/it, or fow-Ceve[ ~ire6af{s into t~ 
t!istance to use a fittCe up ant! 9ain e:rperience points towart! tlieir 
ne;ct Cevef. 

Jil.[ways remem6er Jif!J{'Y" time tliey use maaic, tliey re 9~tting e\ 
perience. 'Wlien your maaic users try to cast a spe[[ ant! it tfoesn 

t.. wor~ tliey'[{ sti[[ 9et cret!it for trying. 'l(µp worqn9 at it, mag6e 
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using a s[ifili.t{g lower PO'Ultr {eve[ for tlie spe([ until tliey can cast'~ 
it reliaD[y, tlien increase tlie power. 'Don't try increasing tlie power 
nalit away 6ecause you may face a nasty monster witli an ine~­
encet! maaic user only to watcli a spectacular spe([ fizzle out! 

'Wlietlier you fint! tlie spe[[ on a scro[[, t!isco'Cler it 6y e:rperi­
menting or use a spe([ fist, tlie ~ire6aJ£ spe[[ is one of tlie most use­
(UJ weapons a'Oaifa.6Ce to qou. Once qou learn tliis spe([, practice it 
continuaJ£y, ant! f\Jep increasing tlie Power U'Cle{ untif your maaic 
users can cast it refia.D{g. ~ire6a[{s are far more effective tlian tlie 
weapons your maaic users may 6e carrying in tlie 6acl of tlie party, 
so tlie sooner tliey can use tliem tlie 6etter. One nice tliina a6out a 
weapon [i{\J tliis is you can 'Clary tlie pO'Ultr to fit tlie situation •• 
6ifi ~ire6af{s for tlie nasty tfUngs ant! B.ttCe ~ire6af{s for tlie ~ 
ones. 'Ifie Lifilitning '.Bolt spea is similar, ant! tliese two spe/Is will 
pro6a6[y 6e tlie ones you use most. 

'Iii.ere are a couple cautions a6out usin9 ~ire6a{fs tliou91i. 
'DCYJ{.,"T run f orwart! ri9/it away after tlirowing a ~ire6aJ£ to see its 
effect. ~ire6a[{s mO'Cle SLOM!l{. tlian you can run, ant! you can 
actuaJ£y run rifilit into your own ~ire6aJ£! Jil.{so, 6e e;ctreme{y care­
ful not to tlirow a ~ire6a[[ wlien you re stant!ing ri9/it up a9ainst 
ant! facing a wa({. 'Ifie e:rpfosion wif[ 6e refCectet! 6acl onto your 
party witli serious, ant! fatal, results. Jil.ctuaJ£y, tliis effect can 6e 
uset! to ent! tlie 9ame, if you want to re-start from your fast Savet! 
position. Just tum ant! face a wa[{, tlirow a '.BI(j ~ire6aJ£ ant! 6e 
reat!y to dicl on "$Jstart 'Iii.is (jame. • 

'Wizardly 'Weal((iTlflS 
'Even Cliampions wlio start out witli little or no mana can 

learn to use maaic altliou9/i it can 6e a [on9 process. Some of tlie 
maaica£ items in tlie 'Dungeon will impart a small amount of mana 
to tlie person /io[t!in9 or wearin9 tliem. If you t!isco'Cler any of 
tliese, tliey can 6e uset! to aive tliese [ow-Ceve[ cliaracters a "6oost" 
ant! aaow tliem to practice e~treme{g simple spe[{s. Jil.t first, even 
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tlie !MtJBical 'Iorcli Befit spe{[ may require too mucli ma~ so try tlie 
simpfe Stamina potion. '11iey '{[ nut! a ffastto cast tlie spe[[, ant! 
tlie first several times tliey won't succutl, 6ut tliey '{[ 6e 6uiUlino up 
e~erienu for tlieir first actual maoic fevel Onu tliey acliieve tlie 
first feve{, tliey '{[ acquire mana of tlieir O'UJn ant! can go on from 
tliere to practice more effective spe{[s. 7ou can also use tlie 'War 
Crq to 6ui!t! up maJrica{ ezyerienu witliout neetlinJI am, mana to 
start wi.tli at a[[, aftliougli it 'UJi.{[ takJ Conger. ![ina((y, tliere is tlie 
!Mana potion, wliicli mem6ers of tlie party can create for tlie unf or­
tunate ones wi.tliout mana of tlieir O'UJn. 'l'liis potion requires a Cot 
of mana itself, so it may 6e awliife 6ef ore anyone 'UJi.{[ 6e a6fe to 
makJ one. '.Be careful to t!o tliis 'remdiaf magicaf traini.ng' tlurino 
quiet moments wlien you re fair{y certain you'{[ 6e safe from attact 
7ou t!on 't want to face anytliing nasty wi.tli on{y a fit tk maaic 
wanlf in your liulfjng !ffoliter s lianil! 

J'lt first, even cliaracters 'UJi.tli a fair amount of mana may not 

6e a6k to create an entire spe{[ a{[ at onu, 6ecause tlie efements of 
tlie spe{[ require more mana tlian is avaifa6k. '11ie so{ution is to 
cast as many of tlie efements of tlie spe{{ as you can, tlien wait 
untif tliat Cliampion s mana returns anlf cast tlie rest. 

~~~ .. ~~ 
!fig/iting !finesse ">: 

'Witli a{{ tliis empliasis on magic, t!on 't forget to train your 
Cliampions in tlie otlier, more pliysica{, sfj{[s. 'Ear{y in tlie game, 
wlien tlieir magicaf a6ifities are sfi{[ unckvefopetl, tliey '{[ natura{{y 
6e forcet! into liantl-to-liant! com6at. 'Even Cater on as Master 
'WizardS, tliere 'UJi.{[ 6e many times wlien tlieir mana is tfepfetet! anlf 
tliey '{[ liave to tfepentl on swort! anlf 6<YUJ to su.roi.ve. 

'Wlien tfeve{oping a strategy for figfiting tlii monsters klep in 
mint! tlie !}{p,m6er One !l{p.{e of 'Dungeon SUNJiva{: S'IJ'l7 J'l'WJ'l7 
!f'.l(fY.M T.lf!EI!l{.MO'U.'JJ{S! It tloe.sn 't matter wlietlier tliey attact 
6y 6iting1 sfasliing witli swort!s or even just screaming at you; if 
you re not 'UJi.tliin ranoe1 tliey can't liit you. Some of tlie monsters 
can 6e attackJt! from 6eliintl, 6ut even tlie s{<YUJest ant! t!um6est of 
tliem 'UJi.{[ eventuaay reafi.u tliey re 6eino liit anlf turn arountl. 

!lQJ.{e 9{,um6er 'Iwo of 'Dungeon Surviva{ is: 'DO?.[''I J'U.S'I 
S'IJ'l!}.fJJ T.lf!E'R;J:, J(9{,'D 1fJif.CI(J'l'WJ'17! Pro6a6{y tlie worst pos­
si6fe metliot! of figliting is to stantl sti{[ ant! tratfe 6{<YUJs wi.tli a 
creature. 7our o6jective at a{[ times sliouft! 6e to avoit! tafjng liits 
tliat 'UJi.{[ injure your CliampWns. ?{pt only is tliere tlie ristof tliem 
6eing Kj[{et{, 6ut tlie time ant! mana requiret! to fiea{ tlieir woundS 
can 6e put to mucli 6etter use. If you sped too Cong sfeeping to 
fiea{ tliem or to regain your mana, you may fintl yourself running 
out of foot! 6efore you run out of monsters. 

One tliing wliicli can't 6e 01Jerstresset! is using tlie kJy6oart! 
cursor kJys wlien you neet! to m01Je quicK.{y. 'l'liis is important not 
onfy for tlie puzzfes requiring fas t m01Jement 6ut also wlien figlit­
ing monsters. '11ie kJy6oart! is mucli faster tlian cficfjng on tlie 
tlirection arr<YUJs wi.tli tlie mouse, ant! it lias tlie at!vanta.ge of free­
ing up tlie mouse to fet you reatly a 'UJeapon. If you can coortli.nate 
tlie use of 6otli liandS, you can mwe anlf fiBlit at tlie same time. 

!){ere are a couple ways of tfeaung witli monsters. '.Botti liave 
at!vantages ant! t!isat!vantages, anlf you can af'Ulays try variations 
on tliem. 'Ifie first lias 6ecome KJr,O'UJn as tlie ''Dungeon !Master 



'Two-Step.• '11iis refiu on tlie fact most creatures Will ta~ a fitt{e 
time to turn arourul aruf face you if you move out of tlieir siglit. 
,?'"ou neu{ to 6e in a fair{y wU!e area for ·tliis metliot! to wor~ at 
feast two spaces witk, not in a narrow corrit!or. !facing tlie mon­
ster, you sCitfe sitfeways, tlien turn to face tlie spot you were starul­
ing in 6ef ore you move{. '11ie monster wiJ{ move f orwar{, in tlie 
t!irection it is facing, tlien turn to face you again. 'During tliis 
time, you can attacl it in compute safety aruf get in one or two 
liits. 'Wlien it lias turmt! aruf facing you again, quicl((y repeat tlie 
maneuver so it t!oesn 't liave a cliance to attaclyou. ~eating tliis 
sCitfe arul turn motion, you can circCe arourul tlie creature aruf fQ[{ it 
wi.tliout ta~ng mucli tfamage yourself. 'Iliis metliot! worf;J particu­
far{y we([ against tlie Purpk 'Worms arul even tlie fJ>ragon. 

'11ie otlier figliting metliot! coUlt! 6e cal{e{ a "strategic ~treat.• 
'11iis worf;J we([ in Cong, narrow corri.t!ors wliere you can't ma.neuver 
arount! tlie creatures ant! is especiaC{y effective for figliting tlie 
!l(pc/(;piCe !Monsters. 'I'o use tliis metliot!, rea.t!y your weapon wi.tli 
tlie mouse pointer wliik stantfing one space 6acf(Jrom tlie creature. 
'Ifien, using tlie Kly6oar{ cursor Klys, jump forwar{ ant! attacK.,. ant! 
quicl((y 6acl out of range. ~eat tliis action wi.tli tlie otlier Cliam­
pion in tlie front row aruf ~p alternating, one figliting wliik tlie 
otlier one recovers from tlie Cast attact 'Eventua{[y, tlie monster 
wiJ{ move fOT'UJara towart! you, so you'([ liave to step 6acl out of 
range again. 'Deperuling on liow fast tlie creature moves, you'{{ 
firul yourself retreating 6ac/i::plart!s t!own tlie corrit!or. '.Be sure you 
liave pCenty of room 6eliiruf you, so you {on~ eruf up in wliat coult! 
fiteraC{y 6ecome a 'D'FJf.'D-eruf. Jtfso, {on 't 6acl up into anotlier 
group of monsters, unCess you want to 6ecome tlie Jiffing in a mon· 
ster sarulwi.cli! ,?'"ou '([ pro6a6{y ta~ some tfama.ge witli tliis figlit­
ing tec!iniqtu, 6ut it wiJ{ 6e far fess tlian if you stool sti{[ tratfing 
6{ows. 

'.Before you get dose enougli to any monster to fig/it it •liantf to 
liaru{, •you slioula ~ tlie most of any opportunities to liit it from 
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a t!istance. 'Use weapons fi.~ {aggers arul tlirowi.ng stars to liurt tl'f< 
. monster 6ef ore it can get close enouali to liurt ,?'"O'll. Jtnytfiine you 
can tlirow at a creature wiCC t!a.ma.ge it, aruf every 6it of t!ama.ge 
'UJi.{[ lie{p you Kj{[ it. 06vious{y, sma{[, Ciglitweiglit items ~ scro{{s 
aruf dotliing aren't going to t!o mucli goo{, 6ut roc/(J aruf du6s or 
ei(tra swort!s arul Coose s/iie{{s wiJ{ liurt a creature. 'Even Screamer. 
S{ices 'UJi.{[ Kj{[ a monster ·· if you liave enougli of tfieml If any of 
your Cliampions lias a ~a.t!y liaruf free, tliey can' carry swort!s or 
du6s to tlirow in atft!i.tion to tlie regular tlirowi.ng weapons. Jtgai.n, 
tlie Uka is to cause as mucli tfamage as you can '.B'E!{O'.l('J:, tlie mon­
ster lias a cliance to liurt you. 

,?'"ou '([ liave to watcli carefully, 6ecause some of your weapons 
may sticl in a monster, aruf it may carry tliem off to a t!ifferent 
focation. Jt{ways listen carefully for tlie souruf of sometfiine fa1linB 
to tlie floor wlien a creature is fjl{e{. '.Besitfes weapons, tliey may 
6e carrying items vaCua6Ce to you, {~ coins or eCusive Klys. 

If you re t!oing a fot of ma.neuvering arourul luring a fig/it aruf 
come across a weapon you've tlirown 6ef ore, gra6 it aruf tlirow it 
agai.nl Once you ve /(j[{e{ a monster, 6e sure to go arourul aruf coC­
Cect a([ tfie Weapons you Ve sfiot OT tfirown, SO you'{[ 6e rea.t!y for 
tlie ne~ encounter. 

Some creatures in tlie t!ungeon can't 6e liit witli a norma.{ wea­
pon. '11iese ~on-!MateriaC '.Beings· liave to 6e t!eaCt witli using 
magic weapons. '11iere s a spe([ to weaKln tliem, aruf some magicaC 
items 'UJi.{[ a{[ow you to ·'Dispefr tliem. 'Ifie most va{ua6{e weapon 
to use against tliese creatures is tlie ·'J/orpa{ '.BUufe. • 'Iliis ot!tf-Coo~ 
ing swort! lias ma.gicaC powers to aisrupt non-materiaC 6eings, 
aCtliougli its not very effective wlien figliting normaC monsters. 
'11iere are pfaces t!eep in tlie 'Dungeon wliere you'([ nee{ to swi.tcli 
6etween your norma.C swort!s aruf tlie o/orpa{ '.BUufes often. '11iere 
are two of tliese weapons, 6otli on tlie ~ !RJ>om •Level One is 
easy to firul, aruf tlie otlier is ei(treme{y we([ concea.Cet!. _?'" ou '([nut! 
at feast one arul prefera6Cy 6otli of tliem to ma.~ it a([ tlie way 
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tlirougli tlie 'Dunoeon. '.Because of its ma,gical properties, tlie 'Jlorpal 
'.Bfatk will 9i:oe you 'Wizartl-feve( e;rperiena. 

Its ironic tliat fj[fin9 a !l{pcl!Monster wif{ supp{y you wi.tli 
ammunition for your suno to fdll otlier !l{pcl!Monsters. '.Be sure to 
r.aVe your quiver fi1ktl witfi a.TTOWS or roc/q, ana fiave one a.TTOW or 
roclin your ~atfy liana in ortfer for tlie 6ow or sG.ne to worlprop­
er{y. '.Because tliey nut! to liave tlieir liantls ju{{, any of your 
Cfiampi,ons usina tliis /(jru{ of weapon won't 6e a6fe to /ioU{ a torcli.. 
.Jt{so, you'{{ 6e a6fe to fire at most five sliots 6ef ore your quiver is 
empty aruf nwfs to 6e refoa.tfei. 

'Doors of 'Doom 
.Jt very effective weapon, wliicli aoesn 't Coot fiKI a weapon at 

all, is tlie common, ortli.nary t!oor! ?{pt on{y are t!oors lia.n4y to liUfe 
6eliintl wliife you rest up ant! recover your liealtli ant! mana, 6ut 
tliey can 6e sCammetl on a monsters lieatf {or wliatever) to cause 
tla.ma9e. 'Doors are particuCar{y effective against !l{pcl!Monsters, 
wlio move too s{ow{y to get out of tlie way. Otlier monsters fJJi[[ 

eitlier jump 6acl after 6eing 6it, or 'llJi{{ f o{{ow you tlirougli tlie 
t!oorway unfess you stan4 rig/it tliere 6Cocf\:ina tlieir patli.. 

'Iliis is one unfortunate part of using a tloor as a weapon. 
ry"ou '{{ fintl you liave to stantl tliere liacfjng at tliem, tafjno liits 
from tlie monster as tlie tloor poundS on tliem, or efse you may ena 
up witli tliem on ry'O'U!l{. sitfe of a closet! t!oor. .Jt{so, you liave to 6e 
wry ca.reju{ not to lii.t tlie t!oor it.self if tlie monster sutftUnly 6ac/i:J 
away, ant! tlie tloor doses. One gootl c/iop, ant! you mi,glit fintl 
yourself facino an an,gry monster tlirougli tlie spunteretl remains of 
tlie t!oor! 

ry"ou can ma.Kl an attacl witli a tloor more effective if you can 
~reeze. tlie monster untfer tlie aoor witli a maaical 60~ 6ut tliese 
s/iou{tf 6e savea for times wlien tliey 're rea{{y neetfet!. !f urtlier 
tlown in tlie 'Dungeon tliere are situations wliere tliis tactic cou14 
6e usetl to mucli ,greater atfvantage tlian just fdllino Purpfe worms. 
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In fact, wlienever you fin4 a ma,gical weapon, try to conserve it for"!/t 
times wlien it wif{ reaay 6e neetfetl, 6ecause tliese ma9icaf items 
generaf[y liave a Gmi.tetl num6er of cliarges, or uses. 

14.ction 14.ppraisafs 
If you pfa.ce an item in a Cliampion s .Jtction liantl, you can te{{ 

if it lias any special properties or any use as a weapon 6y wa.tclii.no 
to su if it lias an icon on tlie ".Jtction !Menu.· .Jtnytliing wliicli 
tloesn 't sliow up on tliis menu, CiKI a piece of clieese for e~mpfe, 
can't 6e usea as a weapon. If you try /io{aing a torcli in your 
.Jtction liantl you'{{ su a torcli-sliapea icon ant! tliscover you can 
-.Swino· tlie torcli as a. weapon. 'Wlienever you fin4 sometfii.no new, 
test it tliis wa.y aruf su if it can t!o anytliino special. Just for fan, 
try fio/ifi,no a coin in your .Jtction liana! 

In genera{, tlie tfeeper in tlie 'Dungeon you fintl a weapon or 
armor, tlie more effective it is. .Jts you fina 6etter weapons, tlon 't 
6e afraitl to tliscartl your trusty oCtf tla.BBers ant! poison tla.rts. 'Ifie 
fjnas of monsters you '{{ 6e encounterino tfeeper ana tfeeper won't 6e 
6otlieretl mucli 6y sucli wimpy weapons. Its 6etter to Klep your 
{oatfs as fig/it as possi6fe, ant! ma.Kl more room for essential tliinos 
fiKI potions ant! fool. In most cases, tlie weapons a.vaifa.6fe in tlie 
'Dung~on tlon 't wear out or 6reaJ;~ so tliere s no reason to worry 
a6out canyi.ne spares. 

!fig/iti.ng !fat¥flu 
'Wlien your Cliampions are fialitino, it ta/(p some time for tliem 

to recover eacli time tliey a.ttacl or use magic. In general, tlie more 
el(lrtion tlie attaclrequires, tlie fonoer tliey'{{ liave to rest. 'Durino 
tliis time, tliey re vufnera6fe to attacl ant! can 't tlo anytliino to tfe­
fentl tliemsefves. '.Because of tliis, you sliouftl p{an your attack§ 
careju{{y so you tlon 't liave a{{ four of your Cliampions stantling 
tliere panfino 6reatlifess{y ant! una6fe to tlo anytlii.no useful. Some 
magical weapons can t!o tlii.nos {iKJ tlirowino !['ue6alfs or Li,glitmno 
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wi.tli.out taf\ina away any mana from tlie person wlW uses tliem, 6ut 
tliey '{{ stil{ Ii.ave to 90 tnrou9n tnis rec01Jery time. Some of tne 
attacK.§ 'llliJ{ require mucn more time to rec01Jer. Jil ·'.Bersere or 
'!Melie· attaclwill t~ Wrioer tlian a simpfe 't~. • ~ou 1l nut{ to 
tfetermine wfietfier tfie cnanu of inf{ictina more tfama9e is Wortn 
tlie ezyoa time to rec01Jer. 

1{fitiona! 1Qtnning 
!1lere s one Cast tnou9nt a6out fi9ntin9 monsters in tlie 'Dun-

9eon. ~OU 'DOJ{_i]" nave to /(j[{ tfiem al{ to •win tfie 9ame. • 'Ifiere 
are times wlien it mi9nt 6e 6est to slieatn your weapons ani run 
past tlie monsters, ani fet tnem 6otner tlie ne~ party of Jiliventur­
ers to come tlieir way. In fact, tliere '{{ 6e areas wliere tlie monsters 
re9enerate faster tnan !JOU can l(j[{ tfiem, SO !JOU'{( nave to just run 
ani ao'ae to 9et past tliem. of course, tni.s can on{y 6e aone in an 
area tnat s witfe enougn to get past. ~ou '11e also 9ot to 6e 'VE~ 
carefaC not to run into anotner group of monsters wnicn miglit 
6Coclyour patn untiC tne ones 6e!Un4 you can catcli up! 

!A{tar !Action 
Slioul4 tlie worst liappen, ani one or more of your Cnampions i.s 

Kjl[et{ in 6attfe, tlie otliers can carry tlie 6ones of tlieir falkn com­
ratles to tlie nearest Jil{tar of 'J/I, ani resurrect tnem 6y pCa.ci11fJ tlie 
6ones into tlie Jil{tar. '11iey '{( 6e 6rouglit 6acl to Cife total!y wi.tn­
out any posessions, so try to 6ri11f! afona as mucn of tlieir equipment 
as tlie otliers can carry. 

'llnf ortunate{y, a Cnampion Ii.as to pay a price for 6eing resur­
rectei 6y {osi11f! some !/{eaftli points. Jil{so, it can 6e awfully time­
consuming to nave to fina your way 6act to an Jil{tar, wnicn of 
course uses up some of your f ooa ani water. 'Wlii!e its gooa to 
li:Jiow tlie Jil{tars are avaifa6{e, tne 6est pfan i.s to try not to get 
anyone fj[fet{. 'Usually, fin4i11f! an Jil{tar of 'J/I te{{s you somet!Un,g 
a6out Wfiat !JOU re {~{y to 6e getti11fJ into ne~f 

!Mapping !Mystique 
'l"ryin9 to fini your way 6acl to an Jil{tar or tryi"IJ not to run 

into a tfeatf-entf escapino from monsters can 6e awfully aifficult un­
fess you nave a pfiotograpliic memory or a 9ootl map. '11ie 'Dunaeon 
i.s so convo{utea you may eni up fiteraay goi11f! in circfes, or lieatf­
ina 6acl tlie way you came, unfess you pay cCose attention. Ji{{( tlie 
iron rinas, fiooQ, arainspouts an{ otfier t fii11fJS On tfie wa{( can 6e 
usea to ne{p orient yourself, ani even tlie putUaes ani patcnes of 
moss on tne /Coor can 6e lie{pfai. 'Iliis i.s tlie onfy function of tlie 
rea gratinas in tlie floor too. 'J.lone of tliem can 6e openet!. 

If you 't{ {iKJ to try mapping as you go afong, tlie 6est way is 
usuaf{y to use grapn paper, ani consitfer eacn "step. as one square. 
'.Because tlie entrances to tlie Levefs are a{( in aifferent pfaces, !JOU 

won't /i:iiow wliere to marl tlie stairway, so just picla con11enient 
spot near tlie mitltfk of tne paper. ~Ou may entf up naving to re­
iraw a map if it runs off tlie ea9e, 6ut since tne ma.;cj.mum size of 
tne Levefs i.s a6out 35 6y 30 "squares, · you slioul4n 't Ii.ave too mucli 
trou6fe wi.tn tFUs. 

