















































































































































and throw the object into the Tranporter, and the pit will close. At
the next pit, stand facing the button on the wall. Press the button
and immediately BACK UP two spaces.

The Rpom of the Gem: Put something on the floorplate near the
door to close the pit. Go across and press the Gem in the wall. The
next door will open, but the pit will open too. Go back and throw
the object back across the pit to close it again. Bring the Gem you
find in a hidden room at the end of the corridor back_ to the area
near the entrance to this room, and place it into the Gem shaped
opening in the wall.

LEVEL FOUR, -- Prepare to Meet Your Doom
Iron Grate Door closes too fast to get through: Stop on the
floorplate opening the door and turn to your left. Press the button
on the wall and IMMEDIATELYY press the right cursor Key three
times. Use the lever behind you to reopen the door from this side.
The “Prisoner”: You must Kill the Prisoner to open the Iron
Grate across the stairs.

LEVEL FIVE -- Treasure Stores

The Pit Room: The pattern through the room is complex, but
not difficult to find. Move to your right at first, going forward
and backward to close the pits in front of you (be careful not to
back into an open pit). From the room on the Right side of the
back wall; go to the exact center of the back wall. Stepping on this
spot will close the pit right in front of the Lefthand exit at the
back wall. Make your way back to the front of the room, then go
to the Left side. Close the pits on the Left wall by moving for-
ward and back, Just outside the Lefthand exit, turn Left and go
almost to the end of the corridor. WalK into the ‘shacKles” on the
wall and you Il find a hidden room. Walk through the water foun-
tain in that room, and youll be in another hidden room.
The Wever-Ending” Room: Turn right at the entrance to the
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room and go to the far right wall. Turn and face the front wall}
then press the button on the wall there. Follow the front wall all
the way to the left wall, then follow that wall to the back wall.
Turn right and follow the back wall to the far right.

The Sliding Blocks Room: Pressing buttons on the walls will
move the blocks along two of the walls to reveal other buttons.
There will eventually be two buttons on the wall to the right as
you enter the room. Pressing the one closest to the exit opens a
hidden alcove on the other side of the room, behind you. Press the
button in the alcove to open a door to a hidden room. Back out the
exit, turn Left at the corridor and follow it until you find a closed
door. Look in the crack in the wall near the floor left of the door.
Press the tiny button to open the door, and find the Gold Key.

The Transporters Rpom: Standing in the open spot in the en-
trance to this room, move RIGHT, BACK, FORWARD, LEFT,
RIGHT, BACK to get into the far tunnel. Be sure to pick up the
items as you move. To get back, just walk out into the Trasporter.

LEVEL SIX -- The Riddle Rpom
The Riddle Room: To answer the Riddles, place these items in
the niche beside its riddle:
I am all, T am none -- The Mirror of Dawn
A Golden head and tail, but no BODY -- Gold Coin
I arch, yet have no Back, -- the Bow
Hard as rocks, Blue as sky, Twinkle in a woman's eye --
Blue Gem
Pit, Lever, Transporter Room: To open the door, turn on the
Transporter by pulling the lever on the wall, then drop something
into the Transporter Field (don't throw it in, just place it on the
Sloor). After you get the Gold Key from behind the door, step into
the Transporter to get your object back,
The Combination Rpom: You have to press the buttons on the
walls in the proper combination to open a hidden room on the back.
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wall. Go to the left from the door and press the button in the al-
cove in the left wall. Then go along the back wall to the alcove
and press first the Left button, then the Right one. Go back along
the wall to the hidden room.

The King Milias Rpom: Place a Gold coin into the crack in the
right-fhand wall to open a hidden room.

Tiny Floorplate/Secret Door: To get into the door which closes
too fast when you step off the tiny floorplate, lure a band of Skel-
etons onto it, then use a Freeze spell from a Magical Box. They
will hold the door long enough for you to run over there. Be care-
ful not to run completely through the opening though! The hidden
room is to the RIGHT of the opening. If you run straight through,
you'll be in a part of the same large room you just came from.

Hidden Vorpal Sword: Just past the inscription ‘I Hate Cow-
ards" is a locked door, then the tunnel turns left and passes an or-
nate door just before it turns left again. Across the tunnel from
the door is a red Rook on the wall. Press the hook and a secret door
will open. Near the far end will be a button on the wall. Press
that to open a hidden room with the Vorpal Sword.