Jil rea{ pro6Cem witn trying to mak.f. an accurate map is tne 
monsters are so inconsitlerate. 'Iliey '{[insist on cfiasina you up into 
unmappea areas, or getting you turnea arountf so you nave to re­
orient yourself after fignti11f! tliem. 9vfafd:11f! your own maps can 6e 
a rewaraing part of pfaying an Jiliventure, 6ut it can s{ow aown 
tlie pfay of tlie game. If you Cik.f., you can afways use a set of maps 
matfe 6y previous Jil{venturers, sucn as tliose in tflis 6oot 

'E{usive J{{usions 
One tlU11fJ to watcli for wlien usi11fJ your maps i.s any Carge area 

wliicn sums to 6e so{itf wa{{. 'Iii.ere are many liitltfen aoors, secret 
passa9eways ani even sections of waa wliicn are notlU11fJ 6ut i[(u­
sions. Jil Ca111e 6Coct, surrountfea 6y corrUlors, i.s a cCue tnere may 6e 
sometlU11fJ nitltfen tfiere. 

'Unf ortunate{y, tliere reaay i.s no goo{ way to tfetect an i[[usion-
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a:ry wall otlier tfian 6y 6umping into it or tlirO'Uling sometfiin9 
tlirougli it. '11iere are several of tliese areas in tlie 'Dungeon ant! 
one p!ace wliere you !MW'T fintl tlie liitltlen opening to procua. 
!Most of tlie items liitltien in tliese areas are not essential to tlie 
game so {on~ worry if you aon 't foul tliem afl. 

'1'1ie 'Dungeon is so ricli witli tletail it can 6e easy to over!ool( 
sometliing important, so 6e careful to e~amine 'E'IJE~!J{{j 
c!ose(y. 1(µp Liglit spe{{s strong so you won~ miss anytliing. SD1M 
of tlie liitUkn swi.tclies are 'JJE!R:Y tiny ant! s0mt essential items · are 
grey on tlie grey floor. 'Wlii!e most of tlie tliings you see on tlie 
wa{{s are just tlecorative, or useful to orient yourself, a very few of 
tliem 'DO fiave important functions, so ezy.mine tliem ail 6y toucli­
ing tliem. 

Savi.ng qrace 
Jt fast liint, ant! pro6a6{y one of tlie most important of all, is 

save tlie game often. 'Wlienever you compute a Leve{, ant! are 
stantling at tlie top of tlie stairs aO'Uln to tlie ne~t Leve{, SJt'JJE 
tlie game. If one of your Cfiampions aclieives a new eiQ'erience 
feve{, or if you fintl a particularly valua6fe item or weapon, SJtn 
tlie game. '!Ii.ere s notliing worse tfian figliting your way tlirou9fi 
an entire Leve! of nasty creatures ant! accitientally l(j{{ing your 
party 6y running into one of your O'UJn !fire6a{[s ant! aiscovering 
you liaven 't save{ tlie game for two Levefs 6act ry"~ '{[ liave to ~o 
tlirougli ail of tliat over again! If you tlevote two tlisk§ to saving 
your 'Dungeon !Master game, ant! alternate tliem 6acl( ant! f ortfi, 
you'{{ afso 6e a6fe to go 6acl( to a previous Save if you ever want to 
try tloing tliings a Cittfe tlifferent(y. 

30 

51.avanutf 51.aventurin.q 
'Wlien you fie finally ei(J'!oretl ail tlie fevefs, fount! ail tlie neces­

sary ~ys, so!vetl many pu.zzfes, f ouglit countfess monsters ant! at 
fast sucussfa1!y confrontetl Lora Cfiaos, tlie game erufs, ant! you fie 

won. '11iis tloesn 't necessarily mean tlie fan is over liowever. If 
you've enjoyetl p!ayi.ng 'Dungeon !Master ant! woultl {i~ to p!ay 
again, tliere are a few tliings you can try, to ma~ it more inter­
esting tlian just gtJine tlirouoli it ail agai.n in tlie same way. 

Pro6a6(y tlie simpfest variation wouU! 6e to clioose af{ ·non­
liuman • Cfiampions for your nei(t attempt at tlie 'Dungeon, or a 
party male up of ail femafe cliaracters. Jtctua!ly, tliis won't reafly 
ma~ ail tliat mucli of a tlifference in tlie pfa.y of tlie game, as Cong 
as you maintain tlie /Qntf of 6a!ance recommentletl earfier. 

Sometliing a Rttfe more interesting to try is ta/(jng an un6al­
ancea party into tlie 'Dungeon ant! suing liow far you get. !for 
e~ampfe, tliere are p!aces wliere !Magic is a6solute{y essential to get­
ting tlirougli. 'Try tal\ing along four !Figliters wlio Fi.ave no 'Wizar{ 
or Priest sfQ{{s ant! Cittfe or no mana. ry"ou '{[ liave to worl(liartl to 
give tliem tlie magical sfQ{{s tliey '{[ nutf. 

Or, just for fun, try not using !Magic at al{! See if its true 
tliat sucli a party, pliysicaily strong 6ut magicaf[y weat_ can't sur­
vive. !May6e you'{[ fintl a way to wi.n tlirougli witli tliem. 'Try un-
6a!ancing tlie party tlie otlier way, wi.tli four 'Wizartls wlio Fi.ave 
pfenty of mana, 6ut wlio are pliysicai{y very weat In tliis case, 
you '{[ liave to 6e ezyoemem!y careful to avoitl getting tliem ail /(j[{ea 
tluring tlie first few 6attfes, wliere tlieir magical sfQ{{s will sti{[ 6e 
quite Cow. 

Once you q,.ow your way arountf tlie 'Dungeon, you couU! try 
not using magical spe{[s until you fintl tlieir scro{[s, if you use{ a 
spe{{ fist tlie first time or tliscoveretl s0mt of tliem 6y yourself. ry"ou 
sliouU! 6e a6fe to survive witliout !fire6a{[s for instance, until you 
foul tliat scro{[, using your l(nowfetlge of wliat s in store for you. 

Sometliing efse you couU! try is a pacifist· approacli, wliere you 



try to snealyour way past as many monsters as you can wi.tliout 
kilfina tliem. Of course, tliere will 6e timtS wlien you '{[ 6e una6le 
to avoitf fj[(ing some of tlie creatures, 6ut see liow many you can 
outrun. 

J(s tfiJficuCt as some of tliese itkas may sount!, tliere s a far 
mon inwestina clialknae to 6e trietf. 'Dunaeon Master will a{[C1UJ 
you to enw tlie 'Dunaum, antf start tlie game wi.tli fewer tlian tlit 
normal num6er of Cliampions. Su if you can picl out PWO We{(. 

matcfiti cliaracws antf liave tliem attempt tlie 'Dunaeon. 
ry" ou '{[ liave to aCw a {et of your nonnaC p{aying tactics to ~ 

up for a Cot of tfiJferences. ry"ou won't liave to worry a6out ca.rry­
ina as mucli footf antf wattr as for a fall party off our, 6ut 6eca.ust 
two p{ayers can only carry fiaff as mucli as a fall party, you'{[ liave 
to cfioose your equipment a Cot more carefully. 'Tliere won't 6e any 
room for any ·e~cess 6a89age. • ry"our Cliampions wi{[ liave to rest a 
Cot more often to fiea{ tliem.seCves, antf 6ecause tliey '{[ liave onCy fiaff 
tlie totaC mana of a fuU party, you'{[ liave to 6e very careful liC1UJ 
you use it. ~igliting wiCC 6e a Cot more critical since tlie same 
num6er of monsters will 1UJ'l1) 6e liitting fiaff as many Cliampions, 
antf tlius causina twi.ce as mucli tfamage to tlie party. 'Iliere won't 
6e anyone to cover tliem in 6attle, or to tra.tfe pfaceS wi.tli tliem antf 
tciXJ over tlie fie lit. Jifs tfiJficuCt as it may sountf, its entire{y feas­
ible tliat two Cliampions couCtf wi.n tlie game. 
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'11ie uCtimate c/ia{lenge, of course, wou{t[ 6e to p{ay tlie game'>f 
wi.tli onCy O'J{'J:, Cliampion. '11iis is e~treme{g tfiJficuCt, antf very 
time-consumina, mainly 6ecause one cliaracter can't carry aJ{ tlie 
items you'{{ nut! wi.tliout 6ecomina seriousCy OfJerfoatfetf. 'Wlien 
pCa.ying onCy one person, footf is not a pro6lem. In fact, tliere '{[ 6e 
an overa6untfance off ootl. '11ie 6iggest pro6Cem is tlie fatigue 
causetf 6y trying to carry too mucli antf a« tlie runnina 6aclantf 
fortli you nutf to tfo to 6rina your equipment afona, wi.tli you. 7 ou 
may liave to maKI severaC trips 6acl tlirougli a LevJ to morJe your 
reserves of magicaC D<»(JS, torclies, ffasq antf otlier tfiinas CiKJ coi.ns 
up to tlie fartliest point you've reaclietf. ry"ou can store tliese items 
in cliests wliicli you can tlump tfO'UJn tlie stairs to tlie ne~ Leve(, 
tfitn go 6aclantf get tliem wlien you've finislietl fialifina your way 
tlirougli tlia.t Level, antf carry tliem to tlie ne~t sta.irwa.y. 'Unfor­
tunate{g, some Leveu liave areas w!itre tlie monsws 'UJi.{[ regenerate 
if you leave tliem aCone Cong enougli. 'Wlien you go 6acl tlirougli 
tlieir tfomains, you may fin4 yourself figliting tlie same groups of 
monsters a{[ over again. 

J({[ tliis carrying antf figlitina will e~liaust a Cone{g Cliampion 
ratlitr quicK:[y, so tlie cliaracw 'UJi.{[ liave to rest a great tfea1. ry"ou 
can create Stamina potions to aufp tftnlln antf regain some stamina, 
6ut of course tliat will tfrain tlie severe{g Cimitetf supp{g of ~na. 
,ry'"ou '{[ fintf pCa.ying wi.tli onCy one Cliampion 6ecomtS a reaC c/ia{­
lenae in resource management, as we{[ as 6eina e~eme{g clialkna­
ing in tlie normaC '.Dungeon Master way. ~igliting is far more 
tfepentknt on "liit antf run• tactics to avoitf tal\ing too mucli tfam­
age, antf to ma~ tlie most of tlie Cimitetf tfamage your singfe 
weapons can tfo. Luclij(g, none of tlie puzzfes require more tlian 
one person to solve. 

'Tliere s an interestina psyclioCogicaC sitk-effect of pCa.ying tlie 
game wi.tli only one cliaracw. 'Wlien you've got four, or even two, 
Cliampions tliere s a fuuna of companionsliip antf mutuaC support 
against tlie eviC tliings of tlie '.Dungeon. 'Wlien tlie most nasty 
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monsters attacK._ tlie party, its mem6ers can a{ways count on tlie 
otliers to c()'()er tfiem. 'Witli onfy one cliaracter, its a mucli {one{ur 
antf far mqre scary pface. One tliing you. reafize rig/it at tlie 6egin­
ning is if P.J{JS Cliampion gets Kj{{et[, tfiere s no one to carry tfie 
6ones 6acK._ to an a{tar to 6e resurrectetf. In tliis case, tfeatf is 
'Deatf! 

{jtutliors !J{,ote: Ive p{ayetf a singfe Cliampion to tfie 6eginning 
of Leve{ 5, antf stoppetf, 6ecause of tlie time it was ta.l\jng. If any­
one ever 'lJO'ES manage to win tfie game witli one cliaracter, I 'tf 
CiKG to Ii.ear a!Jou.t it. ConsUfer it a cfiaflengel) 

Ylnotfier variation on tlie tlieme, antf one tliat can atf4 a wfio{e 
new tfimension to tlie game, is tfie "two-pCayer motfe. • 'Ili.ougli 'lJun­
geon !Master isn 't teclinicaf{y a two-pCayer game, you. can pCay it 
witli one person using tlie K.f,y6oartf for movement antf tlie otlier 
using tlie mouse for spe{{ casting antf figliting. '11iis form of p{ay 
rea{[y taK.f,s a team effort antf gootf communication 6etween 6otli 
participants. !J{,otliing is worse tlian one person casting a powerju{ 
7'ire6af{ just as tfie otfier p{ayer tkcitfes to turn antf run -- smacK._ 
into a wa{[f 

One finaC note -- if you. get rea{[y 6oretf witli a{[ ~fie otfier pos­
si6uities previous{y mentionet[, or if you. 're tlie curious type, try 
taK:ing tlie 7'irestaff 6a.cK._ up to tfie 'lJungeon s entrance. 93e pre­
pare{, tliou.gh, 6ecause you. won't survive tlie ezyeriment. 
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£erJe{ One -- 'Ine !J{a{{ of Cnampions 
""T~~·.:·) 

?{.£'£'VE£ O'.J{:;:., you fintl tlie mortal Cliampions wlib'f 
liave afreatfy trietf to survive tlie 'Du1t/Jeon unouuutf a.nil 
foiktf. 'l'lieir Cifefess forms a.wait your inspection, frozen 

into ma.gica.f mirrors. 'Ta.f\J your time a.nil clioose 'UJise(y for you ca.n 
only ta.Kl four Cliampicms flJitli you, anll once you clioose, you ca.n 't 
cfianoe your mint! 'IJJitliout restarti7t/1 tlie game. 

J'l.s you enter tlie 'Du1t/Jeon, your tfisem6otfietf form ca.n 't toucli 
anytliing ei(.cept tlie mirrors of tlie Cliampions. J'l.s soon as you've 
cliosen one, tliat person 6ecomes tlie Leatfer of tlie party, anll you 
ca.n interact 'IJJitli tlie pliysica{ worU 6y guitfing tlie Cliampion to 
toucli or piclup o6jects or even mn into wa.Us! 

Jtfter you've sefectetf four Clia.mpions to guitfe. on your quest, 
foul tlie f(oqrpfate wliicli opens tlie tfoor into tlie 'Du1t/Jeon a.nil step 
insitle.. 'Iliere s no tfanger on tliis feve{ aJJtf no puzzfes to sofve. 
~ootf ca.n 6e f ounll liere a.{01t/J flJitli otlier necessary suppfies. Learn 
Ii.ow to open tlie tfoor anll reatf tlie scro{{ near tlie stairway tfown to 
tlie ne;ct fevef. 

'1'lie scro{{ te«s you liOflJ to create uglit in tlie 'Du1t/Jeon. 'I'liis is 
pro6a.6(y tlie most 6asic spe{{ you neetf to practice. 'l'liere is also a 
torcli nearfrg, 6ecause your !Magic users won't 6e stro7t/1 enougli to 
KJep tlie gfoomy fia{{ways ut tliemse{ves. '1'lie watersl(jn is e&eme­
(y important for canyi7t/1 flJater to wliere tliere a.re no fountains. 

!ll.Uo on tliis Leve{ is tlie first Jt{tar of tJJl you'{{ fini. ~mem-

6er for eacli time resu"ectetl, a Clia.mpion Coses !Jka.ftli Points. 
'Wlien you 1

f.le ezyforetf tliis rattier smafl fevJ tliorougliiy, return 
to tlie stairway, a.nil go tfown into your first taste of tlie 'Dunfieonl 
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Le'lJe{ 'rwo -- 'Welcome to the IJJun9eon 

m S ~O'll 'D'F,C'F,'.J{!,D tlie stairs from tlie !Jla{{ of Clia.m­
pions, tlie first tfiin9 you'({ notice is it s tfart VE.1(7" 
tfart in tlie 'Dun9eon. It '{{ 6e up to you to ~p your 

area we{£.fit so you t!on 't miss any important tfetails •. Jil pey f;.,y 
on tfie pey stone floor can 6e easuy OfJerCoof;.,t! if tfie fi9fit is too 
t!im. 'llse tfie torcfi you fount! on Leve{ 1 ant! 6e9in your ma9ic 
users' practice wi.tfi tlie Liofit spe«. 

'11iis LevJ introt!ucu you to tfie fjtufs of puzz(es you'(( lia.'Oe to 
soC'Oe ant! tfie types of monsters you'(( lia.'Oe to fi9nt. 'Iliere are wea­
pons fiere to use p{us more supp{ies ant! ma9icaC scroU:S. tifu pu.z­
zks are fair{y UlS!J to sofve, 6ut t/i.ey snow Wfia.t !JOU'{( 6e encoun­
teri71./1 Cater on wfien tlii.nas ~L~ 9et tric91 'To tfie ritJfit of 
tfie stairs is a room containina tfie first monster you'{{ mut in tfie 
'Dunaeon - a Mummy wfio attacq wi.tfi /iitfeous s/i.rieq. Just out­
sitfe tlie t!oor is a Carge du6, in case none of your Clia.mpions fias 
any wuipons yet. Stay 6acK.. out of nis reacfi if !JOU can, ant! try to 
close tfie t!oor on liis neat!. Monsters at tliis feve{ aren't too StT071./J1 

6ut remem6er, neitfier are you/ 
Once tfie Mummy is fjJletf, e;camine tfie room very cCose{y to 

fint! a va{ua6u weapon for your ffet!9fin9 party. Jts you proceet! 
tfirou9fi tfie tfoor past tfie stairs, watcfi for f;.,ys tfiat wUl "Pen tfie 
many Cocf;.,t! t!oors on tfiis feve{. ~ ou '{{ fint! tfie f;.,ys out in pCain 
si9fit, 6ut some are we{{ t!is9uiset! a9ainst tlie pey of tfie fCoor. 
Some tfoors wUl na'Oe to stay Cocf;.,t! untiC you can fint! f;.,ys in otlier 
areas, tfien you '([ na'Oe to come 6acK., to "Pen tliem. 

'.Be careful wfien you fint! Pi.ts in tfie floor 6ecause a fa« coult! 
easuy 6e fataC to your party untiC tfiey 6uut! up tfieir !Jlea{tfi. Jil 
few Pi.ts in tfie 'Dunaeon lia.1Je minor items of interest in tfiem, 6ut 
at tliis point, it s 6etter to just avoit! tfi.tm. 

'11irou9fi a t!oor O'J'inet! wi.tfi an iron f;.,y is tfie secont! monster 
awaifina you, tliis time a Screamer. Screamers are foir{y sfow mOfJ­

i11./J, so you can use tfie :Stratefiic ~treat" metfiot! of fiBnfina tfiem. 
'Iliis first Screamer can 6e easuy fjlfet! 6y tfirowi.n9 tfiin9s at it. 
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'+~~·.:·~ 
.JVain, try to stay away from dose contact wi.tfi !A!J{'Y" of tfie mon5'; 
sters in tfie 'Dunaeon to avoit! 6eina 6a4ly inju.rul. '.Be sure to picK., 
up tfie :Screamer S{ias" feft after tfiis monster is Kj[(et!, as tli.ey are 
an important source of foot!! 

Soon you'{{ pass tfirouafi a fair{y Car9e room wliose floor is cOfJ­
eret! wi.tfi footpfates. tifu pfates controC tfie two t!oors at tfie e~t. 
~ou '{( neet! to e~eriment wi.tfi tfie pattern to "Pin 6otfi t!oors at 
once, 6u.t its not terri6{y tfiJficult. Jilfter you pass tfirou9fi tfiis 
room, watcfi for wantferina 6ant!s of Screamers antf Mummies. tifu 
sooner you notice tfiem, tfie sooner you can attacK._ tfiem 6y tfirow­
ina tfiin9s at tfiem. If 6attfe feaves your party 6a4ly inju.retf, re­
treat to a safe pface to rest u.ntiC your Cnampions fiea{. 

'Wfien you fint! a "rJJ{ue 'lhmsporter ![iJd" invitina you to :Step 
Insitfe, 'Taf;., a !Rjt!e, • tfo just tfiat. Its not tfan9erous1 ant! snows 
you now tfie transporters worf:.., '.Be sure to searcfi tfie area you ent! 
up in 6ecause tfiere s an important item. 'llse an o6ject of fittfe 
vafue, {if;., a sfioe, to dose tfie pit you '{{run into 6ecause you can't 
get tfie o6ject 6acf:.., 

Jilfter you've f ougfit severa{ more Screamers, you'{{ come to a 
Carge room. In an alcOfJe you'{[ fint! some empty ffasq. 'Iliese wUl 
6ecome more important as you 6egin to use mafiicaC potions.· Jil{ona 
wi.tfi tfie ffa.sq, tfiere are two important scroU:S tliat wUl teacfi you 
now to create a potion to cure poison antf to fieaC your Cfiampions. 

'Wfien you uave tfie Carge room, you'{( run into a gate wfiicfi 
won't "Pen wlien you pu« tfie swi.tcfi in tfie wa« near6y. 'Try Coo~ 
ing tfown tfie otfier fia«way. Past tfiis gate is a Cong marcfi t!own 

. to a pit sfiie{tfetf 6y anotfier "rJJ{ue ![ieUl. • ~Q.tf tfie mes.sage on tfie 
wa{( antf t!o wfiat it says. In tliis case, you'{[ 6e a6fe to recOfJeT tfie 
item you use. 

Jilfter retu.rni.na· tfuwn tfiat Cona passage from tfie pit ant! "l'en­
ing a tfoor wi.tfi tfie qy you fountf on tfie otfier sitfe, 6e very care­
ful! 'Tfiere are severaC 6ant!s of want!erin9 Mummies spe/{ing 
trou6fe for your party. 'Ilirow e1Jerytfii.na you can at tfiem ant! 6acK., 
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away from tliem, tlirou,gli tliat tloor. Luc!Qly, tlie !Mummies won't 
f o{[O'UJ you mucli 6eyoruf tliat point, so you can rest if you neul to. 
'Ifaese !Mummies are tlie first real cliance to Cose one or more of your 
Cliampions, so 6e cautious. 'Iliey move fast, 6ut tliey can 6e (Qlktl 
from a tlistance wi.tli tlir<ntJn weapons. 

'.BetfJ/een 6attfes, you'{[ encounter tlie first of tlie touglier pu.z­
zfes. JI message on tlie wa{{ te{{s you 'r]{.one Jlia{{ Pass· aruf a 
dosetl tloor sums to agree. Qll.ite near6y, tliere s a '.B{ue 'Transporter 
~ieCtl witli a cliest visi6{e 6eyontl, 6ut tliis transporter is 
·one-'Way, • aruf you can't get tlirougli it from tliis silfe. '11ie only 
way to get tlie clie.st is to pass tlirougli tlie tloor. ry"ou '({Ii.ave to 

. firul a way to tlo tliat, quite {itera{[y. Hefting tlie weiglit of your 
~ale/ii.on swortl in your liaru{, try everytlii.ng you can tlii.r&t of, ant! 
tlien try getting 'VE~ angry at tlie tloor aruf tafjng your anger 
out on it in tlie most pli!JSica{ way possi6Ce. Insuu tlie clie.st are 
potions wliicli 'Uli{{ give you a magicaC tlefense wlien you tlrinl 
tliem. 'Don't waste tliem nO'UI, 6ecause you'{( nut! tliem fater. 

Past tliere, you'{[ firul a use for a Copper Coin wlien you come 
across a ~ountain wliicli will grant you one wisli. 'Toss tlie coin in 
aruf see wliat liappens. 

'Tfiere s anotlier c{osetl tloor just 6eyoruf tlie ~ountain, 6ut no 
way to open it, so go on. '.Be cautious; tliere are Screamers in tliis 
area. 'Wlien you fintl a fever in tlie wa{{, pu{{ it. ~trace your 
steps a Cittfe aruf you'{( see wliat liappenetl. · Insuu tliat room is a 
fever on tlie wa{[, 6ut tliis one tloesn 't seem to tlo anytlii.ng. (jo 
6acl to tlie first fever aruf searcli careju{[y. 

'• 
" 

'Iliere s one more tfangerous area to 6e passetl tlirougli wi.tli an­
otlier 6antl of !Mummies. ry"ou '{{ fintl a cliest ju.{{ of foot! ant! 
supp{ies aruf a scro{[ teaclii.ne you liO'UI to~ a poison spe{[. ,} 

Just 6eyoruf tliere is tlie stairway tlown to tlie neltf fevef. '11iere 
is also tlie Cast water fountain you'{[ 6e seeine for a few Levefs, so 
Ii.ave everyone tlrir&tup. 'Ilien gra6 t!U torcli from tlie wa([, ta~ a 
tlup 6reatli aruf pfunee tl<ntJnwartl! 
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Le'{}e{ 'Tliree -- Cnoose 'Your !fate 
""'>-: : • 

. :;;..I 
'X. T.JlLS L'EVEL, you come across tlie first series of '\i 
Puzz{e !l{poms in tlie 'Dungeon. ry"ou '{( neetl to sliarpen 
your wi.ts to get tlirougli tliis feve{! 

'.Be very o6servant as you 6e,gi.n to move tlown tlie corritfor from 
tlie stairway. '.Be/ii.ru{ a liitl"n tloor is sometlii.ng tliat will come in 
liarufy in so{ving one of tlie puzzfes on tliis fevef. 'Tfiere s also tlie 
first of two puzzfes requiring you to move very quicK.{y. '.Be sure 
your party isn't overCo~tl wlien tryine to jump 'tlirougli tlie ffusli­
ing 'Transporter ~ieUl. 'lime your jump just as tlie fieUl goes off 
ant! use tlie K:.rg6oartl cursor qgs! 

'11ie way to tlie stairs to tlie neltf feve{ is 6Coc~tl 6y four tloors 
wi.tli goftkn CocK§. ry"ou '{(nut! to firul at feast four go/i{ ~' pfus 
one more to open a room near tlie stairs. 'Tfiere a.re si;cgoUf ~on 
tliis feve{, one in eacli of tlie puzz{e rooms. 'Tliis ,gi.ves you tlie 
clioice to sfjp one of tlie rooms if you reaf{y get stuct 6ut tliere are 
valua6fes in a{[ tlie rooms. 

'Iliere are s-b( tloors opening off of tlie farge central room, eacli 
wi.tli its <ntJn terrors 'Ulaiting wi.tliin. It rea{[y tloe.sn 't matter wliicli 
one you clioose to enter first, so picl wliatever soundS interesting. 
Lets Cool at tliem in cfocK;.ruise orw from tlie entry W'Ula!J. 

'11ie Cliam6ers of tlie (juartlian 'Uli{[ introtluce you to tlie ·!/{pcK_; 
pile monsters, also kwwn- as tlie "!/{pclSquitls, • aruf tlie nasty '.B{ue 
'Tro{[s. '11ie tro{{s can 6e fair{y easify fj[ktl, 6ut 6eing lii.t wi.tli tlieir 
du6s can 6e fatal 'IlirO'UI tlii.ngs at tliem from a tlistance, indutl­
ing tlieir dufis! '11ie !l{pcl!Monsters are eitfreme{y Ii.art! to fj[{, aruf 
tlieir 6ite is poisonous. ~ortunate{y, tliey are very s{O'UI, so you can 
use tlie :Strategic ~treat• metliotl of figliting tliem to gootl atlvan­
tage. 'Ilieir poison is onCy temporary, so you tlon 't norma{[y Ii.ave to 
worry a6out using.a ·cure Poison.potion for tliem. Sfamming tloors 
on top of 9{.ocl!Monsters is very effective since tliey move too 
s{O'Ul{y to get out of tlie way. Once you've (Qlktl tlie creatures in­
lia6iting tliis room, you re firul a clie.st {oc~tl away 6eliiruf sea.Cetl 
tloors. ry"ou can~ open tlie tloors, 6ut you'{[ firul you CJ4!J.(. move tlie 
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cliest. 9Je persistant ant!~ watcfiina tlie results of your actions. 
Ona you 9et tlie cliest, you'{[ fint! it only contains a mirror, 6ut 
tliere s sometliina in tlie room tliat misfit enjog fook;ina into a mir­
ror. 9Je ruufy to fi91it a9ai.n tfiouali! 

ry-ou liave to pay for your entrance to 'Tlie 'Vault, so first searcli 
tlie far9e room. JnsUfe a cliest you'{[ fin4 your metliotl of payment 
ant! two important scro{[s. One te{{s you liow to cast a spe{[ tliat 
opens tloors, ant! tlie otlier te(Cs liow to create a Stamina potion. 
ry-ou can lie(p a sta.roi.na Cliampion re9ai.n some Stamina 'Uli.tli sucli 
a potion, a(tliou91i it won't lie(p liis tliirst. Ona you've paitl to 
enter tlie 'Vault, you'{[ liave to fialit your way tlirou91i tlie monsters 
wlio ave tliere. 9Jeyontl tlie monsters, your way will 6e 6foc~ 6y a 
pit witli a tloor 6eyontl it. Jiln inscription on tlie wail invites you 
to "Cast your Jnffuena, Cast your 9.li9lit. • ~mem6erina tlie scro(( 
you fount! in tlie far9e room, you can open tlie tloor witli your maui­
cal inffuena, tlien use your pliysi.caf strenatli to put sometfiina onto 
tlie ffoorpfate 6eyon4 tlie tloor to dose tlie pit. 'Ta~ tlie coin from 
t~ niclie, ant! su6stitute sometfiina for it to open tlie nei(t tlo0r, as 
you'{[ neetl tlie coin. '.Be reatly to fi91it more 1(,pcK._9.lonsters ant! 
'Iro{[s. If you nut! to, retreat into tlie room witli tlie nic/ie, cfose 
tlie tloor 6y removi.na tlie o6ject you pfacetl tliere, ant! sleep to re-
9a.in your lieaftli. ry-ou can afso 6an9 tlie tloor on tlie monsters' 
liecufs tliis way. 9Jeyontl tlie monsters is a sma« 6utton on tlie wall, 
openi.na a liidikn room witli anotlier 6utton fea.4i.na to a room lioft!­
ina tliis puzzle s K.fy. 

'Tlie 9.latriJ( is fair(y safe wi.tli no monsters. Its tfanaer is it can 
6e so confa.sina you mi9lit starve to tkatli tryina to 9et out! !Here 
tlie compass you fount! earlier can 6e put to 9ootl use. 'Iliis room 
contains many Spinner" fieU!s, (iKJ tlie '.B(ue 'Transporter ![ieUfs, 6ut 
invisi.Dfe. 'Tliey wif( turn you 90 tkarees from tlie patli you were on 
so you actuafly 90 in circles wliife it fooq fiKJ you re walfjna in a 
straialit Gne. 9Jy watclii.n9 tlie compass, you'{[ K.,now wlien you've 
6un turnetl from your patli. Jilnotlier way to 9et tlirou91i tfiis room 
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is to tlirow sometliina out alieatl of you, ant! watcli its patli. 'Tlie">~ 
arrow you fintl ri9lit near tlie entrance to tlie mat~ wouitl 6e 
itfea(. 'Don~ f or9et to e~amine tlie walls cfosefyl 

'Ifie ne~t room, 'lime is of tlie '.Essence, is tlie secont! spot on 
tliis (eve( wliere you 1l nut! to nWoe quicK.{y. 'Wlien you fin4 a 9em 
in tlie wall witli an inscription "Hi.t ant! !R.Jin, • tliat s e~t(y wliat 
you liave to tlo. Press tlie 9em ant! run as quic~y as you can to 
~our left. It maq ~ a few tries, 6ut ~ou '{[ su wliat s /iappeni.nJJ. 
'Wlien you 9et tlirOUJJ/i, you'{[ fin4 your way 6foc~ 6y a pit, ant! a 
6utton turns on a temporary 'Transporter !fielt{ on tlie otlier silk of 
tlie pit. 'Try tlirowin.9 sometliina into tliat ![ief4. 'Tlien you'{[ fint! 
anotfier pit in tfie way antf anotfier 6utton. 'Ifiis time you'{[ SU tfie 
6utton doses tlie pit 6rief(y, 6ut not fon9 enou91i for you to tum 

ant! nm acr'oss. Sometimes a 6ac~tfs approacli miolit 6e 6est. 
'Tlie 1(,pom of tlie <jem lia.s a tkfJifis/i(y tkvious trap wliicli can 

spe(( tkatli for tlie unwary. 9Je as o6servant as you can, fook;in9 
arount! corners 6efore you leap, or you may 6e tlie fi([ina in a !l{pcK._ 
Monster sant!wiclil ry-ou '{[nut! to put sometliina on tlie floor to 
dose tlie pit near tlie entrance of tfiis room, 6ut watcli 6eliintl you 
wlien you open tlie nei(t tloor. ry-ou may fintl your retreat su.tf!enly 
cut off. ry-ou 1! liave to "Cast ry-our 9.liolit" a9ain t~ cfose tlie pit so 
you can 9et out. If you a~, you tfrop monsters into tlie pit 6y sutl­
tknly steppina off tlie j(oorpfate. ry-ou won't 9et any ex:perience for 
f\iflina tliese monsters, 6ut it sure can 6e satisfi.Jinat 'Unfortunate(y, 
tliis tloesn 't worK., witli !l{pcK._9.lostersl 9Jeyontl tlie monsters in tliis 
room, you'{[ liave to fint! a liitU!en switcli in tlie wail to fint! tlie 
!/{'J'.JilL ~y to tliis room. 'Ilien after retracina your steps 6acK., to 
tlie entrance, you can open tlie room wliicli ~ontains tlie <joUl ~· 

'Ifie fa.st room on tfiis J~vt{, tlie Creature Cavern reaily tloesn 't 
contain any actual pU.zzfes, 6ut it certainly fives up to its name! 
!Fiolit your way tlirou91i for a <joUl ~Y· If you 't{ fiKJ to sk;ip any 
of tlie rooms, tliis i.s tlie one! 

One vafua6fe teclinique tliis fevJ teaclies you i.s tlie importance 
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of retreatina into a safe area ant! sfeepina to re9ain your 1leafti. 
.Jts {""B as you rememfier to dose Jf.LL tlU tfuors into tlie far9e cen­
traC room, you ·a 6e safe wliile you sfeep. 

Once !JOU lia.TJe aJ[ tlie Kl!JS from tfu Puzzfe !l{poms, !JOU can 
procettl on tlown tfu /ia.{{way tlirou91i tfu tloors witli tlie <jo{tf 
Locq. 'Beyontf tliru of tliese tloors is anotlier Jt{tar of 'J/I (wlii&. 
te{{.s !JOU -SOmttfiin9 a6out wfuz.t !JOU 're aettin9 into On tfu nt~t 
feTJe{!) ant! a 1(14. 'J(p/. <;uartl tliis KJt/ carefuUtl, for tlie success of 
your QJust tfeperufs on its safety. ry"ou '{[also fint! a scro{{ n.ear6y 
wliicli teas you liow to cast a spe{{ to wea{;Jn ·non-material,· or 
gliost{y, 6einos. Stutly tliis scroU we([, as you 1I neetl it soon.I 

'1'lie fiftli <joUl '1(.ey opens a room conta.inina eTJen MO'.!{'$. 1l.Pct 
Monsters. wlien !JOU 1

1Jt /Q[(etl tliem, searcli tlie room carefu!Cy for 
liit!tkn switclies anti prepare for anotlier fiBlit. '1'lie footl, armor ant! 
weapons you finti in tfiese fast areas of tliis feve{ can 6e TJJuafife. 

![ina{{y, rest ant! regain your !Jfea{tli anti Ma,gicaC Mana; you re 
goi."IJ to nutl it! 
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LefJe{ ~our -- !Prepare to Meet ~our 'Doom 
"+~~;:J 

!J1!F, l?{SCRJP'TIO'J{.Jt'I tlie foot of tlie stairs fea.tlina td':' 
tliis feTJe{ says it all. '1'nis Leve{ lias tlie tluDious lion.or of 
6ein9 pro6a6{y tlie ~'11'FS'T feve{ in tlie entire 1>un­

geonl ry"ou fie maTUlfletl to suroi.TJe tlirougli intricate pu.zzfes, ant! 
tlirougli 6attfes witli some pretty 6atl monsters, liow 6atl cou{tf 
tliinos aetP 

Let me introtlua you to tlie Worms, tlie Purpfe Worms, tfu al­
most int!estructi6u, poisonous Purple worms: 'Ilie tliings your 
motfur to{tf you wou{tf aet you if you weren't gootl. 'Ilie tliings 
tliat go 6ump in tfu niglit, wfuneTJer tfuy want to ... you aet tfu 
Ufea.p 

Wfien 'I/OU a.rriTJe On tfiis UTJe{, .'I/OU'{{ run into Some more !/lJJct 
Monsters, 6ut you ouglit to 6e a6fe to lian.tlk tliem pretty we{{ 6y 
now. '1'lie reaC e~citement comes wlien you 6reatyour way tlirougli 
a wootlen tloor ant! fint! an iron grate tloor. 'Ifie tloor opens wlien 
you step on a floor pCa.te, 6ut doses 6ef ore you can run tlown tfu 
liaJlway. Part of tlie e~citement is a <jiant Wasp waiting for you 
6eyonti tfuz.t tloor, anti if you fuz.ven 't Cearnetl tfu ![ire6a{{ spe{{ 
someliow, its g<Ji.na to sfina you siay. '1'lie Wasps stina is poison­
ous, so you'{[ nutl some Cure Poison potions. 'Do tlie 6est you can 
against it, anti run 6act up tlie stairs to tlie previous feve{ if you 
nutl to rest up. Luckily, none of tlie monsters wi1! foaqw you up a 
staircase! 

'Io get tlirougli tfu · tloor tfuz.t won't stay open, tum anti e~a­
mine tfie wa{{ Wfien !JOU step on tfu floor p{a.te, tfien 6e rea.tfy to 
moTJe quietly out of tlie way of tlie tloor dosina on your liea.tll 'Be­
yontf tliat tloor is Pu:rpfe worm country. 2Je Juffy restu!, ant! lia.TJe 
aJl Weapons anti magic reatfy 6ecause !JOU re going to neetf tfiemf 
(wliile gettina ruuly for 6attfe, tlon 't forget to e~amine everytlii"IJ 
arounti you. <jetfina your liarufs icK:g may pay off in tliis area) 

Wfien !JOU SU a flicKJr of purpfe 6eyontf tfie circfe of Cigfit from 
your party, you'{{ tnow you ve founti tlie Worms, or tliey fie founti 
you! 'Ifie Worms are tougli, ant! tliey moTJe fast. Its liartl to re-
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treat fa.st antl still fie afife to Ii.it tli.em enou91i. to fd{{ tli.em, ai­
tli.ou.9/i. tliat will wortin most cases. 'Ilie most effectioe attactis 
to use tli.e •'D'J,{ 'Two Sup· antl circle a.rountl tli.em until tli.ey're 
fijf{d. ;f,gain, if you liaw to, run as fast as you can tlown tli.e cor­
rUfors until you 9et fieyontl tli.e tfoor tliat doses wli.en you Ii.it tli.e 
floorpfa.te. !/(pt up in tli.is secure a.rea until you can 90 6act into 
'Worm Country aeain. 

JU you atfoance tli.rou91i. Le1Jef ![our, you'{[ fintl rooms wli.ere 
you can dose fiotli. tfoors antl sfup to re9ain your !Jleaitli.. qJe ca.re­
faJ 6ecause tli.ere 's a ·9{,on-Materiar (;run qli.ost, or '.Bansli.ee, 
wantlerin9 tli.e tunnels. ~ou '(( neetf tli.e spe{[ you fearnetf on tli.e 
pre1Jious feoe( to tfe.al wi.tli. tli.is nastie. One of tli.ese secure rooms 
Ii.as two scrof!s teacli.ino you fww to create 6otli. a Mafiical S/i.ie(t{ 
antl a Poison Cfoutf. 

'11iis feoJ also Ii.as tli.ree li.i4tfe.n rooms fieli.intl i[[usionary wal!s. 
~OU Ctin t SU tfi.e tfifJerence, 6ut if !JOU run into a waJl ana sum to 
pass riali.t tli.rou9~ you'{[ liafle f ountl one. 'Ilie items founa in tliese 
liitftfe.n rooms are nice fiut not essential. 

JU you fillli.t your way tli.rouali. tli.e tunnels, you'{[ fin4 a sfot on 
tli.e wa.l! a.cceptino a coin ana creatino a '.B(ue ![ie{t{ in tli.e corritfor 
6eliintl you tliat may stop some of tli.e creatures. J( ways 6eyontl 
tliere, you '{( fina a (joftfen !l(Jyliofe in tli.e waJ! wi.tli tli.e inscription 
:Sliortcut. • If you unfoct it, you'(( tfisc01Jer a 'Transporter ![ie(tf 
wli.icli TJJi.{[ takJ you past a fot of tliis uflef. 'Unfortunately, it TJJi.{[ 

also liypass some 1Jafua6£e items you cou(tf use, too. 'Wli.en you a.r­
ri1Je at tli.e ena of tli.e Sli.ortcut, !JOU'{[ aisc01Jer tliere s also a :Sli.ort­
cut '.BacK wli.icli TJJi.{[ return you to tli.e Sliortcut. 

Past tli.e Sli.ortcut, you 9et into one of tli.e more tfe'llious a.reas of 
tliis Level Once you fea1Je tli.e far9e room fieyona tli.e Sliortcut 
'.Bact you run into more !R.PctMonsters. If you try to retreat, you 
sutftfe.n(y fintl a 6antf of Screamers li.a.s someli.ow appearetf '.B'E­
!}{]9{,'D you. If you re not quiet it cou(tf fie santlwi.cli. time a9ainl 
In tliis a.rea, 6otli tli.e 9(,JJctMonsters ana tli.e Screamers TJJi.{[ re9en-
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erate if you takJ too fone 9ettino tli.rou91i. Ii.ere. ~ou cou(tf 6ounce"'? 
fiact antl f ortli 6etween tli.em f orever. If you can, try to 9et past 
tli.e !RJ>ctMonsters quic~y. Incitlentally, one of tli.e li.i4tfe.n rooms 
is in tliis area. 

'Wli.en you 9et pa.st tli.e 9{f)ctMonsters, tli.ere is a fa.r9e room 
wi.tli. severa{ aroups of Purpk 'Worms. 'Tlirow wliatever you Ii.ave 
at tli.em; Ii.it tli.em wi.tli. tfoors; ant!, fina f(y, retreat 6efore tli.em. 
'Don't 90 too far 6act or you may fin4 !RJ>ctM0nsters at your 6acK.f 
'Iliis fa.r9e room is wli.ere tli.e Purpk 'Worms wi.U re9enerate if you 
ffe'Cle tli.em enouali time, too. 

Just 6eyontf tli.e Ca.r9e room is t li.e :Screamer 1(19eneration 
9(,pom ~ wli.icli. ma.11 6e a6out tli.e onf.11 retfeeminJJ factor of tliis entire 
L evel 'Iliere is a room wi.tli an iron 9rate tf oor wli.ere Screamers 
can 6e f ountf. If you {(j[( tli.em a.[[ ana 90 out of tli.e room, you'{[ 
Ii.ear tli.e tfoor close as you m01Je away. If you 90 6act to su wliat s 
liappenin9, you'{[ see more Screamers tli.ere. ~ou can Klep 9oin9 
6actan4 Kj[{ino Screamers for as Cano as you 'tf CjKJ. '11iis will ffe'Cle 
you an unfimitetf source of Screamer S{ices for footf, 6ut it also 
fiives you a wontlerfal opportunity to fiive your weakJr Cliampions 
some fairfy safe com6at el(perience. ~ou can put your 'Wiza.rtfs ana 
Priests in tli.e front row, liantl tli.em some swortfs, antl fet tli.em Ii.act 
away at Screamers until tli.ey 9ain a few !FVJfiter uflefs. 

Its also a 9ooa opportunity to atfvance in ?(i.nja fe'CJefs 6y 9oino 
into tli.e room unarmetf antl usin9 tli.e !}(jct ana Puncli. options. If 
you want, your !FVJfiters can practice maeic on tli.e Screamers too. It 
may takJ a Cot of time, 6ut it realfy is wortli. it. If anyone 9ets 
injurul in tli.e fiali.ts wi.tli. tli.e Screamers, you can always just ciose 
tli.e tfoor antl sfup ri9li.t in tli.e !Jl.19enera.tion 9(,pom. 'Ilie Screamers 
wori 't reappear until you ua1Je tli.e room antl wal{far enou.9/i. for 
tli.e tfoor to close fieli.inil you. 

Just fieyon4 tli.e Screamer !Jl.19eneration 9(,pom is anotlier of tli.e 
li.itftfe.n rooms; tli.en you'({ come out in tli.e "Prisoner· area. Jfn 
inscription on tli.e wa.l! 6itfs you £eave li.im alone, 6ut if you Coot 

61 



carefally across tne pi,t to wfiere lie is impri.sonetl, you'{[ notice lie is 
lioftlin9 a. ffoorpfa.te cfosetf. If you 90 on 6eyontl liim anti 6rea.{ 
your wa.y tli.rou9n a.notfier wootfen tfoor, you'{[ tfisc()'()Q' tlie stairway 
tfown to tne ne~t feve( is 6a.-rretf 6y a.n iron grate tfoor. '11i.e only 
wa.y to open tlie tfoor is to refease tlie floorpCa.te untfer tlie Mummy, 
anti tfiere s only one wa.y to t1o tfiat. Once you ve ta.Kin care of tlie 
"1'ri.soner,. you '(( liea.r tlie rattfe of an iron arate tfoor openi.ng, 6ut 
you'({ afso SU a neW inscription saying you'{[ rearet Wfiat you just. 
tfitl ry'ou no tfou6t 'WILL wlien tlie nortfes of Purple 'Worms re­
feasetf wlien tlie tfoor openetf reacli you! ~ s a. liint to ma.Kl tliis 
part a little easier on your Cfiampions: 'Dispatcn tlie Prisoner 
'1J'E~O'R$ _qou 6rea{ tlie wootfen tfoor. '11i.e tfoor KJeps tlie 'Worms 
from 9etting to you, anti you can pie{ off some of tliem across tlie 
Pit witli a-rrows or ~ire6a((s. It'(( 6e a fon9 process, anti you'(( 
fiave to 90 in anti mop up tlie fast few 'Worms, 6ut it '(( lie(p. 

'J{p matter wfiat efse tlie 'Dungeon may pfa.ce in your patli, no 
matter liow nasty tlie remaining monsters may 6e, notliin9 'UJi({ 6e 
quite as 6atf as fiavin9 to (earn to tfea( witli tliis level 'Wlien 
tliings 9et rou9/i, just say, ·I suroivetf tlie Purpfe 'Wonnst 
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£e'()e{ ~i'()e -- 'Treasure Stores 
'T).; =· .:·.;:,;. 

!/{JS L'E'VEL IS a.notlier set of pu.zz(e rooms, 6ut n<n:Jf.f; 
tlie puzzles a.re a fot more tlifficuft anti tlie monsters are 
a. Cot more tfeatfly ! 

If you 90 past tlie first 6rancliing corriJlor anti turn kft into tlie 
secontl one, you'(( fintl a. set of stairs 9oing 6ac{up to Leve( ~our. 
Press tlie 6utton on tlie wa.{[ at tlie top of tlie stairs, anti a liitftkn 
tfoor 'U/i(( open. 'Iii.en you'(( fintl tfiat you 're jf!St tfown tlie lia(( 
from tlie Screamer ~9eneration room. 

'Iliese new stairs form part of a. "snortcut • 6acK...from tlie (O'Uler 
fevefs of tlie 'Dun9eon to tliis unfimitetf f ootf supply. (~atf tlie 
section on ~ootf in tlie (jeneraf !Jlints for a 6etter wa.y tfiou,gli.) 

ry'ou '(( mut two new monsters on tliis fevel 'Ifie first is 9ener­
a{[y wantfering arountl in tlie main fia((way near tlie stairs or in tlie 
(ar9e central room. Its a ta(( 9reen celery staf{kj.ntl of tliin9, 
ratner (i~ a malevofent (jum6y or a ~er from 'TS!T( !Jlo66ies' 
'Dun9eons anti 'Dra9ons. It tlirows ~ire6a(fs at you from a tlis­
tance, anti its sting is poisonous. 'Try to liit it witli your own ~ire-
6a((s 6ef ore it 9ets witliin stin9in9 range. '11i.e secontl monster is 
insitle some of tlie rooms anti Coo~ very mucli uKI a ~(ying ~ttfe­
sna.KI. Its '1)£~ fast, anti its 6ite is poisonous, 6ut fortunately, it 
can 6e ((j((etf witli a. sin9fe !f'ire6a((, if you re fast enou91i. 