Locked between closed doors/Flashing Transporter: Lighten
your load, then use a ZO spell to open the Iron Grate door. Using
the cursor Keys, press the up cursor Key TWICE just as the Trans-
porter goes off. From there, repeat the action to get through the
second Transporter. The Key to the locked door is in this room.

Test your Strength: There is a closed Iron Grate door just past
this area. Go to the "Test Your Strength” area, and throw some-
thing down the corridor with the invisible transporter. Now go
back into the main corridor and walk forward until you come to the
where the door is now open. You can retrieve the object you threw
from the floorplate it landed on.

LEVEL SEVEN -- The Tomb of the Firestaff
Turquoise Key Rooms: You can only open one of these doors, as
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there is only one Turquoise key. Starting at the room closest to the's
Wizard's workshop with the Ruby Keyhole, this is the contents of
each room:

#1-Flamebain Mail, Bolt Blade

#2-Crown of Nerra, Green Magical Box

#3-Dragon Spit, Boots of Speed

#4-Immulant Necklace, Gem of Ages, Sceptre of Lyf

Winged Key: Go out the hidden exit in the righthand wall of

the workshop, and go down the long corridor about seven steps. On
the left wall will be a tiny button. Press it, then go up the corridor
and into the hidden room which is now open. The Winged Key is
inside. Use this Key on the red lock at the SKeleton Key stairs.

LEVEL Eight -- The Arena

The Fireballs: What seems to be an incessant hail of Fireballs
from every direction in reality is only ONE Fireball being reflected
from all the Blue Fields around this huge room. To stop the Fire-
balls, you must turn off the first Field in the chain. The button is
North of the exit from the stairs. Turn Left as you enter the room,
and go straight to the far wall (you'll have to go around one Pit).
At the far wall, turn Left and follow the wall to the next Blue
Field. On the wall to the left of that Field will be a button. Push
it to open a hidden door behind the Field. Go into the field (turn-
ing you 90 degrees), and push the Green Gem in the hidden room.
This will turn off the Field in that location, and Keep the Fireballs
Jrom bouncing into the room. Be careful because the Fireballs will
still keep coming out of the short corridor to the left of this Field.

Never-Ending Corridor: Starting at the near end of this cor-
ridor, count 26 steps, stop and turn around. A hidden door will
open in the wall.

LEVEL NINE -- The Rat Level
When is a Rock not a Rock; Walk into the wall left of the riddle.

97



ke

Closed Iron Grate Door/Put the Gem Back; Open the pit behind
the iron grate door with the lever beside the door. The chest will
fall through. Close the pit behind again with the lever. Go back.
two side tunnels to the one with a closed door, and follow that
tunnel to the stairs going down. Below will be the chest which fell
through the pit. Take the Green Gem out of the chest and return
back up the stairs to the closed Iron Grate door. To the right is a
tunnel eventually leading to a stairway going up. Take the Green
Gem up the stairs to the corridor with a pit at the end, and drop
the Gem into the pit. It will fall behind the door below, and the
Iron Grate door will open.

Lighter than a Feather: Put the Corbomite in the niche to open
the door.

LEVEL TEN -- ‘The Zooom Level

Beware My Twisted Humor: To get through this area, you must
use a ‘snake-like" back and forth path through the blocks. Turn left
from the stairs, then right at the end and right again into the next
corridor. Go to the end and turn left, then left into the next corri-
dor. Go to the end of this one and turn Right, then Right into
that corridor. Go halfway up this one, then Left. From there you
can go either way. .

The Zoooom Room: There are 12 floorplates in all. Start count-
ing as you step on the first one. Turn to your right so you can see
the wall and openings go by. ‘The exit is at the fifth floorplate.
Keep counting from one to twelve, and as five is coming up, jump
off. It may take a few tries (and a few headaches) to get it. Don't
fall into the Transporter, or it will take you ALL the way back to
the beginning of the Level!

LEVEL ELEVEN -- The Clockwise Room
The Clockwise Room: There are four distinct ring-shaped rooms

. linked together with invisible, silent Transporters. To get through
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this room, turn around at the foot of the stairs and walk BAC
WARDS around the room, COUNTERCLOCKWISE. Look care-

on the floor in a corner under a red wall ring for an Iron Key.
This Key will unlock the iron grate door with a red Keyhole in the
wall. The door waits a few seconds before it opens, so don’t move.
Go through the door and get the Solid Key inside the chest. Back,
out of the doorway and continue backing up around the circle.
When you come to a Gold Lock, use the Key you just found to un-
lock it. Giant Wasps will be released into the room, so have fire-
balls ready for them. Because they attack from behind, you can ex-
pect to get hit a few times. Stop in the corners and look down the
next corridor for the Wasps before you go on. Continue bacKing
around the circle until you come to the iron grate doorway again.
This time, in the back of the small room with the chest, there will
be a secret passagewny open to the rest of the Level.