'11i.e Ca.r9e centra.f room on tliis feve( nas four tfoors ratliatin9 
from it; we '(( t~ tliem in cCock:pJise ortfer from tlie entrance. Most 
of tlie puzzles in tnese rooms require you to fintl a. certain pattern 
of movement or 6utton-pusliing. 

'11i.e first room nas many pits in tlie floor, opening anti dosing 
as you step on tlie so(itf floor sections. 'Iliere a.re openi.ngs from tliis 
room to tlie kft anti tlie rig/it of tlie far wa((. !You'(( fiave to exper­
iment to tfiscover tlie pattern of movement fiere. 'lJe ca.refol 6ecause 
~{yin9 ~ttlesna.Kls may attac{ at any time -- tfon 't accitfenta{{y 
6ac{up into a pi,t! 

'11i.e area to tlie ri.9/it contains some interestin9, aftliouali not 
essential, items anti a. Poison Staf{monster. 'To tlie kft is a. twist-



ine corrid'or. Cfose to tlie tfea.4-erui at tlie 6efiinnin8 of tliis corri4or 
a.re two liUUlen rooms. 'I'li.is time tlie i{{usUmarg waas concealing 
tliem lia11e some 11erg ortfi.nary-foofj"ll wa1! ~· ~urtlier t!own 
tliis corrit!or you'{[ firui two mafiical potions. 'To firui out wliat 
tliey tfu you can eitlier lia11e one of your Cliampion.s t!rin{ tliem arui 
su wliat liappens, or consult tlie spe{[ fist to su if you can fiBure 
tliem out. · Lucfj(y, notliin9 you can t!~in tlie 'Du"Beon wif( 6e 
frarmfaJ or poisonous to you. 

'I'li.ere is a Spinner· faUl in tliis /ia{[way turnin9 you t!own a 
sUfe corrilfor wliidi can 6e ra.tlier confasine. If you re sti{[ carryi."11 
tlie compass, you ff su tlie nutfk clia"lle, even tliou9/i it foof§ (;_q 
_qou re waff\ina straiJJlit. J(t tlie erui of tliis corrit!or is a stairwa.t/ 
into tlie room unt!er tlie Pits in tlie main room of tliis puzzfe arui a 
6utton opening tlie secret tfuor 6acl to tlie 6efiinnin8 of Le'llef !fi,11e. 

'Down tliese stairs to tlie room uru!er tlie pits, you'{[ run into 
wliat is actuaay a £ eve{ S~ monster, wliicli is appropriate, since 
you '{[ actuaay 6e O'J{.Leve{ S~. 'I'li.is is a SkJCeton, witli a fCa.sli­
i"B swort! ant! a 6(ootf ret! sliielif. SkJCeton.s can 6e fj[{etl fair{y uzs­
i{y, 6ut tliey can cause peat t!ama9e witli tlieir swort!s arui tliey 
move quicK.{y. 

'Tlie secont! room on Leve( ~ive is a Car9e, open, suming{y ent!­
Cess area. If you wafl towa.rt! tlie far wa{( for awliiCe, tlien tum 
a.rount! to cliect, you'{[ t!iscover you've 6a.re{y movet! away from tlie 
near wal!. Clieclafon9 tlie waffs you Ol!Jlaet to, ant! you'{[ firul 
a 6utton. Press it ant! try to 9et to tlie far wa[( a9ain. 'Try 9oin9 
tlie Cong way a.rount!, f o{[owin9 tlie waUs. Once you 9et into tlie 
fia{[way on tlie otlier suu of tfiis room, ta~ it carefully, tliere a.re 
~!Jing !l(g.ttCesnakJs in Ii.ere, too. 

'Tlie tliirtl room on tliis Ceve{ requires you to firul tlie proper com-
6ination of wa[( switclies to open a liitlt!en tloor. Pressing some of 
tlie switclies wif( move 6focf§ of tlie wa[( to reveaf otlier switclies. 
If it sums notliin9 liappen.s, try e~aminin9 tlie otlier silk of tlie 

t'.\ room 6ecause tliat s wliere your efforts wif{ sliow up. 'I'li.ere are 
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. four waa 6utton.s in110Cvet! in tlie pu.zz{e, arui a fiftli one in tk\: 
liit!tkn alcove appears wlien you 9et tlie com6ination rialit. '11i.is 
Cast 6utton wif( open a liit!t!en t!oor into anotlier smaa room. 'Be 
ruufy to fiBlit tlie monster 9uartfi.ng tlie tlii,ngs in tlierel 

'11i.is tliirt! room also lias anotlier area fartlier tUnun. tlie Wwa.y 
introt!ucing you to tlie necessity of sea.rcli.ing e;ctreme{y carefully. 
?"ou '{{foul tlie liit!t!en switclies are 6ecomi.ng 'lleT!J tiny irufu41 

'11i.e fourtli room is filkt! witli 'Tran.sporter j'ieUls, arui is e~­
treme{y t!ifficuft. 'I'li.ere is a patli tafjng you tlirou9/i tlie room to 
tlie tunnel on tlie otlier sUfe, 6ut one false step arui you~ tra.n.spor­
tet! 6acl to wliere you sta.rteti. ?" ou '{{foul an item necessary on tlie 
nei(t Cevef in tlie mai.n pa.rt of tliis room, 6ut f ortuna~ tlie items 
fount! in tlie area 6eyont! tlie room a.ren·'t essential, ant! you can 90 
on witliout lia11in9 to sofoe tlie pu.zz{e if you tkcit!e not to sperui 
· tlie time on it. 

'11i.e stairs to tlie nei(t Cevef fie fartlier t!own tlie mai.n fia{[wa.y 
outsitfe tlie 'Treasure Stores room. ?" ou may run into some more of 
tlie pun StafK..mon.stm, 6ut otlier tlian tliat, tlie way is open. 
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£e1Je{ Si~ -- 'Tne !l(j,at!Ce 9{/Jom 

D !Jl'£. 1'/$,S'I TJlJ?{fi you 1I encounter on. LefJe! S~ is tlie 
!Rj44le 1(.pom.. 'To open tlie 4oor an4 enter tlie rut of tliis 
fefJe(, you must first answer four ri44fes. 'To answer a 

rU{tf{e, pCa.ce tlie o6ject tlie rU!tUe on. tlie waf{ tfucri6u into tlie 
ni.c/ie. If your a.nswu is correct, you 1I liear a •cG.ct • Jtctuafly, you 
on{y nutf to ans'Uler tliru of tlie rilf4fu to open tlie tfoor. <jetfina 
aJ{ four -correct wi!l rewartf you witli a 6onus. '.Be sure to foot 
arourul tlie rolTm 6efore you feaflel 

'Ifie answers to most ef tlie rUf4fes are not too liartf if you t/iinK.. 
of tliem in terms of items you sli.ou14 liafle 'Uli~ you. '1'liru of tliem 
will 6e items you f ourul on. Le'(}e! ![ifle, arul tlie fast was from LefJe! 
![our. 'Don~ 6e reluctant to use tliis fast one, eflen if it appears to 
6e essential to tlie party, 6eca.uSe you can. ta~ it 6a.cl once tlie tfoor 
is open. 

LeafJin9 tlie 9{j.t!4(e !l{pom, you ·a encounter tliru more puz.de 
rooms. 'Ta.kj"B tliem from tlie far ri9/it to fejt, first you'« fini a 
room at tlie entf of tlie corritfor wlii.cli contains a new monster, tlie 
"!{Coa.fi"tl '£ye6ails. or '.Benouurs. 'Iliese un6{infjne or6s will atta.cl 
you 'Ulitli foe6ails. 'Wlien tlie pupils of tlie eyes tum ret!, 'D'l1C1(f 

Once you've Kj[{etf tlie '.Benouurs in tfiis room, you'{[ fin4 insi4e 
a Pit, an iron pate tfoor, tliree floorpUites a.ntf a fefler on. tlie wafI. 
'Wlien you step on. tlie first pfute, tlie pate tfoor opens, 6ut wlien 
you appproacli tlie tfoor antf step on tlie secontf p{ate, tlie tf oor 
closes 6efore you can 9et tlirouan. If you pufI tlie fefJer in tlie waJ{, 
a 'Transporter !fie{{ appears 6eliintf you, wliicli transports you to 
tlie aicOfJe a.cross tlie pit, on top of tlie tliirtf ffeorp£ate. Puslii"tl a 
6utton in tlie waJ{ closes tlie pit, aflo'Uli."8 you 6a.cl into tlie room 
6,, tlie ma.in tfoorwa.q, 6ut tlie iron. ,RTate tfoor closes as soon as f/OU 

step on tlie secontf ffoorp{ate a9ain. 'Tlie secret is to -see wliat 
!iapiuns wlien some~i"tl otlier tlia.n. yourself 9ets tra.nsportetf. 

'Ifie ne~ room once a9ain requires you to fini tlie proper com-
6ina.tion of pressi"B wafl s'Ulitclies to open a liitftfen '?.°'· . '.Be sure 
to stop a.ntf el(Jlmine tlie room as you try tlifftrent com/iinatums. 
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'Ifie fast room afon.a tlie /ia((way from tlie 9{j.t!4(e 1{pom is t/ie"{: 

-xi-"11 9tlilias • room. Jtn inscription tells you tlie ~ still fusts for 
9o{tf so tlie so{ution is to fini a way to 9ifJe tlie 1(i.n9 wliat lie 
wants. !You 6rou91it some 9oftl from tlie 1(jtftf(e 1(.pom., tli4n, ~ youP 

'llsi"I/ tlie ~!JS you f ourul in tliese rooms, you can now unioct 
tlie tfoors fartlier a{D"B tlie corrUfor, antf come to tlie p£ace wliere 
tliere are musaaes e"B'avetf on. tlie wails. 'I1ie corritfor spats two 
ways at tliis point, arul, if you taq tlie ri.JJ!itlianl£ liaf("""!/J you 1I 
entf up in a £arge area tfifJitfetf witli 6focq, encountering 6otli 
S~tons a.ntf '.Be/io(tfers. 

In tliis far9e area, tliere are tliru liitftfen rooms. 'Two of tliem 
are fair{y easy to 9et into, 6u.t tlie tliirtf can 6e tric/C:g. 'Iliere is a 
tiny floorpfute openi."8 a section of waJ{, 6ut tlie waJI closes 6ef ore 
you can run OfJer tliere. P£aci"B o6jects on. tlie ffeor tfou no 9ootf 
6ecause tlie p£ate is so tiny. 'To 9et into tliat room, you 1I liafJe to 
Cure sometlii"ll on.to tliat p£ate antf fin4 some way to maq it stay 
tliere. 'J{.ow wou{tf 6e a 900{ time to infJuti9ate wliat tliose 
t.M:aaical '.Bo;ces •you 1fle 6un fi.ruli.ne 'UlifI tfo. 

<jOinfi 6a.ct to wliere tlie corrUfor spfits, ta~ tlie feJtliaru! liafl­
way tliis time. '.By now, you 1fle pro6a6{y stoppu{ in1Jestfaatina tlie 
tfra.ins, nooq antf ri"tls on. tlie 'UJaffs of tlie 'Du"Beon. Comina up 
f1er!J soon is an area wliere you slioultf e;cam.ine efler!Jffiina f1er!J care­
fally, or you may miss sometlii"B oery important. Jt liitftfen swi.tcli 
is tfisauisetf as sometfiina ~ememfy common, a.ntf its easy to OfJer­
foot !Far tfown tliis liitftfen corrUfor is a fiU!tfen tfoor wlii.cli refleals 
one of tlie two 'J/orpa{ '.Bfatfes you 1I neetf to fialit tlie ·non-ma.teriar 
creatures fartlier tfown in tlie 'Du"tleon. 

Soon a-fter qou pass tliis area., qou 'fI step on. a f{oorpfate cUJsin;/ 
tlie tfoor 6eliintf you, an4 you 'fI firul none of tlie ~ you liafle 'Ulitli 
you wil{ open tlie tfoor in fron.t of you. 'Ifie onfy way out of tliis 
trap is to your fejt, tlirouali a 6finlj"B 'Transporter !f"uftf. !You can 
su a dosetf tfoor 6eyontf tlie fieUf. 'Use your ma.fiic to open tliis 
tfoor, tlien time your 7110fJement to tlie 6fin1Gna of tlie fieU!, antf run 
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tlirouan to tlie tioor. !l(,memfier your party slioul4n. 't 6e Oflerfoatfe.tl 
so tliey run. as fJUict{y as tliey can. If nuessary, U"J' equipment to 
fianten tlie foa4. ry'"ou 1l 6e a6{e to ruOfleT a..nytfiina you nut! to put 
tfcwn. 'Don't run. too far 6ecause you 1l tliscOfler a.notlier 'l'rtmspor­
ter ![iJ4 6eyontl tne tloor. Pa.use in tne tloorwa.y to aet tne timintJ 
of tne secorul foU!, tft.en run tlirou9n into tft.e room 6eyorul. !JUre 
you 1l foul tft.e ~ tliat wif{ fet you procutl 6eyontl tft.e foc~tl tioor. 

Just past tliat tioor is a.notlier of tft.e 'Dunaeon s tric(g puzzles. 
.$1 corriJlor wi.tn a.n in1Jisi6fe 'Transporter invites you to 'Tut ry'"our 
Stren9tn. • <jo a. way 6eyorul tft.is area. a.rul put tlirou9n a. cfosetl 
iron pate tloor tft.a.t ft.as no o6vious means of "J'enin9 it. 'I'lien 
return a.rul try tlirtnJJi.na sometfiina tfqwn, tliat 'Tut• corritlor. '11iere 
won't 6e any o6vious si9n, 6u.t if you ao 6a.cttlown. tlie main corri.­
tfor, you may foul you iJe passetl tlie tut after af(/ 

'Ifie main corrU!or wif( tlea.tl-erul in a. fair{y far9e room wi.tn on{y 
a. torcli. in it, so come 6a.cta.rul t~ tlie .sitk corritlor tliat 6ra.nclies 
off 6a.ct cfoser to tft.e 'Tut ry'"our Stren9tli: area.. 9{pt too fa.r 6e­
yontl is a. wall swi.tcli openina a. li.it£tlen tloor into tlie area untler tft.e 
Leve( !five pits. '.Beyorul tli.ere is a. room wi.tn a. 'Transporter ![ieCtf 
ta.K:ina you past a. seriu of corritlors filktl wi.tli '.Belioftkrs. 'l.lnfor­
tunate(y, it wif( also ta~ you past tlie secontl 'JlorpaC '.BUufe, so you 
miglit want to slgp tafjn9 tlie transporter tliis time. , 

'.Ba.et to tlie last 6rancli of tne tunne( arul 6eyorul, you '{{enter 
tft.e (aru{ of tne '.BelioCtlers. '.Be reatly witli your !fire6aUs, arul any 
Cono-tlistance weapons you may liave. 

'Down tlie fmra corritlors arul to tlie Ceft tlown. anotlier Uma cor­
naor, you'([ foul tne secontl 'JlorpaC '.BUufe. 'Ilien 6a.ctaaain to tlie 
area wliicli contains tne secorul 'Transporter ![ieCtf. ry'" ou '(( firul a 
tioor witli a smaa floorpCate arul a. fever in tne wal!. '.By now you 
sliou.Ctf 6e a.6{e to move quicK[y to tft.e tloor arul tlirou9n 6ef ore tft.e 
tioor cfosu a9ain. '.Be reatly tliou9n, 6eca.use "l'enin9 tft.e tioor wif{ 
refease tlie <jiant 'Wasps insUfe. In tft.is room you 1l firul a. vafua6{e 

weapon a.rul some liaruly supp(ies. 
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'11iere are two tloors on tliis feve( wliicli can 6e qpenetl wi.tn tft.e':.~ 

•[Jon.us• ~ wliicli you f ourul in tlie 9{jt{De 1{pom if you a.nsweretl 
all four of tlie rilftfks. ry'"ou liave to clioose wliicli you want to ~n 
6ecause tliere is onCy one ~I If you fearnetl a spe([ to Coot tlirou,gn 
tioors a.rul walls, you can cliect ea.cli of tlie rooms 6ef ore you clioose. 
.$1notlier wt is to save tlie aame at tnis pcnnt, ao in arul "Pen one 
tloor, tft.en restart tne aame antl "Pen tft.e otft.er one to fintl out 
wliat s in 6otli of tliem. 

!finally, tfqwn, a.notlier fona corritlor, you 1l ctime to a room wi.tn 
a sinafe pit arul anotlier item of armor. Continuina on, you 'fI come 
to tne stairs tl<nJJn to Leve( Seven. !R.Jalit at tft.e stairs, you'(( also 
firul anotlier .$1(ta.r of 'J/I wliicli you sliou.Ctf reco9nize 6y now as a.n 
omen of wliat s to come! 
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£e11e{ Se11en -- 'The 'Tom6 of tlie !firestaff 

D ms IS Jt very important u11t,' fut you'{{ fintl most of it 
is dosetf to you a.t first. If you use tk ~ 1'\l!J you've 
6un ,guartline to open tk sliimmerina tloor, you ca.n .only 

go a. fittu way 6ef ore 6eina stoppetf 6y a.not/Ur tfoor. Cliect on tk 
waU for a. switcli tlia.t wiJ[ reveal a. scro{[ temng you to go tfeeper 
into tlU 'Dunaeon to fin4 tk rest of tk qys. 

(joing 6a.ct near tk stairs, you'{[ fintl two scrolfs. One te{{s 
you Ii.ow to ma.~ !{ire6a.[{s a.ntf a. !fire Sliieltl, a.ntf tk otkr te{{s 
fww to cast L iglit a.ntf 'Da.rtness. Just 6eyontf a.re tk stairs tfown 
to Level 'Eiglit. 

'Iliings get a. fittu complicatetf 6eca.use you neetf to travel tfeep 
into tlU 'DUnaeon 6efore you ca.n return a.ntf compute tliis Level. It 
miglit 6e a. gootf itfea. to skjp to Level 'Eiglit 6ef ore rea.tfina a.6out 
tk rest of tliis Level. 

Once you 've recoveretf a.{[ tk !l{,Jil 1'\lys from tk otkr Levefs 
a.ntf gotten tk !Master ~ey from Level 12, !JOU re rea.tfy to go 6a.ct 
into Level Seven. · 

'Usina your ~ 1'\lys, open tk sliimmerina tfoors 6locfjng your 
passage, tkn procutf on tfown tk lone corritfor into tk area. witli 
four itfentica.l tfoors. (joing past tliese tfoors witli turquoise locK§, 
you'{[ come to tk 'Wi.za.rtf 's worK§liop. 'Tliere 's a. warning a.6out 
tlU ptnJJer containetf witliin, enara.vetf on tk waU nei(t to tlU tfoor. 
'I1ie !/(p.6y ~!J will a.tlmit you to tk worK§liop, wkre you '(l fintl 
many scro[{s uft 6y tk 'Wiza.rt! to klp you tfisc01Jt,r tk troe goal 
of your qiust. 'Wliik written in a.n o6scu.re fasliion, tk scroUs gi11t, 
cftus to Wfia.t .t/OU tfo witfi tfU riresta.ff once _t/OU foul it. 

!fu.rt/ier into tk worK§liop, you fintl alcoves witli supplies a.ntf 
a. closet! tfoor. Openina tk tfoor, you tfiscover a. room witli a.notlier 
scro{[ a.ntf a. pik of aslies in a. nick. Investigate tk aslies to fintl 
sometliina valua.6u. 9{/.i(t to tk nick looijor a. 6utton ua.tline to 
a. liitftfen room witli more scroUs a.ntf a.notlier important f:.tg. 

Jts you go 6a.ct into tk worK§liop, etta.mine tk waU for a.n­
ot/Ur tiny 6utton. '11iis wiJ[ open a. secret tfoor out of tk wor~ 
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sfiop, feading to a. li.itftfen staircase tlia.t wi([ t~ you tlirectly tfowri\~ 
to tlie 'Da.rtLortf's uflt,[. !for TU1UJ tliougli, if you go 6a.ctout into 
tlie ma.in corritfor of tliis uvel you ca.n investigate tk 'Turquoise 
tfoors. Once a.ea.in, its a. case of four tfoors a.ntf only one f:.tg. Some 
of tk items a.re more valua.6u tlia.n otliers, so clioose wisely, tkn 
open one of tk tfoors a.ntf da.im your gootlies. 

!from tliere you ca.n go tfown tk open liaUwa.ys lea.time off tlie 
ma.in corritlor. 'Down one, you'([ come to a. sliimmerina tfoor wliicli 

· · ·- ca.n 't 6e openetf. If you peet tlirougli it, you'll su tlie !{iresta.ff 
lying in its tom6. 'Down tk otkr liaUwa.y is a. sliimmerina tfoor 
tlia.t 'DO'£S open, to reveal tliis uvels pa.rticula.r 6ra.ntf of monster, 
tlie Stone (jofems. 'Tliese a.re (jia.nt creatures wieltling liuge stone 
cfu6s. 'Tliey a.re rJery slow a.ntf tfon 't liit you often, 6ut wkn tliey 
tfo, you wisli tliey lia.tfn 't! It'{[ ta.~ many top uve[ !{ire6a.[{s a.ntf 
Liglitning spe[{s to fj[l tliese creatures. If you lia.ve a.ny !{ruze 
Life clia.rges or 60~ uft, you ca.n fruze tliese giants in tlie tfoor­
way wliik 6otli you a.ntf tk tfoor 6a.na a.way a.t tliem. !f ortuna.tely, 
wkn you kj/1 tk first Stone (joum, you'{[ fintl a. (jrun !Magical 
!80tt to klp you t~ ea.re of tlie S'ECaJ./!P 6eliintf tk nei(t sliim­
merina tfoor. Jitfter' tlefta.fina tliis secontf giant, you'([ fintl two use­
ful potions a.ntf one of tlie 6est weapons in tlie entire game. 

'11iis only ua.ves gettina tk !{irestaff itself for tlii.s uvel. 'lJe­
f ore you go in after it, ma.~ sure you lia.ve a.{[ tk equipment you 
tliintyou re fi~{y to neetf for tk rest of tlie game. (jet ritl of tk 
"wimpy· 'UJea.pons fi~ poison tfa.rts a.ntf tlirowina stars if you lia.ve 
not afrea.tf_q tfone so. '11iose wiJ[ 6e fi~ mosquito 6ites to tk crea­
tures !JOU re a.fJout to mutf 'lJe sure !JOU Ii.a.Ve punty of footf a.ntf 
water, a.ntf ~ as many coins as you ca.n. Once you energize tlie 
%-estaff f.t!i.tli tlie PtnJJer (jem, aU tlU uvefs a.6ove tlie 'Da.rk,Lortf's 
LerJel 13 wiJ[ 6e sea.Cea off, so !JOU lia.ve to lia.ve everytliing !JOU re 
goi.na to neetl to compute tlie game! 

!1(,tu.rning to tlie ma.in corritlor, you fintl one Ca.st sliimmering 
tfoor witli a. qyliou for a. ~ ~!/· Jitfter opening it wi.tli tlie ~!J 
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you fount! in tlie 'Wizartls wor/q/Wp, you'{[ foul yourself in a series 
of forte, twisti"IJ con-Ufors. J(t tlie center of tlie Le1Je{ Gu tlie ![in­
staff, guartktf 6y a pair of Stone (jofems. 'I/iey won't attactyou 
untif you taKJ tlie ![irestaff, so open tlie tfoor to tlie 'Tom.6 of tlie 
![irestaff, rusli in, taKJ it ant! get out ![Af'!'I ry"ou tfon 't nave to 
/i:i{{ tlie . (jofems, ant! t/iey are so sW'lll t/iey 'fI ne'lJU catcli you as forte 
as you tfon 't get {ost. '11ie fast tfiing you want to tfo is get santf­
wic/ietf 6etwun tfiose fiuae stone dufis of tlieirsl 

ry"ou can run 6act out to tlie ma.in corritfor witli tlie ![irestaff, 
ant! into tlie 'Wi.zartf s worK§fiop, secure in tlie tnowfetfge tlie (jof­
ems won't 6e a6fe to catcli you. If you nave any reason to return 
to tlii.s {eve{ tfiouali, you 't{ 6etter K&ep a sliarp watcfi for tlieml 

!from tlie 'Wizartl's wor/(Jfiop, you can go out tlie secret pas­
sageway to tlie feft of tlie far wall from tlie entrance. 'Before you 
go too far tfown tlie fona passageway, spent! some time cfose{y e~­
amining tfie waf{s for a tiny 6utton. 'Wfien you fintl it, retrace 
your steps to tlie fiitUfe.n room, ant! get tlie 'Wi.naetf 1(,,y .wfiicli will 
open tlie tfoor at tlie 60ttom of tlie "s~feton 1\f,y Stairs'. 

Proceetlina on afong tlie Cong corritfor from tlie wor/(Jfiop, you 
pass tli.rougli a farger room, ant! stop at a slii.mmerina tfoor. ry"ou '{[ 
Ii.ave to fie/it one fast Stone (jofem 6efore you can feave tlii.s fevel 

Jilt tlie entf of tlii.s tunne{ is a stairway paralkfina tlie "s~feton 
1(,,y Stairs,• 6ut opens onfy on Leve{ 13, tfie 'DartLortf's L evel 
'Watcli as you tfecentf 6ecause tliere is a liitUfen tfoor cross-connec­
tina to tlie "s~feton 1(,,y Stairs' allowina you 6actinto tlie Levefs 
6e{UUJ Leve{ 'F.iglit. 

ry"ou won't 6e reatfy to fig/it tfie 'DartLortf yet, so tfie 6est 
course of action is to s~ Leve{ 13 ant! procutf tlown tfie "s~feton 
1(,,y Stairs' to Levef 14. Just {iKJ stepping into a 'Transporter 
!['uftl, zooooom alieatf to tlie section on Leve{ 141 
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Le'lJe{ 'Eignt -- 'I'fie Jf.rena 
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U !JlIS LJ(1({j'F. CY.PE'J{, area is one of tfie most confasinj'f 
ant! tkatf{y areas you'{{ encounter, ant! is pro6a6{y tfie 
most tkvious trap in tlie 'Dunaeon. !}{pt on{y is tlii.s area 

popufa.tetf 6y 6aruls of tka.tfly monsters, 6ut tfiere is a continual 
6arrage of ![ire6a{fs, seeming{y from every tlirection. 'J{.ow you 
K;rwuJ wfiy tliere was an J.il{tar of 'JlI 6act on Leve{ Si;d 

'I/iere 's onfy one new creature /iere, 6ut fie 's a very annoying 
one. '11ie fitt fe Bioafina '11iief steafs tlii.nas rig/it out of your ~y 
Ii.ant! ant! tlisappears witli tliem. !Jle won 't injure your party, 6ut 
lie miglit steaf sometlii"IJ important, ant! you '{[ Ii.ave to cliase fiim to 
get it 6act, ant! runni.ntJ arountf on tlii.s Levef couU! 6e tfanaerousl 

If you tfon 't Ii.oft{ anytliing in your cnaracters ' !l(Jatfy naruls 
wliife you 're on tfiis Leve{, tfie '11iief won't 6e a6fe to steaf any­
tliing ant! wi{{ just stantf arountf gigg{ing untif you wliact liim 
witli a swortl, or roast liim witli a {UUJ-fevef ![ire6all. 

'11ie otlier creatures on tliis Leve{ are rovina 6antfs of S~fetons, 
!Mummies ant! 'Bans/iees. S~fetons ant! !Mummies are fiaru{{u[ witli 
norm.a{ weapons or ![ire6af{s, 6ut tfie 'Bans/iees can 't 6e Ii.it witli 
ortlinary weapons. 'To fj{{ tliese W,on-!Materia{ 'Beings,• you'{{ 
eitlier nut! to use a ma.gicaf spefl or a speciaf weapon. Some Staffs 
Ii.ave a "Dispe{(" function wliicli will /i:i{{ tliem., 6ut tlie 6est answer 
is to use tlie 'Jlorpaf 'Bfa.tks. 'I/iese ma.gicaf weapons lii.t creatures 
tliat norm.a{ weapons just pass tli.rougli tloina no liann. 

J.it gootf 6attfe teclinilpu, wliicli wouU! 6e usefaf liere if not for 
tlie '11iieves, is to ~ your 'Jlorpaf Swortfs in your ~atfy' liantfs, 
wliife your norm.a{ weapons are in your "J.ilction' liantfs. '11iis ma~ 
it easy to switcli weapons, tlepentfi"B on wliat creature is attacfj"B 
you. On tfiis Leve{ tliougli, you tfon 't want to Ii.ave anytliing in 
your ~atfy' liantfs to avoitl liafJina tfiose items stofen. J.it gootf sof­
ution to tlii.s pro6fem is to Ii.ave tlie Cliampions in tlie 6actfio{t{ tlie 
'Jlorpa{ 'Bfa.tks in tfieir "J.ilction • liantfs. 'F.ven tliougli t/iey won't 6e 
a6{e to use tliem in 6att fe, you can easify e~cnange tliem for tlie 
Weapons tlie front two Cnampions are fio(i{ina if tfie party is at-
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ta.c~tf 6y a '.Bansliu. '11iis teclinique requires tlie party supp{y Ggnt 
6y magic, antl not 6y a torcli. If a 'l'liief steaCs tlie torcn out of 
your 1(Ja.tfy lia.ntl, t!Ungs coultf get aiefully tfa.rtawfally quicK.{y! 

!Jlantf[ing tlie monsters on tliis Leve{ i.s onCy lialf tlie 6attfe. 
~ou '{{nut! to fintl a way to controC tlie D(JJTage of !f'ire6al!s to sur­
vi1Je Wrie enougli to ei\PCore tlii.s Level ..st map of tlie Leve{ will re-
1Jea{ tlie devious trap of tlie ~ire6al!s, frut e1Jen wi.tnout a map, you 
sn.oultf notice tlie '.B{ue. ~ieCtis on tliis Leve{ aren't transpurters, out 
"spinners· turning anytliing entering tliem oy 90 degrees. If you 
can tum off tlie first Spinner, you 6reat tlie cnain 6y wliicli tlie 
~ire6aUs criss-cross tlie open areas. 'Try ei\P{oring tlie wal!s to tlie 
9-{prtli of tlie stairU!ay you enter tlii.s Leve{ from. 

'.Because tlii.s Leve{ i.s most{y one Carge room, it i.s very easy to 
get tli.sorientetf. 'l'lii.s is especia[{y trou6Cesome wlien your party i.s 
6atf{y injure{ ant! you neetf to run 6act up tlie stairs to Leve{ 
Seven to rest! 'To lie{p you fintl tlie stairs more easily, you can use 
tlie oU! "!JlanseC antl qreter trict of fe.aving a traiC on tlie fCoor. 'Use 
oU! scro«s, swortfs antl sliie{tfs from S~Cetons you ve fj[fe.tf, any­
tliing n.antly. Start at tlie stairs antl tfrop items out into tlie mitftffe. 

of tlie room, tlien wlien you 're 6eing cliasetf 6y '.Bansliees antl !Mum­
mies, you can fintl your way 6act6y fo{{owi.ng tlie trail 

'Iliere are quite a few liUUfen tfoors antl rooms czWne tlie etfges of 
tlii.s room witli many vaCuaofe. items, so 6e carefal in your searcli. 
'l'liere is one particufa.r{y tlifficuCt area tfown a Cong corrUlor wliicn 
seems to go forever. 'Try stopping antl turning arountl every few 
steps to see if anytliing is nappening 6eliintl you, antl count your 
steps. ~ou run into some nasty S~fe.tons, out tlie rewartf i.s wortn 
tlie tfanger. 

In tlie sliort corritlor wliicli snoots tlie ~ireoal!s, you'{{ tfisc01Jer 
a Cliest. get it antl get out quic~y 6ecause tlie ![ireoaUs will con­
tinue to 6e foetl at intervah, even if tliey re not 6eing reflectetl any 
Conger. Inside tlie cliest i.s tlie first of tlie S~fe.ton 1\Jys. 'l'liese 

;7., ~ys 'UJi.{{ open a liitlden tfoor on eacli Ceve{ tfown from liere, antl 
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give access to an 'Ei\J'Tess Sta1TT.IXIY 6etween fe.ve!s. 'Iliese "s~CetOTi?~ 
1\Jy Stairs· wi.U aUow you to quic~y 6ypass tlie otlier Ceve!s, antl 
return to Leve{ 'Eiglit. ~rom tliere, you can get 6act to Leve{ 
Se1Jen antl use tlie Screamer Snortcut to get 6act to tlie foo4 supp{y. 
'l1ie ~ynofes for tlie "s~ton 1\Jys• will 6e oDvious. 

'To enter tlie corri4or wliere tlie S~fe.ton XJy can 6e use{, you'{[ 
first M1Je to fintl tlie S o{itf 1\Jy out in tlie open in tlie ..strena, near 
a rountl'grating. 'Try to ~ep tlie fe.ve{ of iUumination lii.gli on tlii.s 
Leve{, 6ecause you coultf easily miss tlii.s qg otlierwise. 

'Wlien you fintl tlie place on tlie wa([ to use tlie S~fe.ton XJy, a 
sec~on of tlie wa{{ wi{{ open antl give you access to tlie 'Ei\J'TesS 
Sta11"l1Jay. ~ou can go tfown tliese stairs aU tlie way to tlie 6ottom 
Leve{ of tlie 'Dungeon, out you won't 6e a6{e to get out to any of 
tlie LeveCs. '11ie tfoors to tlie stairs are on{y openetl 6y firuling tlie 
S~fe.ton 1\Jy on eacli Leve{ antl opening it from insUfe tlie Level 

~or now, just return to tlie norma{ stairs tfown to tlie nei(t 
Level near tlie top of tlie S~fe.ton 1\Jy Stairs. '.Be we{[ restetf antl 
lieaCtfiy 6ef ore you procutf! 
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Le'lJe{ !1{j,ne -- 'Ifie !l{pt Le'lJe{ 

!}{'£, ?{,J'IM'E O!f tms feve( te(fs it a((. 'Wliife tliere are 
several new monsters introtfucetf on tliis feve(, tlie worst 
of tliem are tlie (jiant !/(Jits. 'IIUy are ei(f;reme(y tou9/i 

antf quite nasty. It'(( taq several liigliest feve( ![ire6al(s to roast 
oru, tlien you '(( fini out just wliere a(( tli.ose ·'Drumsticq •you've 

ken eatintJ ~L'Y come from! . , . . 
Jifs you tfecentf tlie stairs from Levd 'Ei91it, you '/I 6e in a faufg 

sma.(( area of tunrufs witli no apparent way out. 'IIUre are !/(Jits 
tliere, so 6e prepare/ to fi91it! Lucfj(y, tliere s a room witli a cfose­
a6fe tfoor to recuperate if necessary. In tliis room is a scro([ tea.cli­
ina you to tlir<ntJ Liglitning '.Bo(ts. It ·mi9lit 6e 9ootf to spentf some 
time pra.cticintf tlie speU untif your MQ.fjic 'Users ~ cast i~ re_Ci.aD(y. 

Searclii.ng tlie wal(s in tlie smaa area of corritiors.you re in, ~OU 
fini a tunruf witli a riJU{{e inscri6etf on tlie wall, asking "'Wlien is a 
!l(pc/(not a !R.Jx.if '11ii.nf\..a6out wliat tlie ritUUe is written on an4 
wliat you coultf tfo if it reaay wasn i tliere, if it was an iUusion in­
steatf. 'Tlien "6ump your lieaa in tlie area untif you fini a way out 
ef~tu~C. . 

On tlie otlier sitfe, if you tum feft, you eventua.{{y run into a 
tkatf-ent!. 'Tliere is a lii.tftfen room witli tlie 6utton very we(( lii.tftfen 
near6y. !/{f.mem6er to watcli for tlie tiniest tktai!s! In tliis area, 
you '((run into tlie ne~ ef tlie new creatures on tliis Leve(, a uttfe 
liootfetf "'Wizar/.• 'Iliese Cittfe peopfe 'ClJi{{ atta.c/(you witli ma.9icaf 
spe[(s 6ut are fair(y easy to Kj{[. . 

Past wliere you enteretf tliis corritfor, you'(( sutftfen(y fina 
yourself tumetf arountf antf lieatfin[/ 6acl( tlie way you just came. If 
you stiU liave your compass, you'(( su wliat s ~ening. If not, try 
tlirowing sometliintf antf su wliat liappens. In eitlier case, tlie only 
way to 9et alieatf is to procutf 6ac/(:plartf.s. 

.!Arountf tlie corrur is a water fountain, tlie first oru you've sun 
for several Levels. !l{r.fi(( your watersK;jns antf ffasq n<ntl if you 
ruetf to 6ecause it s 9oin9 to 6e a Cong tfrg tret !/{f.mem6er you can 
always tfucl(out tlie ".sqfeton XJy Stairs" antf tfa.sli 6a.cl(up if you 
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nutf f ootf or water, 6ut it saves time if you can carry enou91i witfi''~ 
you. 

'You'(( 6e runnin9 into tlie tliira new monster a6out n<ntJ, a 
strange crustacean-uq creature . .!Avoitf its stin9, 6ut it sliouU!n 't 
6e too liara to Kj[[. 

'IIUre s a liitftfen room near tlie top ef a far9e open area wliicli 
contains a very vafua6fe weapon, even tliou91i it may not fool((~ 
oru wlien you su it. 'Tlie Storm!l(jng 'ClJi{{ 6e useful fa.ter on, so try 
to conserve its Cimitetf cliar9u if you can. Just past tliis area is an­
otlier of tlie 'Dungeons tricl(y pu.zzfes. '11iis one 'ClJi{{ require a Cot 
ef stair c(im6ing to so(ve. 'You'(( encounter a dosetf iron pate tfoor 
wi.tli a fever 6uitfe it antf a cliest 6elii.ntf it. Insteatf ef opening tlie 
tfoor a(( tlie fever tfoes is to open a pit untfer tlie cliut. 'l1U cliest 
faffs tlirou91i antf notliin9 else liappens. If you 6a.c~a.cl(a 6it, 
you'(( fini a silk corritlor witli a cfosea tfoor. {joi"IJ tfown tliat cor­
riaor, you '(( fini a stairway 9oin9 aown, 6ut otily into a sma(( 
room. In tlie room is tlie cliut wliicli fe(( tlirou91i containin9 a 
(jreen (jem, antf a scroU teUing you to "!Put tlie (jem '.Ba.et· 

!/{f.turnin9 to tlie Leve( a6ove, you'(( fini tliere is no way to 
open tlie iron pate tfoor to put tlie (jem Ea.et 'Ezy(orin9 fartlier, 
you'(( come to a stairway featfing up. !At tlie top ef tlie stairs is a 
sma.U area of tunnels containi.ng a lii.tftfen room antf a pit at tlie entf 
ef one corritlor. If you were o6seroant 6y tlie iron pate tfoor you'(( 
liave noticea a pit in tlie ceiling airect(y over wliere tlie (jrun (jem 
neetf.s to 6e p(acei. P{op! 

!/{f.turning aown tlie stairs, you sliouU! n<ntl fini tlie tfoor open. 
Just 6eyontf tlie tfoor tliere is a musa9e on tlie wa([, "'Wliat 'Was 
Once 'llntlerf oot, Is 'J{pw OVerlieai. • '11iis is a very tfan9erous area 
6ecause just arourUf tlie corner is a witU corritlor witli two rows of 
sma(( f ootpfa.tes on tlie fwor. 'Iliese tritJBer !{ire6a(( Cannons aimea 
tlown tlie corritlor wliere you re stantfing! 'You can tfotf9e from silk 
to sitfe, 6ut 6ecause you re runnin9 ri9lit into tlie cannons, you re 
6ou1U{ to 9et lii.t several times. 
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ry"ou can use !f"iresliUltf ma.oic spe([s or tk ~iresliief4 .function of 
a ma,gic want! to protect your party a fittfe, ant! tliere s one otlier 
tliina you can try too. 'Tlie floorpfates, once tritJBeret!, can 6e lieUl 
tfown ant! won't ma~ tlie cannon fire a9ain unkss you step off 
ant! 6ac~ on a9ain. If you can tlirow some unwa.ntetf o6jects tfuuJn 
tlie /ia[[, tlien tfuc~ 6ac~ 6ef ore tlie fire6a(( Ii.its, tlie ffoorpfate tlie 
o6ject fantfs on flJi{( 6e effictive{g tfeactivatetf. 1fave tlie we~t 
of your Cliampions as Leatfer so tlie o6jects tfon 't 90 too far. ~or 
tlie closest floorpfates you can just tlrop sometfiina on tkm ant! run 
6ac~aroun4 tlie corner. 

!}{ave your 'Weapons reatfy 6ecause it s UKG{g you '{[ liave to fiBlit 
wlien you fina((y 9et to tlie otlier entf of tlie corritfor. ry"our Cliam­
pions flJi{( pro6a6{g 6e pretty we~after all tliis, so trg to fintl a 
quid corner to rest anti lieal tliem. 

'To tlie left of tlie ~ire6all Cannons, you eventually liit a tfeatf­
ent!, 6ut t!Ure are verg valua6fe tliinas tfown tliis way. 'Tliere '([ 6e 
a rope usetf to cum.b tfown into pits, wliicli can come in liantfy, anti 
some foot!. 'Iliis is also w/Ure you'(( fintl some Cor6omite, a mater­
ial witli an interestina property. ~amine tliis item dose{y so you 
tfon 't over{oa.tf tlie cliaracter wlio lias to carry it. '.Beliinti a liitftfen 
tfoor is a uttfe 'Wi.zartf wlio flJi{( tfrop sometliina interestin9 wlien 
you fj(( liim. '..Be sure to {isten carefully! 

'.Bac~past tlie ~ire6a{{ Cannons, tliere is eventual{y a dosetf 
tfoor witli a niclie outsitfe it. On tlie otlier sitfe of tlie corritfor is 
tlie me..ssa9e "£i9liter tlian a ~eatlier. • 'To open tlie tfoor, you must 
put sometliin9 you liave into tlie niclie, sometliin9 {itera((y fi9liter 
tlian a feat/Ur. 

!R.falit at tlie entf of tliis Leve{, is a scro(( te{fin9 you liow to 
cast a spe(( to allow you to see tlirou91i so{itf tfoors anti walls ant! -
anotlier !R.Pf. 'l(Jy. !A.ISo, tliere s one more water fountain ri.9/it liere. 
If you f ountf tlie SKGfeton 'l(Jy for tliis feve{, tlie KGyliofe is on 6e­
yon4 tlie stairs tfuuJn to tlie nei(t Level 
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0 H!F. P'UZZL'FS S'T.M(Sr riglit at tlie foot of tk stairs i~'1 
tliis Level !A. messa9e on tlie wall 'UJarnS you io !Beuure 
My 'T'Ulistea Hu.mor, 'Tlie 1Jeceiver, 'Tlie SnaKG. • Just out­

sUfe tlie sliort tunne{ is a room t{;.vitfetf witli 6itJ 6focK§. If you just 
stri~ off straialit alieat!, you'{[ tfiscover t!Ure are invisi6fe 'Trans­
porters 6etflJUn tlie 6focK§ sen&na you 6ac~ to wliere you startetf. 

'Tlie due to 9ettin9 tlirou9/i tliis area isssss in tlie messssssa9e 
on tlie wa{{. 'Ifie patli you must follow wintfsssss arountf tlie 6{ocK§ 
in a tfefinite S-ssssliape. Of course, to ma~ tliin9s more 
interesti7lJI, tliis area is also popufatetf 6y '..Beliotifers, so you'(( liave 
to 6e careful a6out retreatina. ry"ou coult! easi{y 6ac~up into one of 
tk invisi6fe 'Transporters ant! 9et zappetf 6ac~ to tlie 6e,ginnina. 

Once you 9et tlirou9/i tlie 6{ocK§, you'{[ 6e presentetf witli two 
tfoors, one ~y ant! a messa9e invitin9 you to ·clioose !A. 'Door.• 
!J£ere s a 9ootf pface to fintl out wliat putti7lJI a coin in your "!A.ction 
!}{and" aoes 6ecause tit/Ur tfoor flJi{( tfo. '..Botti tfoors eventually feat! 
to tlie same pface, tlie onfy tlifftrence is tlie monsters you encounter 
afona tlie way. Loo~carefully 6etwun tk tfoors to finti tlie KGY· 

ry"ou '{[ liave to fintl a f&y wliicli unfocK§ tlie tfoor at tlie entf of 
tlie t'Ulistin9 cOn:itfors, ant! t!Un you '{[come to one of tlie most fan 
areas of tlie entire 'Dunaeon! 'Tlie Zoooom ~ooom lias a series of 
floorp{ates transportin9 you arountf ant! arountf ant! arountf. 'To 
9et off safe(g, turn your party to tlie ri.9/it so you can count tlie 
num6er of steps it ta~ to 90 arountf once, t!Un count off steps so 
you can jump off at tlie e~t into tlie ne~t corri.tf or. If you 're 
temptetf to try jumpina off at t!U sitfe room witli some o6jects in it, 
6e carefa[I If you miss ant! fall into tlie 'Transporter ~ieUl t!Ure, 
you 1l liave to start tliis Leve{ all over! 

Once you 're past tlie Zoooom room, you'{{ come to a tfoor 
outsitle a far9e open room. 'Wlien 9ou 90 tlirou9/i tlie tfoor, 9ou '(( 
liave to fiBlit your way alo11fJ tlie wa{[. '£~amine t!U wa(( carefully, 
6ecause t!Ure is a valua6fe U!eapon in a liidaen room. 'l'fiere flJi{( 6e 
a Veri.ta6fe liortfe of monsters waitin9 for you in tlie rest of tliis 
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room, Du.t tli.ey won't come f orwartf past a certain. point, so you can 
fa[[ 6acl ant! rest if you nut! to. '11iis feve{ wifl introt!uce you to 
tlie Scorpions, wlW are ei(treme{g liart! to kill ant! lia.ve a poisonous 
stin9. ry'"ou may lia.ve met one afreatfy wfien you ·cliose a 'Door,· 
ant! tliere are a few in tliis area, 6ut tliese are tfie ·weal sister· 
Scorpions. ry'"ou '({meet tfie !R..'Pt.£ troops Cater on in tliis Leve{. 

.Jtt tfie entrance to tliis far9e room, tliere 's a {ar9e ret! cross­
slia.pet! 6utton on tlie waf{. Later on, you'{{ t!iscOfler a matcliin9 
Du.tton activatin9 a 'Transporter 6etween tfie two areas. <join.9 on -· ,. 
t!tntJn tfie narrow corrUlor, you'({ mtftknly tliscover tliis Leve{ is in­
ftstetl wi.tli 'Iliieves, so ta.kl tfie appropriate measures to insure tli.ey 
{on 't steaf anyt/iin9. It's 9ootf to /ia.ve one of your party qep a 
(qw.(eve( ![ire6af[ reatfy just to tfea{ wi.tli tliese fi.ttfe monsters. 

'.Be ei(treme{g ofuervant in tliis area, 6ecause tliere are some liitf­

tfe n rooms wfiicfi are openet! 6y 6uttons on tlie wa{{s. ry'°ou may 
lia.ve to t!o some 6acK,tracK.ino to fintl out wlia.t a particufar 6u.tton 
t!oes . .Jtfso, 6e sure to cliecK.Jor liitftfen rooms insitU liitftfen rooms! 

'Eventuaf{y you'{{ come out to a fair{g farae area wi.tli two open 
t!oors. ry'"ou fount! wliere af[ tliose Scorpions lia.ve 6een comina from! 