Poison gas Room: The poison gas trap is triggered by Rolding
the Diamond Edge sword. To get through here alive, go to the end
of the corridor and pick up the sword. Turn immediately and throw
the sword to the end of the corridor. Quickly move forward four
steps, out of the gas. Let the gas dissipate, step forward again and
pick,up the sword. From there you can wait while the remaining
gas evaporates, then escape out the door.

Cross Key Doors: Al of these doors connect back. to the same
area, so you only really need to go through one of them. There are
Water Elementals through all, but you'll also enounter swarms of
Giant Wasps through the Left door, and hordes of Blue Trolls past
the Right door.

Slot Machine Room: There are six coin slots on the walls. Put-
ting a coin into the slot will reveal a niche with different items in
it. From the right as you enter the room, and going around to the
left, these are the contents of the niches:

#1-Green Magical Box
#2-Npthing... no slot here

g

7
O

99



#3-Cross Key

#4-2 Copper Coins

#5-Green Magical Box, Ful Bomb

#6-Ful Bomb

#7-Ven Potion
If you don't have enough coins for all the slots, you can use the
Cross Key in #3 to go back, through another of the Cross Key doors
to find more coins, but it could be dangerous for what you can get.

Enlarge my view: Hold the Magnifier or the Mirror of Dawn

in front of the Eye on the wall.

LEVEL TWELVE -- The Knights Level

Invisible Pits: As you enter the room from the stairway corri-
dor, listen for the click as you step on the floorplate. This opens
the invisible pits. Step backwards onto the floorplate to close them.

Closed Door in Northeast Corner: The button to open this door
is in the SOUTHWEST corner of this level, through the room with
invisible pits, and just past the room with a RA Key in a niche.
The button is a large Green Gem on the wall. Push this button,
then return all the way back,

LEVEL THIRTEEN, -- The Dark Lord

Capturing Lord Chaos: To successfully cage and fuse Lord
Chaos, stand a step back from him while fie’s facing you. Before he
moves toward you, quickly spin around in place, putting a Fluxcage
on each side of you, then step away from him. He will step forward
into the cage. Before ke can transport, fuse him with the Firestaff.

LEVEL FOURTEEN, -- The Dragon Level

Locked Metal Door: The Square Key opening this door is under
a pile of ashes on the left side of the Dragon room from the stairs,
just outside of the secret entrance in the side wall.
The Power Gem: To free the Power Gem from the web of force

100

fiolding it cast a low level ZO KATH RA spell. Pick up the g[ow“
ing object the spell creates and place it on the Power Gem. Then
put the Firestaff onto the Power Gem.

The Skeleton Keys
Here are the locations of the SKkeleton Keys for each Level:

Level 8 In a chest in the corridor which shoots fireballs.

Level 9 In a hidden room in the Northwest corner,
where you find the Corbomite. 4 [ittle
hooded Wizard will drop the Key when you
Kill him.

Level 10 There are two doors which close off the far side
of the Scorpion Room. The Key is in a hidden
room just outside the door on the left side.

Level 11 The Key is in a hidden room in the Northeast
corner. Follow the lefthand passageway a long
way from the room which contains the Fury
sword. When you come to a dead-end, go back.
around the corner and stop. A secret door will
open.

Level 12 The Key is in the room at the Northeast corner
whose door must be opened by pressing a
button located in the far Southwest corner of
the level.

Winged The Key which opens the door at the bottom of
the Skeleton Key Stairs is in a hidden room off
the secret exit from the "Wizard's Workshop,”
opened by pressing a button on the lefthand
wall a few steps down the long passageway.

Go bacKk toward the workshop to find it.
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What's Where in the Dungeon

This list gives the locations of some of the more important items in
the Dungeon. Miscellaneous items of clothing and i

items are not included.