If you can, dose tfie t!oors quicK.(y ant! rest your party for tfie com­
ino e~on. '11ie Scorpions re9enerate in tfie area 6eliintl tfie t!oors, 
so it's no use tryino to fiBFit tfiem. .Jt 6etter clWice is run tlirou9li 
tlieir t!omain as quicK.{y as you can, fintl tfie two t!oors on tfie otlier 
sitfe wfiicli are a!so stantfin9 open ant! dose tliem too. '11iis is a 
'llE!R!)" 900{ pface to save tfie 9ame &fore runnino tliis 9auntfet! 

'Even if you tfo mana9e to 9et tfirou9fi tfie Scorpion territory 
ant! dose tfie t!oors on tfie far sitU, you'{{ pro6a.6{g fintl tlia.t some 
of tfiem lia.ve spi{{etf out into tfie area 6eyontl. It'{{ taq a{{ your 
ma.9ic ant! tlien some on tfiese creatures, so you neetf to fintl some­
wfiere to rest. 'Iliere is no safe refa9e in tfi.is area. 1<.Jin t!tnun tfie 
stairs to tfie ne~ Leve{ ant! rest to re9ain your !Jfeaftfi. ~ist tfie 
ur9e to 90 e:rpforin9 tfie new Leve{ untif you 've finisliet! e:rpforino 
tfie rest of tfie ScorpUm. Leve{. 
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'ff/lien you've re9ainetf your strenot!i, 90 6acl up ant! searcli ~i~ 
any remainin9 Scorpions ant! tfea{ witli tliem. ry'"ou may lia.ve to 
t!ucl 6acl t!tnun tfie stairs a few times 6ef ore tlie corri.tfors are cfear. 
Once it's safe to move arountl s{qw{y, e:rpfore tliis area verg carefui­
(y . .Jt very vafua.6fe weapon is liitftfen fiere as we{{ as tlie Sqfeton 
~for tliis Leve{ a.nt! otfier items you'({ nut!. One room contains 
tlie {ar9e retf cross-sliapetf 6utton activatin9 tlie 'Transporter 
z,appi.no you 6aclpast tfie Scorpion's fair. 

'llnf ortunate(y, after searcfiino c{i{itJent(y, you'{{ tfiscover tfie en­
trance to tlie Sqfeton ~y Stairs {its 6aclinsitfe tlie area you 
sfammetf tlie tfoors on, ant! if you want to open tlie tfoor to tliose 
stairs on tliis Leve{, you'{{ lia.ve to 90 6aclin tliere. 

Once a9ain, tlie twistetf ma.9ic of tlie 'Dun9eon presents itself, 
for tfie Scorpions Ii.ave clia.noetf into poups of !Belioftfers, wliicli pop 
into e~tence ri9lit 6ef ore your eyes, as you try to maq your way 
6acl tlirou9fi tlie cfoset!-off area. '.Befioftfers afso Ii.ave tlie unset­
tfi.no a.6ifi.ty to open tlie t!oors 6etween you a.nt! tliem! 

.Jtfter you've f ou91it your way tlirou,gli to tfie Sqfeton '1(.eyliofe, 
you lia.ve to return to tfie reaufar sta.irwa.y t!tntJn to tlie ne~ Leve! 
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Le'lJe( '£(e'lJen .... 'Ifie C(oc~e ~oom 

D 
9l1S L'E'VEL· P'.R,'J:S'E'Jl'IS wfiat is pro6a6(y tlie strang­
est Puzz{e in. tlie entire 'Dun9eon.. 'Ifie circular track.. 
you fintl yourself in. wlien you t!ecentl tlie stairs from 

Leve{ '!'en. clianges as you move arountl a.n4 arountl tlie corrUlor. Jt 
messaae on. tlie wa{{ te!Cs you to "Tum '.Ba.ck.: anti anotlier simp!y 
says ·cf«.K:Jdse. • . 

'Ifiere IS a patli straiolit tlirouali tliis un.usuai maze, 6ut if you 
foul it, you'{[ never su wliere you re 9oing. One of tlie ~Cl.J!es on. 
tlie waa fii1Jes a due, 6ut it's not tlie o61Jious one, anti ~t isn. t ~ay­
ing wfiat you may tliin.k._it is. !l{f.mem6er, many <JI tlie mscnptwns 
on. tlie waJ!s were £eft tliere 6y Lora Clia.os to misfea.i you. Otlier­
wise, you'{[ fiave to mmJe f orwara anti 6a.c/f.;:pJat'tfs, ~otli C!oc~e 
anti Coun.terc!ocfi:Iuise to 9et out of tliis ma.in.ess. 'Different o6jects 
wiJ{ appear in. tlie corners of tliis room, 6ut fea1Je tliem a!on.e to 
ma.rk.,your proaress or !ack._ of pro9ress. 'Witli few e~ception.s, none 
of tliese items are 1Jety 1Ja!ua6fe. X!ep a sfiarp watcli out for a Kly 
in. one of tlie corners, tliou91i. One /qy wi1! open tlie iro~ arate 
aoor you'{[ foul, anti anotlier wiJ{ un.!ock._your passa9e out into tlie 

rest of tliis Le1Je!. , . 
Once you '1Je escapea from tlie C!ock;pJise 1{/Jom, YC:U '{{ firul_ to 

your rig/it a {ong corritfor eniing at a c!osea aoor. Insitfe, you fin.i 
tlie waU perforate/ witli ominous !oo{Qng liofes, an.i at tlie entl of 
tlie tun.n.e!, a niclie witli tlie "'Diamon.i 'Ei9e. swora in it. 'We!come 
to tlie 'Dungeon's gas cfiam6err 'Wlien. you pick.. up tlie. swort!, tlie 
trap is sprung. Poison. 9as comes pouring out tlie liofes in tlie walCs 
an.i poison tlarts fire out tlie s!ots. If you tu": anti ~CiruUy ~n 
6a.ck._ towara tfie tfuor, it S aou6tful your party wiJ{ surrJive to en.Joy 
tlie sworal 'Ifie answer is tfiat tlie trap is tri.BBerea 6y tlie presence 
of tlie swortl, not 6y your party. ry'" ou can m01Je safe!y as !ong as 
you re not lioU!ing tlie swort:l. 

'13a.ck.,past tlie e'(j.t from tlie C!ock;pJise 1{/Jom, tliere.s a.r~om 
witli anotlier ma.fiica! swort!, 'Ifie !fury. 'l'ry to conseroe its !imitea 
clia.raes for times wlien you reaUy n.eea tliem. 
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On fartlier, you'{[ come to a t!eai-en.t!, 6ut if you pause arou~ 
tlie corner from tlie entl of tlie corriilor, a FiitUfen. ioor will open, re­
vealing tlie SKlfeton. ~for tliis Leve!. 

'.Ba.ck., on. tlie ma.in. liaUway, you'{[ fi91it your way tlirou91i to a 
set of tliree tfuors witli <m1y one ·cross~· on. tlie floor in front of 
tliem. JVain it's a case of •t:et 's maKI a t!ea!. • Jt{[ tliru ioors even.­
tua!fy feaa to tlie same p!ace, 6ut ea.cli one con.cea.Cs iifferent aroups 
of monsters. !J{.o matter wliicli tfuor you clioose, you 1I run. into tliis 
LerJe!'s new creature, tlie 'Water 'Efementa!. 'Iliis 6!o6-{~ monster 
isn't stoppea 6y c!osea aoorsi it just oozes urufer tliem. One of tlie 
tliru aoors is re!ati1Je(y safei anotlier one in1Jites you to join tlie 
"C!u6/ anti tlie fast one is a Worn.et 's ~t. • In tliis case, a airect 
approa.cli may 6e 6est. 

'Wlien you 9et tlirou9/i tliis area, ~ep a watcli for 6uttons. 
'1/iere 's a li.Ufd'en room witli most of a set of ;f.rmor of Lyte, wliicli 
your warriors coult! use if tliey re strong en.ou9li to carry it. M01Jing 
on.wart!, you li4.1Je to fialit a sma.« swarm of 'Wasps, an.i at tlie far 
ent! of tlie corritlor, you'{[ fin.i a use for aU tliose coins you fount! 
on tliis Le1Je{ anti fia1Je 6een tfra99in9 arount! from otlier Le1JeCs. 
'1lie room at tlie entl of tlie liaUway is filka witli S!ot !Ma.cliines re­
veafine some very interesting an.i useful items. !for enouali coins to 
open tliem a{{, you may lia1Je to 90 tlirou9/i anotlier ·cross ~y· 
room, 6ut 6e careful. 

?fl,ar tliis room, an.i near tlie stairs aown to tlie n.e'(.t {eve{, is a 
wa{{ liiiing a pair of "'.Boots of Speet:l. ·It is wortli 6an9in.9 your 
lieai a9ainst tlie waa to fin.4 tliem. 'Down tlie corritlor is tlie fast 
puz;z{e on. tliis Le1Je{, a very essen.tia! one. 'Ifie so{ution is some­
tliing Slier!ock._!Jlo{mes woult! carry. !l{f.me1nfer liow you so!1Jea tlie 
puzzk in tlie •cfiam6ers of tlie qua.riian. • Once tlie liitltfen aoor is 
open.et!, step· on.to tlie floorpfates. 'Iliey will "zooom •you to a niclie 
on tlie waa lioU!ing tlie ·qy· to 1(.n.owfetf,ge. 

'11ie SKlfeton. ~/io{e is in tliis area, so you can. open. tlie FiitUfen. 
tfoor, tlien lieai 6a.ck._ to tlie stairs aown to tlie n.e'(.t Le1Je!. 
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Leve{ 'Iwe{ve -- 'Ine 1(.nignts Leve{ 

O'll !Jf.f1t'D Jt 6it of rest on tfie fast Leve{, now it s titM 
to get nasty again! 'Iliis Leve{ pits you against tfiree 

_ new monsters -- t!Wrougfify unpfeasant ones at tliat! 
Jils you enter tfie farge open room tfown tfie corrUlor, you'{[ fiear 

tfie a{[ too famifiar "dice as you step on tlie ffoorpfate at tfie en­
trance to tlie room. If you wantkr feft, you'{[ 6e OX.for a wliile, 

· 6ut if you go rig/it, you'{[ fearn a6rupt{y wliat tliat "dice tMant. 
'Wfien you tfo fa{[ tfirougli, not I!f 6ut ~ you'{{ Ii.ave to 

figlit your way past a Leve{ 'ITiirteen creature, tlie t.Bfacl!f{atM" or 
!fire 'EfetMntaf. 'Try a !{iresfiuftf antf use your 'Jlorpaf '.Btiuks. '.Be 
careful 6ecause tfiese creatures come alive again! 

Once you re transportetf 6acl to tfie entrance to tliat farge room, 
retMm6er tliings in tfie 'Dungeon are toggfetf on antf off hy tfie satM 
swi.tcfi or jloorpfate if you want to avoitf a repeat performance. 

Off to tlie Ceft are two rooms witli dosetf tfoors antf an open 
room wi.tfi a seafetf cliam6er in tfie center. 'TfW cliam6er opens once 
you pusfi a farge 6ricl in tfie wa{[, 6ut tliat tri99er isn't anywfiere 
near liere. ry"ou '{[Ii.ave to fool on. 

'Down a sitfe corritfor from tfie farge room, you '{[ tMet tfie first 
of tfie nasty creatures on tfiis fevel 'Iliese monsters, or "9.lateriaf­
iurs, •start out as a 6are{y visi6fe 6a{[ of 6{ue {igfit antf taKI sfuzpe 
as a spagfietti-{~ mass of tentacfes, tfien tfiey '{[start to fatk away 
again. 'Watcfi out 6ecause tfiey attacl witfi !fire6a1!s antf Poison 
C{outfs. 'Iliese nasties can only 6e fiit 6y norma{ weapons wfien 
faC{y materia{i.zetf so use your 'Jlorpa{ '.Bfatfes on tliem. Jtfso, fiit 
tliem witfi severaf liigfi-feve{ "'WeaKln ?{.on-9.lateriaf '.Beings" spe{{s 
to maKI tfiem easur to fQ£{. 'Iliese tfiings wi[{ sometimes attaclin 
pacK§ of four maf;:f:ng surviving an encounter a fittfe 6it tric{(y. 

Jt 6utton on tfie waf{ wi[{ open a fiitftfen tfoor af{owing access 
to some {ong corritfors. Jtt tfie entf of one of tfiese is most of a set 
of "'Dare· armor. '.Bacl tfirougfi a dosetf tfoor, you '{[come to a tfeatf­
entf to tlie Ceft. If .f/OU sfow{q turn arountf antf o6seroe carefuUq, 
you'{[ see a secret tfoor open. 'Iliere are sotM interesting items in 
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~~~it. 
tliis fiitftfen room, 6ut afso tfie secontf of tfie creatures on tfiis Level;'{'; 
tfie X.nigfits. 

'11iese X.ni.glits are magically ani.matetf suits of armor wieftfine a 
swortf in eacli Ii.ant!. 'Iliey can tfo e:ctretM tfamage to your party 
antf are quite aifficuft to fQ£{. '11ie 6est way to tfea{ witli tliese 6e­
fiemotfis is retreat tfirougfi a tfoorway, tfien use a magicaf 6o:c to 
freeze tliem untkr tlie tfoor wliife you antf tfie tfoor 6eat tfiem sense­
fess. !Jtlt tfiem witfi !fire6a1!s; liit tfiem witfi Ligfitni.ng. 'Use tlie 
'Diamontf 'Etfge swortf antf tlie !Jfartfefeave a:ce on tfiem. It may 
taKI severaf attack,t to iefeat tfiem. 

!furtlier tfown tlie corritfor, you'{{ cotM to a tfeatf-entf antf a 
wootfen tfoor you can't get open. '11ie 6utton wfiicfi opens tfiis tfoor 
is a consitfera6fe way across tfiis Level If you Jintf a farge o6vious 
6utton in tfie wa{[ wfiicli tfoesn 't seem to tfo anytliing, try coming 
6acl to tliis room. '11ie SKlfeton !l(r,y for tfiis Leve{ is insitfe, afong 
wi.tli some otfier items of interest antf two 9.£0'1{'!:, X.niglits! 

(joing way 6acl to tfie farge centraf room antf 6eyontf tfie room 
wi.tfi tfie liitftfen pits, you'{[ fin/ a room wi.tfi a farge, o6vious foose 
6rict Press it, tlien return to tfie farge centraf room. '11ie seafetf 
cfiam6er in tfie mitft!{e wi{[ 6e open, antf, not incitfenta{[y, tfiere '{[ 6e 
anotfier !l(Jiigfit wantkring arountf. Jtfter tfispatcliing tlie X.ni.gfit 
in tfiis room, go 6acl across tlie room witli tlie pits antf fin/ tlie 
room focKltf 6y a 'Topaz foct '11ie 1(Jiigfit in tliat room lias some­
tliing you'{[ nutl, so after (Qfling fiim, sift tfirougfi tfie wrecf;g.ge. 

Procutfing tfown tfie corritfors, open tfie tfoor sfiut hy tfie 'Emer­
aft:( focl to fin/ tfie fast of tfie !Rfl. !l(r,ys you'{{ neetf. Past tliat is 
tlie room witfi tfie 6utton wfiicli opens tfie focKltf room far 6acl on 
tlie otfier sitfe of tliis Level 

Jtfter' a fairfy Cong waft you;{[ come into tfie reafm of.tfie tliirtf 
monster on tfw Leve(, tfie (j.iant Spitfers. 'Ifiese can 6e /(:j{{etf witfi 
li.igli-feve{ !fire6af{s, 6ut tfiere are a LO'I of tfiem. !fortunate(y, 
tliere is an "Jnvisi6fe '.Barrier" tfiey won't cotM past. In tfiis area 
tliere '{[ afso 6e one fast pair of X.nigfits to 6e tfea{t witfi. '.Be care-
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fol not to eruf up "saruf wi.cliei" 6etween Spitfers wliicli may lia1Je 
'UJaruferet! into silk tunnels! 

'Wlien you !FDlALL'Y clear tliis area of SpUiers, you come upon 
a corritlor erufi.ne at a woot!en t!oor. In tliis case, tlie term 'D'Df.'J). 
ent! app{ks e;ureme{y fJJe{l. '.Beyoruf tliat tfoor is tlie Spitler !%gen­
eratUm ~om~ lnsitk are some interestinff items indut!ing a pair of 
'.Boots of Sput£ but not/iing a1l tliat mucli wortli t!ying for. 'Unless 
you 're e~reme{y foo{liart!y or gung-li.o to f\i{{ e1lerytliing you su, 
tliis wou{t! fie one goot! area to just Ua'{)e afone. If you get too 
dose to-tlie tloor, tlie trap 'UJi[( fie sprung, aruf tlie t!oors 'UJi[( f{y 
open, refeasing a liort!e of icli:y spitkrs. 

![urtlier tfown tlie tunne{ past tlie SpUier ~om, tliere s a button 
wliicli 'UJi[( wa{[ off tlie Spit!ers 6y cCosing a liit!t!en t!oor, 6ut tlie 
farge room just 6eyoruf is popufatet! 6g more of tlie Materializers. 

'Upon fe.aving tfiis room, !JOU '{{fin/ a wa{[ s'UJitcfi opening tlie 
t!oor in front 6ut dosing a t!oor 6eliint! you. !from tliat point on, 
tliere s no retreafine! '11irougli tlie tfoor 6efore you is a room 'Ulitli a 
pit rotating arount! tlie /Coor. 'lime your 1n()'{)e carefully, aruf run 
6eliint! tlie pit. If you miss aruf fa{[, you'{{ lia1Je to fig/it anotlier 
!Fire 'Efe.mental on Leve{ '11iirtun to get 6act 

Just past tlie room 'Uli.tli tlie pit, you '{[ fint! tlie Master 1(/,y in a 
niclie in tlie wall. '11iis is OtU of tlie most important qgs in tlie en· 
tire game, a{ong 'Uli.tli tlie !/(J1. 1(/,ys. 'Io tlie rig/it are tlie stairs to 
tlie ne~ Leve{; to tlie Ceft is tlie tunne{ to tlie SK:ifeton 1(/,y Stairs. 

'.By n<YW you sliouU Ii.ave a1l you neetl to go 6acK., ant! complete 
tlie ![irestaff Level on Leve{ Seven, so just itJnore tlie stairs t!iJ'UJn. 
'Use tlie SKICeton 1(/,y Stairs to go quicf<.{y up to Leve{ 'Eiglit, ant! 
from tliere 6acK., up to Leve{ Seven to recover tlie ![irestaff. 
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Le'lle( 'Iliirteen .... 'Ifie 'Dart.£ ortl 
'°t-)." T 

~ !J{JJ IS 'W'Jl!E,!/('J:, it aJ[ comes togetlier; a1l tlie practiciJ4 
you iie t!one 'Ulitli your figliting sfjl(s, aJ[ tlie magic you 

._--'""'"". Cearnet£ aJ[ tlie monsters you iie f ouglit ant! aJ[ tlie pu.z­
zies you fie fiat! to sofw, Ii.as 6un preparing you for tliis moment. 

'Ifie 'Evi{ sitfe of tlie <jrey Lort! Ii.as enjoyet! Ii.is freet!om from 
'.Balance ant! t!oesn 't intent! to all<YW you to ·6rine liim am{ tlie <joot! 
sitfe of your Master 6acK., togetlier. Since you fie 6een. a6k to get 
tliis far tlirougli everytliing lie was afi{e to tlir<YW at you, lie'{[ lia1Je 
to taq care of you personaflyl 

Jtt tliis point, you sliouft{ Ii.ave afreat!y t!eaft 'Ulitli tlie 'i)ragon 
on Leve{ !fourteen anti fouruf 6otli tlie ![irestaff aruf tlie Power 
<jem. If not, sK:ip tliis Le'Oe{ until you Ii.ave tliem! 

'.Be sure to Save tlie game fief ore you enter tliis Level '11iis is 
pro6a6{g tlie most t!angerous area in tlie entire 'J)ungeon. It may 
taKI some time to finis/i.. liere, so Save often. 'Unfortunate(y, tlie 
'DarK._Lort! is not alone Ii.ere. 'Witli liim on tliis Leve{ are tlie '.BCacK., 
!fire 'Efe.mentals ant! tlie Cast new creature, tlie 'Demons. 'Ifie !fire 
'Efementau t!on 't 1n()'{)e a6out, 6ut tliey 6{ocK._your easy movement 
on tfiis fe.ve{. 'Wfii{e !JOU re using tfie ![iresta.Jf or 'J/orpa{ '.Bfatfes on 
tliem, tlie 'i)emons sneaK., up aruf fry you from 6eliin'1 or tlie 'J)arK._ 
Lort! liimself may pop· up ant! Ii.it you. 'Io maKI matters worse, tlie 
!Fire creatures Ii.ave an annoying lia6it of coming 6acK., to Cift. 

'Ifie 'i)emons attacK., in pairs 6y tlirO'UJing ![ire6affs ant! are e~­
trememCy liar{ to f\i{{. Pro6a6{y tlie 6est way to t!ea{ 'Ulitli tliem is 
to Cure tliem to tlie opening of tlie passage from tlie stairs. 'Iliey 
tfon 't enter tlie passageway, so you can attacK., tliem 'Uli.tli !fire6affs 
or tlie !Firestaffi aruf run 6acK., t!own tlie corrit!or fief ore tliey Ii.it 
you. If tlie 'J)arK._Lortf appears at tlie ent! of tlie corritlor tlirO'UJing 
nasty tliings, you can try to cliase liim away 6y using tlie !fuse or 
~~~cage options of tlie ![irestaff. Left to liimse{f, lie '{{ 6{ocK._ tlie 
~t from tlie passage 6acK.,into tlie room. 'You may Ii.ave to go 6acK.. 

· iOWn tlie stait..Jor a bit. 'Wlien you come 6acK., up1 liopefaCly you'{[ 
fi.ntf lie s 'UJaruferetf off. · 
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In a. far corner of tliis Leve( is a. room cfosetl off 6y tloors on 
eitlier sitfe. lnsitfe, tliere s a. 1Jemon 9uartlin9 a. niclie conta.inina a. 
weapon a.n4 a. magica.C amulet. One of tlie tloors is also 9uartfd 6y 
a. ![ire 'E.umental. It ca.n 6e e~rememfy un!Ua.Ctliy tryin9 to face 
tlie 1Jemon a.ntl ta.~ liis treasures. ry"ou ca.n try 6asliina liim wi.tli 
tlie tloor not 9uartktl 6y tlie 'E.Umental, a.ntl !freeze liim if you lia.ve 
a.ny Ma.gica.C 60'(.es or clia.rges feft in tlie 'E.ye of 'lime ring. 'Ifie 
pro6fem is tlie 'Darf.,Lortl ~eps tefeportina arountl a.ntl inteifering. 
ry"ou may fintl a.t tliis point in tlie 9a.me, tlie items in tlie room 
aren't wortli tlie tfanaer. 

Once you ve eCimina.tetl tlie rOfling pairs of 1Jemons, it'(( 6e sa.ft 
to turn your attention to tlie 1Jarf..Lortl. ry"ou ca.n 't IQ(( liim, a.ntl 
intleetl tlie entire o6jective of your quest is not to e(iminate liim, 6ut 
to capture liim so lie ca.n 6e rejoinetl wi.tli tlie <jootl silk of your 
Master. 'Ilie ![iresta.ff lias tlie a.6iCity to construct a. ca.9e off orce 
wliicli wif( contain liim, 6ut you lia.ve to create tliis cage a.nil some­
liow get liim into it. Lora Clia.os lias tlie 6a.tl lia.6it of tefeportina 
out of a. fia.(f compfetetl '1U'C.ca.9e 6ef ore you ca.n tlo a.nytliina a.6out 
it a.ntl reappea.rina somewliere else! If you watcli tlie way lie moves 
tliou.gli, you notice lie a.Cways waiK:§ f(Jl'TJ)artf, tlie way lie is facina. 
If you arra·nae for a. compfetetl ![(U'(.cage to 6e tliere, you '(( lia.ve tlie 
clia.nce to ![use liim 6eJore lie ca.n escape a.gain. 

Once you successfa([y ![use tlie 1Ja.rf.,Lortl, your Master flli.{[ 
appear, a.ntl witli a. minimum of fanfare, tlia.nf.,you for a. jo6 wea 
tlone. .?"" ou '(( 6e a. liero, ant! your Clia.mpions wif( 6e famous forever. 
Jif.Ctfiouali FU tloe.sn 't mention it, your master coultl pro6a.6(y 6e per­
sua.tktl to fet your party co{{ect a.(( tlie treasure you've uft {yin9 . 
a.rountl tlie 1Junaeon, 6ut tlia.t s 6etween you a.n4 tlie <jrey 'Wiza.rt!! 
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Le'tle( ~ourteen .... 'Ifie 'Dragon 
~~~·.;; 

!Jf!E MOS'T !f'EJt!RSa.M'E. of a.([ tlie 1Jun9eon creatures''~ 
fives on tliis tkepest Leve( of tlie 1Jun9eon auartlin9 a. 
very va.Cua.6u treasure. 'Ilie scra.tclies on tlie wa.C!s a.ntl 

tlie piles of aslies on tlie floor remain as mute testimony to tlie fate 
of otlier Jiltlventurers wlio f oualit va.Cientfy tlown to tliis Leve(, only 
to 6e incinera.tetl 6y tlie fiery 6rea.tli of tlie 1Jragon. 

'Iliere a.re severa.C ways of tkalina witli tlie 1Jra.9on. 'Ilie most 
tlirect wa.y is to en9age liim in lia.ntl-to-liantl com6a.t in tlie open. 
Most of tliis very smd Leve( is one far9e room. 'Iliere s punty of 
room to ma.neuver arountl tloina tlie ·1JM two-step· to stay a.way 
from tlie 1Jra.9on s moutli. If you ve f ountl '.Boots of Sputl so mucfi 
tlie 6etter 6eca.use it wif( t~ a. Cot of tfancina just to stay a.li.ve. 

'.Before a.tta.c/(jna tlie 1Jragon, its a. 9ootl itka. to prepare your 
Clia.mpions wi.tli pfenty of Strenatli a.ntl 'Dei\f.erity potions to ma.~ 
tlie most of your a.tta.cK§ a.ntl Sliie(t{ a.ntl ![iresliie(t{ speas to retluce 
tlie tfamage tliey '(( t~. 

'Ilie 1Jra.9on tloe.sn 't move a.([ tlia.t fast, 6ut wlien lie Ii.its your 
party witli a. ![ire6af[, it ca.n 6e near[y fatal, ant! Ii.is daws ea.use a. 
great tka.C of injury too. .?"" ou ca.n try to liit liim from a. tlista.nce, 
6ut tlia.t ca.n feave you open to a. counter a.tta.cK.: '.Be reatfy to tlot(ge 
out of tlie way if lie 6rea.tlis fire a.t you. Jilnotlier way to tka.C witli 
tlie 1Jra.9on is trap liim liarmkss[y in a secret passageway. Jil9a.in1 

you tlon 't neetl to IQ(( every monster in tlie 1Junaeon, ant! tlie 1Jra.­
gon is no t'C.ctption. 

Jilt tlie 6ottom of tlie ".SkJfeton ~ey Stairs• is a. Cocf.,a.cceptin9 
tlie ·'Winaetl ~y· you fount! near tlie secret e~j.t from tlie 'Wizartls 
worK§liop on Leve( Seven. 'Iliat wif( open a. secret tloor into a. pas­
sa9eway wliicfi tkatl-entf.s at a wa.a wi.tli a fever. 'Wlien you pu([ 
tlie fever, f!. secret tloor opens in tlie 1Jra9on s room. !from tliere, 
you ca.n tlucf.. out, a.tta.cf.. tlie 1Jragon, ant! run to safety 6y pulana 
~ fever ant! cfosina tlie tloor in Ii.is face. 

If .1/0U re 'JJE!R.!f carefuC ant! 'JJE!R.!f (ucl(y, 11ou can wait a.ntl 
pul( tlie fever just as tlie 1Jra9on moves f(Jl'TJ)artl into tlie passa9e-
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way, wfiicli will dose tfie tfoor 6efiina fiim, trapping fiim in tfiere 
wi.tfi you. 'Ifie ne~ tfiing you nut! to tfo is 1{,W{. (i~ 6fazes 6acK... 
tfown tfie passageway away from tfie tfiorougli(y annoyetf 'Dragon 
&fore fie 6ar6ecues you! If you want to, you can play "puK.._a '.Boo" 
wi.tfi tfie 'Dragon 6y preparing !fire6af( ana Poison c{outf spe((s up 
on tfie (antfing of Leve( 'I'hirtun, running tfown tfie stairs to attack... 
/Um, tfien running 6acK... up to safety. If you re (uckJj, you won't get 
!Ut. 'Wfiile it '((ta~ some time to fj(( /Um, it can 6e tfone. 

'Ifie "Steak.§" kft after fj((ing tfie 'Dragon are tfie most nourisli­
ing foot! you'(( fina in tfie 'Dungeon, ana slioultf 6e enougfi to feet! 
your party for tfie rest of tfie game. If you cfioose not to fj(( fiim, 
6e sure to Ii.ave pknty of foot! wi.tfi you. 

If you trap tfie 'Dragon in tfie sit!e passage, you can go up tfie 
S~feton 1(.ey Stairs, cross over to tfie otlier 'E;ri;press stairway, ant! 
go tlirect(y 6acK.._tfown to Leve( '11i.irtun. !from tfiere you can tfucK... 
arountl to tfie rig/it into tfie 'DarK.._Lortf's realm ana 6acK.._into tfie 
first passageway. '11iis wi(( t~ you 6acK.._tfown to Leve( !fourteen 
wliicli you can now e;ri;p(ore in perfect safety. 

!.l{owever you ta~ care of tfie 'Dragon, you'(( nut! to searcli fiis 
room very carefu!(y. One of·tfiose unfortunate Jltaventurers wfio 
got crematetf was carrying sometliing you'{( neetf on tfiis Level 
L ooK.._ untler everytfiing, ana gatlier up af( tfie coins scatteretf a6out 
on tfie fCoor. 'Don't worry a6out otlier "treasure• for now, tfiere 's no 
pface to spent! it tfown fiere anyway! 

Jltt tfie far ena of tfie room from tfie stairs, you'(( encounter a 
CocK,,tf tfoor. !Jlopefu!(y, you afso founa tfie Rly! Insit!e tliis t£oor 
are two very important areas. 'Ifie first is 6eliina anotfier tfoor, 
openetf 6y inserting a coin into a sfot. It woultf 6e a gootf idea to 
tfrop aff tfie coins you've gatfieretf from tliis Leve{, ana any left 
over from tfie otlier Levefs, rigfit Ii.ere in front of tliis tfoor. ry'°ou '(( 
pro6a6(y go into tliis room fairly often in tlie near future 6ecause 
in.sit!e is tlie fast of tlie Jlt{tars of o/I. 

Just outsitk tliis tfoor is a strange we6 off orce, wfiicli fioUfs tlie 

90 

~\.;;. 

PoWer (jem, tfie fast tfiing you neetf 6ef ore you can confront tfie°'{~ 
'])arK.,Lortf. !-t scroa in a nicfie in tfie wa(( te{{s you a fittfe a6out 
tfie (jem, ana some of tfie scro(fs 6acK... in tfie 'Wizartf 's worqfiop 
sfwuftf fill in tlie rest of tk aetai/S. 

'.Before you tfo Jf!J{JTJ{l'J{g wi.tfi tfie (jem, you sfioultf 6e sure 
you Ii.ave af( tlie f ootf ana water you'(( neetl, ana anytfiing efse you 

, tfiinK... may fiefp you finis!i tlie game. Once you fru tfie Power (jem, 
afl erjts_ from Leve( '11i.irtun ana !Fourteen wi« 6e seafetl, ana tfie 

. ~- upper Levefs wi(( 6e cfosetf to you forever. '11iis is anotfier gootf 
pface to Save tfie game, just in case you fief orgotten anyt!Ung. 

Jltmong tfie t!Ungs you milJfit want to 6ring to tfiese Levefs is a 
9ootf supply of torcfies. 'Up untiC tliis poi.nt, its 6un 6etter to Ii.ave 
your 'Wizartfs cast Ligfit spe((s to gain tfie e;ri;perience tfiey neetl, 
6ut now tliey ~going to nut! all tfie mana tfiey can accumulate for 
otfier t!Ungs, so torcfies wi« liefp Ii.ere. 

In any case, wfien you re reatfy, cast your spe(( ant! free tfie 
Power (jem. Once you energiutf tfie !firestaff wi.tfi it, you 'rt reatfy 
to go up tfie stairs to Leve{ '11i.irtun ant! confront Lora Cliaos. 
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Specific So(utions 

.£/£¥.££ PWO • • 'WekottU tQ tlie 'Dun9etm 
~ J/i.al{ Pass: '.Break.. tlie wootfen tfoor 6y li.itti"B it witli a. 

weapon. (jet tlie cliest 6eliin4 tlie '.B{ue 'Transporter ![iJtl 6y goi"B 
tfiroug/i tlie tioor. 

'1'lii.s !fountain (jra.nts One 'Wisli: Put tlie Copper Coin in tlie 
![ounta.i.n a.n4 tlie tfuor fJJill cpen. 

.£'1'.'~£ • .£ P.J{~/£, •• Clioose 'Your ~a.te 
Clia.mfiers of tlie (juart!ia.n: Press tlie (jrun (jem . 6utton ne~ to 

tfie ce{[ tlie cliest is in. It fJJi[{ move to a. tlifftrent ce{[. !R.lpea.t tliis 
until tlie cliest is tra.nsportetf out to tlie en/ of tlie corritlor you re 
in. (jet tlie !Mirror of 1Ja.wn out of tlie cliest a.ni fio{t{ it in front 
of tlie '.Eye in tlie fJJai{. '!'lie fJJai{ fJJill cpen, a.ni tlie (jo{t{ q.y is in 
tfie room wliicli is revea.fe.tl. · 

'!'lie o/a.uft: !fin/ tlie cliest in tlie farge centra.f room a.ni put tlie 
two go{t{ coi.ns from tlie cliest in tlie sfot in tlie o/a.uft room. 'Wnere 
tlie inscription says ·cast 'Your Influence, Cast 'Your !Miglit, ·cast a. 
{ow-{eve{ ZO spe{{ a.t tlie tfoor. 'Tlia.t wi{{ open tlie tfoor, tlien 
tlirow a.n o6ject a.cross tlie pit, tlirougli tlie tfoor. '!'lie pit fJJill dose. 

'!'lie !Ma.tri;c; S tarti"B a.t tlie entrance to tlie a.ctua.f ma.tri;v tum 
!RJ(jH!I, go to tlie first cpeni"B, a.ni tum .£'.E!['I. (jo a,{[ tlie wa.y 
to tlie fa.r wa.{[ a.ni turn .£'.E!['T a.gain. (jo into tlie secontf alcove 
on tlie rig/it, a.ni pusli tlie 6utton On. tlie waf{. Continue goi."8 tlie 
sa.me tfirection until you fintl tlie liitltfen room witli tlie !fine !l(p6es 
a.ni tlie go{t{ q.y. 'To get out, go 6a.c(.a.fong tlie wa.{{ a.ni turn 
!RJ(j1tr into tlie fourtli corri.tfor. (jo a.a tlie wa.y to tlie fa.r wa.f{ 
a.ntf tum !/{J(j1lr. 'Tlie e~j.t fJJill 6e to tlie L'.E!PI, 

'lime is of tlie 'Essence: Ligliten tlie party's foatl so no Loa4 in­
tfica.tor is ye{[ow. Press tlie (jem in tlie wa.a witli tlie mouse a.ni 
I!M!M'.E1JI5!1.PEL'Y press tlie kft cursor q.y four times a.ni tlie up 
cursor q.y O'J.[{;'.E. Insitfe, pface a.n o6ject on tlie ffoor as you face 
tlie 6utton on tlie wa.{[ wliicli turns on tlie tempora.rv 'Transporter 
Tu{tl. Press tlie 6utton, tlien immetfia.te{y pie{ up tlie o6ject, turn 
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an4 tlirow tlie o6ject into tlie 'Tranporter, anti tlie pi.t will close. J.f.t 
tlie neu pi.t, stanti fa.cine tlie 6utton on tlie wall. Press tlie 6utton 
anti immdiatefy 'BjlC~ 'UP two spaces. 

'Tlie !l{pom ef tlie Cjem: Put sometfi.ine on tlie floqrpfate near tlie 
t!oor to close tlie pi.t. Cjo across anti press tlie Cjem in tlie wall. 'rlie 
neu tfoor will open, 6ut tlie pit will open too. Cjo 6acK.,anti tlirow 
tlie o6ject 6acK.. across tlie pi.t to dose it again. 'Bring tlie Cjem you 
fin4. in a nitl4en room at tlie enti ef tlie corrU!or 6acK.. to tlie area 
near tlie entrance to tliis room, anti pface it into tlie (jem slia.pea 
openina in tlie wall. 

£ £ ¥££ !fO'l.H{. -- Prepare to Meet !four 'Doom 
Iron Cjra.te 'Door doses too fast to 9et tfirou91i: Stop on tlie 

floorpfate opening tlie t!oor anti tum to your feft. Press tlie 6utton 
on tlie waJ( anti IMM'£'DJ;t'PE1/Ypress tlie rig/it cursor ~_t/ tliru 
times. 'Use tlie fever 6eliinti you to reopen tlie t!oor from tli.is .sUfe. 

'1'lie ·Prisoner·: !f ou must /(j(( tlie Prisoner to open tlie Iron 
Cjra.te across tlie stairs. 

££¥££ !fIYE -- 'Treasure Stores 
'1'lie Pit 1(pom: '1'lie pattern tlirou91i tlie room is compfe~ 6ut 

not aifficuft to finti. M01Je to your ri9lit at first, 9oin9 f orwa.ra 
anti 6acqva.ra to cfose tlie pits in front ef you (6e careful not to 
6acK.,into an open pit}. !from tlie room on tlie !FJ.alit sitle ef tlie 
6acK.. waJ[, 90 to tlie e~act center ef tlie 6acK.. wall. Stepping on tliis 
spot 'TJJill dose tlie pit ri9lit in front ef tlie Leftlia.nti erjt at tlie 
6acK., wall. Ma.~ your way 6acK.. to tlie front ef tlie room, tlien 90 
to tlie Left sitle. C{ose tlie pits on tlie Left wa.U 6y movin9 for­
'TJ/a.ra anti 6ac~ Just outsitk tlie Leftlia.nti erjt, tum Left anti 90 
almost to tlie enti ef tlie corrU!or. 'WalK.,into tlie "sliacK.,fes• on tlie 
wall anti you'{[ finti a. liUUfen room. 'Wa.fK.. tlirOU1Jli tlie wa.ter f oun­
tain in tlia.t room, anti you '{[ 6e in anotlier liidtfen room. 

'1'lie "'l{Jver-'£ntiin9· 1{.oom: 'Tum ri9lit at tlie entrance to tlie 
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room anti 90 to tlie far ri9lit wall. 'Tum anti face tlie front wal{;'·:; 
tlien press tlie 6utton on tlie waJ( tliere. !foUow tlie front 'TJJalI aa 
tlie way to tlie feft wa.{£ tlien foUow tlia.t waU to tlie 6acK.. wali. 
'Turn rig lit an4 fo{(qw tlie 6acK.. wall to tlie far ri91it. 

'1'lie S{i4in9 'BCocK§ 1{,oom: Pressin9 6uttons on tlie wal!s 'TJJill 
m.QfJe tlie 6{ocK./ alon9 two ef tlie wa.{fs to reveal otlier 6uttons. 
'lliere 'TJJi{[ eventua.Uy 6e two 6uttons on tlie waU to tlie ri9lit as 
you enter tlie room. Pressin9 tlie one cCosest to tlie e7(j.t opens a 
liitUfen alc01Je on tlie otlier .sUfe ef tlie room, 6eliinti you. Press tlie 
6utton in tlie alc01Je to open a t!oor to a. li.itl4t,n room. 'BacK., out tlie 
erjt, tum Left at tlie corritfor anti foUow it untiC you fintl a closet{ 
t!oor. LooK.,in tlie cracK.,in tlie waU near tlie fCoor feJt ef tlie t!oor. 
Press tlie tiny 6utton to open tlie t!oor, anti fintl tlie (jolt!~· 

'1'lie 'Transporters 1(pom: Sta.ntiin9 in tlie open spot in tlie en­
trance to tliis room, m01Je !RJ(i!Jl'I, 'BJif.Cl(, !f01{.'WJU(p, L'E!f'I, 
!R]Cj!Jl!I, 'BjlC~ to 9et into tlie far tunnel 'Be sure to pi.cK.,up tlie 
items as you move. 'To 9et 6act,ju.st wafk..out into tlie 'Ira.sporter. 

££YE£ SIX -- 'Ifie !T{j.tltlle !l{pom 
'rlie !}(jt[tf(e !l{pom: 'To answer tlie 1(ji{tlles, pface tfiese items in 

tlie niclie 6e.si4e its ri4tfk: 
I am al[, I am none -- 'I'lie Mirror ef 'Dawn 
Jil Cjouun liea.4 anti tail, 6ut no 'BO'lY)" -- CjoU! Coin 
I arcli., yet lia.ve no 'BacK.,-- tlie 'Bow 
Jfart{ as rocK§, 'B{ue as sf:JJ, 'T'TJJi.nK._{e in a. woman's eye -­

'B{ue Cjem 
Pit, Lever, 'Transporter !l{pom: 'To open tlie aoor, tum on tlie 

'Transporter 6y pulfing tlie fever on tlie wall, tlien arop sometliin9 
into tlie 'Transporter !fieU! (ion 't tnrO'TJJ it in, just pface it on tlie 
floor}. Jiljter !JOU 9et tfie CjoUf ~!J from 6efiinti tfie aoor, step into 
tlie 'Transporter to 9et your o6ject 6ac~ 

'I'lie Comfiina.tion 1(pom: !You lia.ve to press tlie 6uttons on tlie 
waJfs in tlie proper comhina.tion to open a. liiitfen room on tlie 6acK.. 
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wall. <jo to tlie £eft from tlie ioor a.tu! press tlie 6utton in tlie a.!­
cwe in tlie feft wa.a. '11ien go along tlie 6a.ct wa.U to tlie afcwe 
a.tu! press first tlie Left 6utton, tlien tlie !l(jglit one. <jo 6a.ctafono 
tlie wa[[ to tlie liU!tfen room. 

'11ie !Kine !Milia.s !l{pom: Pfu.ce a. <jolii coin into tlie era.et in tlie 
ritJlit-liatu{ wa[[ to open a. liU!tfen room. 

'Eny !Jfoorpfate/Secret 'Door: 'To get into tlie ioor wliicli doses 
too fast wlien you step off tlie tiny f{oorpfate, Cure a. 6a.tu! of s~C­
etons onto it, tlien use a. ~reeze spe{{ from a. !Magical 'lJo:c.. '11iey ' ' 
will liolii tlie tfoor fono enougli for you to run wer tliere. 'lJe care-
ful not to run compfete{y tlirougli tlie openino tliouglil '11ie liU!tfen 
room is to tlie 1(J<jHI of tlie openi.no. If you run strailJlit tlirougli, 
you'{[ 6e in a part of tlie same farae room you just came from. 

!J64tfen 'Vorpaf Swortf: Just past tlie inscription "I !Jlate Cow­
a.rtfs • is a CocKJtf tfoor, tlien tlie tunnel turns feft a.tu! passes an or­
nate tfoor just 6ef ore it turns feft again. ;{cross tlie tu.mu{ from 
tlie ioor is a. retf lioot on tlie wall. Press tlie lioot a.tu! a secret tfoor 
wi.U open. ~ar tlie fa.r etu! wif{ 6e a 6utton on tlie wall. Press 
tliat to open a liitftfen room wi.tli tlie 'Vorpaf Swortf. 

LocKitf 6etween dosetf tfoors/~fasliing 'Transporter: Ligliten 
your Coatf, tlien use a ZO speU to open tlie Iron <jrate ioor. 'llsiT'IJ 
tlie cursor KJys, press tlie up cursor KJY TWICE just as tlie 'Trans­
porter goes off. !from tliere, repeat tlie a.ction to 9et tlirougli tlie 
secotu! 'Transporter. '11ie KJy to tlie {ocKJtf ioor is in tliis room. 

'Test your Strenotli: 'I'fure is a c!osetf Iron <jrate tfoor just past 
tliis a.rea. <jo to tlie 'Test ry'"our Strengtli" area, a.tu! tlirow some­
tliing tfown tlie corritfor witli tlie in'llisi6Ce transporter. 9{pw go 
6a.ct into tlie main corritfor a.tu! waJVorwartf until you come to tlie 
wliere tlie tfoor is now open. ry'"ou can retrieve tlie o6ject you tlirew 
from tlie ffoorpfate it fantfetf on. 

L'E.'l>EL S'E.'l>E?{. -- 'l1ie 'Tomb of t!U ~irestaff 
'Turquoise X,y !l{poms: ry'"ou can only open one of tliese tfoors, as 
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tliere is only one 'Turquoise ~y. Startinfi at tlie room closest to tlie">j; 
'ff);.z;a.rtf's warl(§liop witli tlie 1Qifiy KJyliofe, tliis is tlie contents of 
ea.cli room: 

# 1-!f{ame6ai.n !Mai.{, 'lJ oft 'lJUuie 
#2-Crown of '.J{pra, <jreen !Maaical 'lJo:c. 
#3-'Dragon Spit, 'lJ()()tS of Speul 
#4-Immulant ~ctfu.ce, <jem of ~es, Sceptre of L!/f 

'Winoetf 1\ly: <jo out tlie liitUfen ei(j.t in tlie riglitliatu! wa.U of 
tlie WorKJliop, a.tu! go tfuwn tlie Um.g corritfor a.Dout se1Jen steps. On 
tlie £eft wa.U wi.U 6e a tiny 6utton. Press it, tlien go up tlie corritfor 
a.tu! into tlie liitUfen room wliicli is now open. ·'11ie Winoetf 1\ly is 
insit{e. 'llse tliis KJY on tlie retf Cocta.t tlie S~feton Xly stairs. 

L'E.'l>EL 'E.iglit -- 'l1ie Jt.rerui 
'11ie ~ire6affs: 'Wliat seems to 6e an incessant liail of ~ire6affs 

from e1Jerg tfirection in reality is only O'J{'J:, ~ire6a.U 6eino rif£ectetf 
from a.a tlie 'lJ{ue ~ieUls a.routu! tliis liuae room. 'To stop tlie ~ire-
6affs, you must turn off tlie first ~ielii in tlie cliain. 'Ifie button is 
?{prtli of tlie ei(j.t from tlie stairs. 'Turn Left as you enter tlie room, 
a.tu! go strailJlit to tlie fa.r wa.U (you '{[ liave to go a.routu! one Pit). 
;ft tlie fa.r wa{[, turn Left a.tu! f oUow tlie wa.U to tlie ne:c.t 'lJ{ue 
!Fulii. On tlie wall to tlie fe.Jt of tliat ![ielii wi[[ 6e a 6utton. Pusli 
it to open a liitftkn tfoor 6eliitu! tlie ~ielii. <jo into tlie folii (turn­
ino you 90 tfegrees), a.tu! pusli tlie <jreen <jem in tlie liitftkn room. 
'11iis will tum off tlie !f'ulii in tliat {oca.tion, a.tu! Klep tlie ![ire6affs 
from 6ouncino into tlie room. 'lJe ca.refal 6ecause tlie ![ire6affs wi.U 
stiU ~ ConUT'IJ out of tlie sliort corritfor to tlie £eft of tliis ~ielii. 

~ver-'Etu!ing Corritfor: Starting a.t tlie near etu! of tliis cor­
ritfor, count 26 steps, stop a.tu! tum a.rountf. ;t liitftfen tfoor wif{ 

open in tfie wall. 

L£'J)EL ?{/~ -- 'l1ie !/{pt Leoe{ 
'Wlien is a. !/{pet not a. !/{pc~ 'Waft into tlie wall fe.Jt of tlie riJ{tffe. 

97 



CCoset! Iron (jrate 'Door/Put tlie (jem '.Back.; Open tlie pi.t 6emrul 
tlie iron pate t!oor witfi tlie fever 6esitfe tlie t!oor. · '11ie cliest wi[[ 

fall tlirou9fi. C{ose tne pit 6eliint! a9ain witli tlie fever. (jo 6atK._ 
two sitfe tunnels to tne one witfi a doset! t!oor, ant! fo{[ow tfiat 
tunru{ to tlie stairs 9oing tfown. '.Be{uw wi[[ 6e tlie cliest wlii.cli ft[[ 
tlirou9fi tlie pit. 'Ta~ tlie (jreen (jem out of tlie cliest ant! return 
6acK._ up tlie stairs to tlie doset! Iron (jrate t!oor. 'To tlie ri9fit is a 
tunru{ eventuaay feat!ing to a stairway 9oin9 up. 'Ta~ tlie (jrun 
(jem up tlie stairs to tlie corrit!or witli a pit at tlie entl, ant! t!rop 
tlie (jem into tlie pit. It fJJi{[ faCC 6efiint! tlie t!oor 6e{ow, ant! tne 
Iron (jrate t!oor wi[[ open. 

LilJliter tfian a ![eatlier: Put tlie Cor6omite in tlie niclie to open 
tlie tfuor. 

L'E~L PE?{. -- 'Tfu Zooom Leoe( 
'.Beware !My 'Twistet! !Jfumor: 'To 9et tlirou9fi tfiis area, you must 

use a "s~-Cix.i 6acK._arul fortli patfi tlirou9fi tlie 6Codq. 'Turn feJt 
from tlie stairs, tlien ri9lit at tlie ent! arul ri9fit a9ain into tlie nei(J 
corrit!or. (jo to tlie ent! ant! turn feft, tlien feJt into tlie nei(J corri­
t!or. (jo to tne ent! of tfiis one ant! turn $.jgfit, tlien $.jgfit into 
tfiat corrit!or. (jo fiaCJway up tfiis oru, tlien Left. !from tliere you 
can 90 eitlier way. . 

'1'lie Zoooom !l{pom: 'Tliere are 12 floorpfates in all. Start count­
ing as you step on tlie first oru. 'Turn to your rilJfit so you can see 
tlie wa{{ ant! openin9s 90 6y. '11ie e~t is at tlie fiftfi fCoorpCate. 
~ep countin9 from one to tweCve, ant! as five is coming up, jump 
off. It may t~ a few tries (arul a few lieat!aclies) to 9et it. 'Don't 
fall into tlie 'Transporter, or it wi[[ taK, you !JILL tlie way 6acK.., to 
tlie 6eainning of tlie Levell 

L'E~L 'EL'£~?{. -- 'Tfu C!oc~e f{pom 
'1'lie C{oc/i::p!ise !l{pom: 'Tliere are four t!istinct ring-s/iapet! rooms 

CinK,t! to9etlier witli in1Jisi6fe, sifent 'Transporters. 'To 9et tlirou9fi 
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tfiis room, turn arount! at tlie foot of tlie stairs ant! waCK._'.BJf,C!l(-'~i 
'ffl~S arount! tlie room, CO'l19.f;PE,!l{CLOC!l\!.WIS'E. LooK._care­
folly on tlie floor in a. corner uruler a. ret! waf( ring for an Iron 1(/;y. 
'Tfiis ~y fJJi{[ un!ocK._ tlie iron pate t!oor witfi a. ret! ~yfiofe in tlie 
waJ(. '1'lie tfuor waits a. few secondS 6ef ore it opens, so tfun 't mtnJe. 

(jo tlirou9fi tlie tfuor a.rul 9et tlie So{it! !J\ly insitfe tlie cliest. '.BacK._ 
out of tne t!oorwa.y ant! continue 6a.cfjn9 up a.rount! tne circk. 
'ff,Jlien you come to a. (joUl Loct use tlie ~y you just fourul to un­
CocK.. it. (jia.nt 'Wasps wi[[ 6e refeaset! into tlie room, so fiave fire-
6al& rea.tfy for tliem. '.Because tliey a.ttacK.Jrom 6emrul, you can e~­
pect to 9et mt a. few times. Stop in tlie corners ant! CooK._tUnun. tlie 
ru~t corrit!or for tlie 'Wasps 6efore you 90 on. Continue 6a.cfjn9 
arourul tlie circfe until you come to tlie iron pate t!oorwa.y a.9a.in. 
'1'liis time, in tlie 6a.cK._ of tlie sma.{[ room witfi tlie cliest, tliere wi[[ 
6e a. secret passa.gewa.9 open to tlie rest of tlie Level 

Poison 9a.s !l{pom: '11ie poison 9as trap is triBBeret! 6y fioUlin9 
tlie 'Dia.morul 'Etf9e swort!. 'To 9et tlirou91i liere a.Cive, 90 to tlie ent! 
of tlie corrit!or a.rul picK.,up tlie swort!. 'Turn immet!ia.te{y ant! tlirow 
tlie swort! to tlie ent! of tlie corrit!or. Qjl.icK.{y m01Je forwa.rt! four 
steps, out of tlie 9as. Let tlie 9as t!issipate, step forwart! a9a.in ant! 
picK._ up tlie swort!. !from tliere you can wait wliife tlie remaining 
9as evaporates, tlien escape out tlie tfuor. 

Cross !J\ly 'Doors: J1l{[ of tliese t!oors connect 6acK._ to tlie same 
area, so you only really nut! to 90 tlirou91i oru of tliem. 'Tliere are 
'Water 'EfementaCs tlirou9fi all, 6ut you'{[ aCso enounter swarms of 
(jia.nt 'Wa.ps tlirou9fi tlie Left tfuor, arul fiort!es of '.B{ue 'Tro{{s past 
tlie !l{folit t!oor. 

SCot !Macliine !/{pom: 'I'fiere a.re si.;c_ coin sCots on tlie walls. Pu.t­
tin9 a. coin into tlie s{ot fJJi{[ reveal a niclie witli t!ifferent 1.tems in 
it. ~rom tlie. ri9fit as you enter tlie room, ant! 9oing arourul to tlie 
kft, tliese are tlie contents of tlie niclies: 

#1-(jrun !Maaicaf '.B<»c 
#2-'J{ptliing ... no sCot liere 
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#3-Cross ~ 
#4-2 Copper Coins 
#5-(jreen Maoi£al '.B~ 1'uf '.Bom.6 
#6-1U{'.Bom6 
#7-'Ven Potion 

If you aon 't liave enougli coins for a[[ tlie sfots, you can use tlie 
Cross ~ in # 3 to go 6acl(. tlirougli anotlier of tlie Cross ~ tfoors 
to fini more coins, 6ut it couftf 6e aanoerous for wliat you can get. 

'E.nlarge my fliew: !Jloft{ tlie Magnifier or tlie Mirror of 'Dawn 
in front of tlie '£.ye on tlie wall 

L£'l>EL PWEL'J>E -- '11ie 9\.niglits Leoe[ 
In1Jisi6{e Pits: Jifs you enter tlie room from tlie stairway corri­

aor, listen for tlie cCicl(. as you step on tlie floorplate. 'l'liis opens 
tlie in1Jisi6k pits. Step 6ac/(JJJartfs onto tlie fCoorpCate to dose tliem. 

C{osea 'Door in ?{prtlieast Corner: '1'lie 6utton to open tli.iS aoor 
is in tlie SO'l1'1Y{'JIVES'T corner of tliis kve{, tlirougli tlie room wi.tli 
in1Jisi6{e pits, ant! just past tlie room wi.tli a !l(/'f. !l(r,y in a niclie. 
'1'lie 6utton is a large (jreen (jem on tlie wall Pusli tliis 6utton, 
tlien return aa tlie way 6acK..: 

L£'1>EL 'I!Jll'l{';PE,'E.?(. -- '11ie 'Dar/(.Lora 
Capturing Lora Cliaos: 'Io successfaC{y cage ana fuse Lora 

Cliaos, stantf a step 6acK.Jrom liim wliik lie s facing you. '.Before lie 
mo1Jes towara you, quicK{y spin arountf in place, puttino a ![{we.cage 
on eacli sUk of you, tlien step away from liim. !Jle wif[ step f orwara 
into tlie cage. '.Before lie can transport, fuse liim wi.tli tlie %-estaff. 

L£'1>EL 1'0'W{'J$'E.?{. -- '11ie 'Dragon Leoel 
LocK:la Metal 'Door: '1'lie Square ~y opening tliis aoor is unaer 

a pik of aslies on tlie left suu of tlie 'Dragon room from tlie stairs, 
just outsitk of tlie secret entrance in tlie sUk wall 

'1'lie P(1U}er (jem: 'Io free tlie PO'llJer (jem from tlie we6 of force 
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fw{t{i.ne it, cast a {ow ft1Je{ ZO ~'I!Jl.!l(/'I. spe{[. Piel(. up tlie g{(1U)-'{j 
ino o6ject tlie spe{{ creates ant! place it on tlie PO'llJer (jem. 'l'lien 
put tlie 1'°11't.Staff onto tlie PtnLJer (jem. 

'Ifie SQkton ~ys 
1fere are tlie locations of tlie SK:lkton !Klys for eacli Level: 

Level 8 In a cliest in tlie corrUlor wliicli slioots foe6alls. 
Level 9 In a liitftfen room in tlie !A[prtli'West corner, 

wliere you fint! tlie Cor6omite. Jif Cittk 
liood"ea 'Wizara wif[ tfrop tlie ~y wlien you 
fQ[{ liim. 

Level 10 'l'liere are two tfoors wliicli close off tlie far sUk 
·of tlie Scorpion 1{pom. '1'lie K:ly is in a liitftfen 
room just outsitk tlie tfoor on tlie kft sitk. 

Level 11 '1'lie f.:fy is in a liitfd"en -room in tlie 9{.ortlieast 
corner. 1'o({ow tlie leftliantf passageway a fono 
way from tlie room wliicli contains tlie 1'wy 
S'Ulortf. 'Wlien you come to a d"eatf-entl, go 6acl(. 
arountf tlie corner antf stop. Jif secret tfoor wif[ 

open. 
Level 12 '1'lie K:ly is in tlie room at tlie ?{prtlieast corner 

wliose tfoor must 6e openetf 6y pressing a 
6utton Coca.tea in tlie far Soutli'West corner of 
tlie level 

'Winoea '1'lie K:ly wliicli opens tlie tfoor at tlie 6ottom of 
tlie SK:lkton ~y Stairs is in a liitftfen room off 
tlie secret e;rj.t from tlie ·'Wizaras 'WorkJ!iop, • 
openea 6y pressing a 6utton on tlie Ceftliant! 
wa[[ a few steps aown tlie fono passageway. 
(jo 6acl(. tUUJara tlie workJliop to fini it. 
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'Wnat 's 'Wnere in tne 'Dungeon 

'11iis fist 9i'()es tlie {ocations of some of tlie mqre impmant items in 
tlie 'Dungeon. Misce«aneous items of cfotliing antf intfi11i4ua! f ootf Misce«aneous Items 'Weapons Jif.rnwr 
items are not inc{utfetf. £e1)ef 5: ![oo4, 'E~~liartf 'Daaaar !Jfe{mets 

Misce«aneous Items 'We~ons Jif.rnwr Cross, 'Water, 1lj1.06it s Staff of Cfaws £e9MaiI 

£e1)e{ 1: !foot{, 'Waters~n, ?{{»{.'£ ?{{YJ{'J:, 
!foot, 'J'qrcfies, (jem of Mace Casque n Coif 

'J'qrc/i, Scro{(: Ma.ffec 'J'qrcfi 
~es, 1J{ue (jems, I{{u.mi- Poison 'Darts MaiI Jif.~ton 
net, Mirrqr of 'Dawn, !fu.{ qJ omfi Large SliieUl 
'Dane Potion, Maffeca{ 'Ven Potions 

£e1)e{ 2: ![oot{, Magica{ 1J<»V Jif.rrO'llJ 1Ju.c~fer qjo;v X!.l1 Potion, Jif.nti'()en 

'Water, 'Empty ![fask§, 'Da99ers Potion 

£eatlier 1Joots, 'I' orclies, ![akliions 
_?'"Jif. Potions, ~ Xf,y, '11irowi.ng Stars £e1)e{ 6: !foot!, _?'"ew Staff, 'Ven Potion MaiI Jif.~ton 

Scro{[s: Cu.re Poison, Poison Missile 'Water ![fast 'l<JJs Potion, Sfayers 'J'qrso Pfate 

!Jfealing Potion 
'J'qrcfies, Jif.nti'()en Potion, '11irowi.n9 Stars Mitliraf Jif.~ton 
Magica{ 1Jo;v 'JlI Potion, Cross60'llJ Casque 'n Coif 
(jreen Magicaf qjoi( 'Vorpaf qjfatks Mitliraf MaiI 

£e1)e{ 3:![oot{, Compass, Jif.rrows !Jfe{met 

'Waters{Qn, Maffeca{ 1Jo;v Sa6re 1Jerzerw !Jfe{m £e1)e{ 7: ![oo4, Immu.fant, 'Dragon Spit ![fame6ain 

'Empty ![fask§, !/{fl.66it s Swor{ MaiI Jif.~ton 'Water !!fast (jem of qjo{t qJUufe 

!foot, 'J'qrcfies, 'Waritf, ~ess, qjoots of Spee{, '11ie Inqu.isitqr 

Mirrqr of 'Dawn, Scro{[s: 'Empty ![fask§, Crown of ![u.f qJom6 

Stamina Potion, Open fl{f.rra, ~ Xf,y, 'Winge{ 'Ven Potion 

'lJoqrs, 'We~n ~- Xf,y, Sceptre of £yf, ![ire-

Material qjeings staff, (jreen Magica{ qjo~, 
Scro{[s: !['ire6a{[, ![ire Sliie{tf, 

£e1)e{ 4: !foot!, 'Teo 'Want!, Sma[{ SliieUl 
£fRlit & 'Dar/Qiess . 

Jif.i(e 

'Waters~n, Maffeca{ 1Jo;v !l{.apier 1Jasinet £e1)e{ 8: !foot!, 1lj1.06it s ![oot, !fu.{ qjomfis ?{{YJ{'J:, 
'Empty ![Cask§, 9{/.ta 1JO'llJ £e9MaiI Jewe{ Symal, _?'"Jif. Potion, Mace of Oraer 
Potion, 'Efoen qjoots, 'Eye of Tune, (jreen 'De{ta 
'J"qrc/i, !Jlorn of !fear, Magicaf 1Jo;v Scro{[s: In-
Scro{[s: SliieUl Potion, crease 'Wistfom, Strengtli, 
Poison C{outf 'Dei(teri.ty & 'Jli.tality Potions, 

9.la,gical !footprints 
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Mi.sce[{aneous Items 
Level 9: ~ootl, Petulant 

~era!, Water, !l{ppe, 
'E.mpty ~Cast Cor6omite, 
~ ~' Magical '13~ 
ScroUs: Liolitni.ng 'l3olt, 
Su 'Ilirou9Fi WallS 

Weapons 
Storm !l{ing 

Level 10: ~ootl, Water g:fasf\.i ~ul '13om6s 
~t Magni.for, '13oots of !J{artfcleave 
Sputl, Moonstone, Scro[[s: SpeeifiquJ 
Sli.UUf Potion, Maaic.al 
Sli.Ult£ Mana Potion 

Level 11: Staff, !1{µ6y 1(iy, 
(jrun Maaic.af '130~, 
'l3oots of Sput! 

Level 12: ~ootl, Water ~Casf\,i 
tJ)J Potion, ry";t Potion, 
Master 1(iy, '13oots of 
Sputl, Scroll: Invisi6ifity 

Level 13: 'Ifie !J{e[{ifm 

Level 14: 'E.ye of 'lime, 
Puwer (jem, Coins 

Mace 
'1'fie ~wy 
~ul'13om6s 
Sa6re 
'Diamona 'E.a9e 
'Ven Potion 
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SliieUf of Lyte 
Lea Plate 
~oot Plate 
'I orso Plate 

Plate of Lyte 
Poleyn of Lyte 
(jreave of Lyte 
~oot Plate 

Sfiielt! of 1Jarc 
Polyen of 1Jarc 
!J{e[met of 1Jarc 
(jreave of 1Jarc 
PUite of 1Jarc 
!J{e[met of Lyte · 

~·· 

Inde~ 

Altar of VI 14, 28, 51, 58, 69, 90 
Anti-Ven (cure poison) 

Potion 19, 55 
Arena, The 73 
Armor of Lyte 83 

Balancing your Party 9, 10 
Banshees 60, 73 (see also 

Non-material Monsters) 
Beholders 66-68, 79, 81 
•Beware My Twisted Humor, .The 

Deceiver, The Snake• 79 
Boots of Speed 83, 86, 89 

·cast your Influence, Cast your 
Mighr 56 
Chambers of the Guardians 55 
Champions, Chart of 11 
Champions, Marching Order 12 
Champions, Selection of 9, 10 
Champions, Training of 13 
Chests 54-56, 74, 77 
·choose a Door· 79 
Clockwise Room 82 
Coins 27, 54, 56, 60, 79, 83, 90 
Combination Room 64, 65 · 
Compass 56 
Corbomite 78 
Creature Cavern 57 
Cross Keys 83 
Cure Poison {Anti-Ven) 

Potion 19, 55 

Dare Armor 84 
Demons 87 
Diamond Edge Sword 82 
Doors, as weapons 26, 55 
Dragon, Red 87, 89, 90 

Eye of Time Ring 88 

Fighter Skills 14, 23, 61 
Fighting, Methods of 23- 26 

Fire C-Black Flame•) 
Elementals 84, 86, 87 

Fireball Cannons 74, 77, 78 
Fireballs 21 
Firestaff 70- 72, 86-88, 91 
Fluxcage 87, 88 · · 
Flying Rattlesnakes 63 
Food 15, 53, 61, 90 
Fountains 54, 76, 78 
Fury, The 82 
Fuse 87, 88 

Giant Wasps 59, 68, 83 
Gold Keys 55, 57, 58 

Hall of Champions 9, 10, 51 
HardCleave Axe 85 
Healing Potion 17 
Hidden Rooms/Doors 29, 30, 60, 

61, 64, 67, 70, 74, 76, 80, 84 
·Hit and Run· 57 
·Hornet's Nest• 83 

Join the ·c1ub• 83 

Key to Knowledge 83 
Keys 52, 79, 82, 90 {see also 

Gold Key, Ruby Key, etc.) 
King Milias's Room 67 
Knights 85 

Leader of Party 11, 12 
·ughter than a Feather• 78 
Lord Chaos (the Dark Lord) 70, 

87,88, 90 

Magic, Learning of 10, 21, 22 
Magical Boxes 67, 88 
Mana, Conservation of 20 
Mana Potion 18 
Mapping 29 
Marching Order of Your Party 12 
Master Key 86 



Materializers 84, 86 
Mummies 52, 54, 62, 73 

Ninja skills 14, 61 
"None Shall Pass" 54 
Non-material Monsters 25, 60, 

67, 73, 84 

Party Leader 11, 12 
Pit Room 63 
Poison Cloud Spell 18 
Poison Missle Spell 18 
Poison Potion 18 
Potions 17, 18, 54, 64, 71, 89 
Power Gem 71, 87, 91 
Power Levels in Casting 

'Spells 19 
"Prepare to Meet Your 

Doom" 59 
"Prisoner· area 61 
Purple Worms 59, 61, 62 
"Put the Gem Back" 77 
Puzzle Solutions, 

Detailed 93-101 

RA Keys 58, 70, 71, 78, 85 
Rats, Giant 76 
Riddle Room 66 
Rock(pile) Monsters 55, 58, 60 
Room of the Gem 57 
Rope 78 
Ropers 63, 65 
Rotating Pit Room 86 
Ruby Key 70 

Saving the Game 30 
Scorpions 80 
Screamer Regeneration 

Room 14, 61, 63 
Screamer Room Shortcut 16 
Screamers 52, 60 
Scrolls 18, 19, 53, 70, 91 
"Shortcut" 60 

• Shortcut Back" 60 
Skeleton Key Stairs 72, 75, 81, 

86,89, 90 
Skeleton Keys 74, 81, 83, 

85, 101 
Skeletons 64, 67, 73 
Slot Machines 83 
Solid Key 75 
Solutions to Puzzles, 

Detailed 93-101 
Spells, Power Levels 19 
Spells, Experimenting 

with 18, 19 
Spider Regeneration Room 86 
Spiders, Giant 85 
Spinner. Fields 56, 64, 74 
Stamina Potion 17 
"Step Inside, Take a Ride" 53 
Stone Golems 71, 72 
StormRing 77 

~Test your Strength" 68 
The Matrix 56 
The Vault 55 
Thieves 73, 80 
"Time is of the Essense· 57 
Transporters 52, 54, 55, 57, 60, 

65-68, 79, 80 
"Turn Back" 82 

Vorpal Blades 25, 26, 67, 68, 
73, 84, 87 

Water 15 (see also Fountains) 
Water Elemental 83 
"What Was Once Underfoot, Is 

Now Overhead" 77 
"When is a Rock not a Rock" 76 
Winged Key 72, 89 
Wizards 76, 78 
Wizard's Workshop 70 

Zoooom Roooom 79 

'.J{otes 



Spe{{ List 
'1'/iue a.re tlU 9.laaie SpeUs f ouna on scro{[s scattmtl arountl tk 'Du"ileon. 'TIU first 
component of a spell is its Power Level 'I1iis tleurminu liow strO"i/ tlf' fone-fasti."B a 
spell 'Ulill 6e. 'I1iis part of eoery spefl tlepuufs on your cliaracter 's u;perienu fefle! aruf 
a'C1tlifa6fe mana. '°"" tlii.s reason, tlie Power Lefle! is not incfwfd in tk fist. 

O'.f1'£,?{.SI'rJ£ SP'ELLS 
Poison Cfotul 
Poison 9.lissik 
Poison Potion• 
'W~n !A(pn!Material 'Bei"Bs 
rrnDafl 
Lifintnine 'Bolt 

'1Y£1'£,?f.SI'll£ SP'ELLS 
Slii&i Spefl ('Entire party) 
Slii&i Potion. (One cliara.cur} • · 
rrn SfriJtl ('Entire party) 

!JlFJtLI!>{{; SP'ELLS 
!Rptore !Jluzltli • 
Cure Poison• 
Stamina• 

LI<j!Jtr/DM{,J( 
9.lczsical 'Tore Ii 
Lifint 
'Dar/qrus 

~.MJILI'Il'ES 
'MsdOm Potion• 
~potion• 

~potion.• 

S m"i/fli Potion.• 
9.lana Potion• 

?.lLSC'U~OfJS SP'ELLS 
Open 'Doors 
Su 'lfvoueli 'WaJlS 
9.lU{/ic ,.ootprints 
I noisiDili.ty 

~tfsra 

• Potion. requires a ,-fast 

05£ ~ 
'D'ES ~ 
z.o ~ 
'D'ES X'W 
,-m I.9{. 
05£ x.ft'I!J{_ ~ 

~.J.{ 'B9(p 'DJW{. 
~.J.{ 'B9(p fJ./!pD1.. 
05£ 'B9{P 9WS 
,-m 'B9W !l(J1 

z.o 'B9{P ~ 

z.o 
05£ X'W ~ 
~.J.t 'B9{P 9{PS 
05£ X'W ~ 
z.o x.ft'I!J{_ ~ 
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'Ifie Clialfenge of Lora Cliaos 
Awaits ... 