Miscellaneous Items
Level 1: Food, Waterskin,
Torch, Scroll: Magic Torch

Level 2: Food, Magical Box,
Water, Empty Flasks,
Leather Boots, Torches,
94 Potions, RA Key,
Scrolls: Cure Poison,
Healing Potion

Level 3:Food, Compass,
Waterskin, Magical Box,
Empty Flasks, Rabbit s
Foot, Torches, Wand,
Mirror of Dawn, Scrolls:
Stamina Potion, Open
Doors, Weaken Non-
Material Beings

Level 4: Food, Teo Wand,
Waterskin, Magical Box,
Empty Flasks, Neta
Potion, Elven Boots,
Torch, Horn of Fear,
Scrolls: Shield Potion,

Poison Cloud

Weapons
NONE

Arrow

Daggers
Falchions
Throwing Stars
Poison Missile

Arrows
Sabre
Sword

Axe
Repier

Bow
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Armor

NONE

Buckler

Helmet
Berzerker Helm
Mail Aketon

Small Shield
Basinet
Leg Mail

ndividual food

Miscellaneous Items

Level 5: Food, Ekkhard
Cross, Water, Rabbit's
Foot, Torches, Gem of
Ages, Blue Gems, Ilumi-
net, Mirror of Dawn,
Dane Potion, Magical
Box, KU Potion, Antiven
Potion

Level 6: Food, Yew Staff,
Water Flask, Ros Potion,
Torches, Antiven Potion,
Magical Box, VI Potion,
Green Magical Box,

Level 7: Food, Immulant,
Water Flask, Gem of
Agess, Boots of Speed,
Empty Flasks, Crown of
Nerra, RA Key, Winged
Key, Sceptre of Lyf, Fire-

staff, Green Magical Boxes,
Scrolls: Fireball, Fire Shield,

Light & Darkness

Weapons
Daggar

Staff of Claws
Mace

Poison Darts
Ful Bomb

Ven Potions

Ven Potion
Slayers
Throwing Stars
Crossbow
Vorpal Blades

Dragon Spit
Bolt Blade
The Inquisitor
Ful Bomb
Ven Potion

Level 8: Food, Rabbit'’s Foot, Ful Bombs
Jewel Symal, YA Potion, Mace of Order
Eye of Time, Green Delta
Magical Box, Scrolls: In-
crease ‘Wisdom, Strength,

Dexterity & Vitality Potions,
Magical Footprints
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Armor
Helmets
Leg Mail
Casque n Coif
Mail Aketon
Large Shield

Mail Aketon
Torso Plate
Mithral AKketon
Casque n Coif
Mithral Mail

Flamebain



Miscellaneous Items
Level 9: Food, Pendant

Fer al, Water, mel

Empty Flask, Corbomite,

RA Key, Magical Box,

Scrolls: Lightning Bolt,

See Through Walls

Weapons
Storm Ring

Level 10: Food, Water Flask, Ful Bombs
Armet Magnifier, Boots of Hardcleave
Speed, Moonstone, Scrolls: Speedbow

Shield Potion, Magical
Shield, Mana Potion

Level 11: Staff, Ruby Key,
Green Magical Boxes,
Boots of Speed

Level 12: Food, Water Flask,
Master Key, Boots of
Speed, Scroll: Invisibility

Level 13: The Hellion

Level 14: Eye of Time,
‘Power gm: Coins

The Fury

Ful Bombs
Sabre
Diamond Edge
Ven Potion

Mace
Ful Bombs

NONE
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Armor

Shield of Lyte
Leg Plate
Foot Plate
Torso Plate

Plate of Lyte
Poleyn of Lyte
Greave of Lyte
Foot Plate

Shield of Darc
Polyen of Darc
Helmet of Darc
Greave of Darc
Plate of Darc
Helmet of Lyte

NONE
NONE

Index

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
Might" 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

Darc 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 ("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 "Club" 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

"Lighter 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




Spell List

These are the Magic Spells found on scrolls scattered around the Dungeon. The first
component of a spell is its Power Level. This determines how strong or fong-lasting a
spell will be. This part of every spell depends on your character’s experience level and
available mana. For this reason, the Power Level is not included in the fist.

OFFENSIVE SPELLS
Poison Cloud
Poison Missile
Poison Potion®
Weaken NonMaterial Beings
Fireball
Lightning Bolt

DEFENSIVE SPELLS
Shield Spell (Entire party)
Shield Potion (One character) *
Fire Shield (Entire party)

HEALING SPELLS
Restore Health*
Cure Poison*
Stamina®

LIGHT/DARK
Magical Torch
Light
Darkness

INCREASE ABILITIES
Wisdom Potion®
Witality Potion®
Dexterity Potion®
Strength Potion*
Mana Potion*

MISCELLANEOUS SPELLS
Open Doors
See Through Walls
Magic Footprints
Invisibility
Zokathra

* Potion requires a Flask_

OH VEN
DES VEN
zZ0 VEN
DES EW
FUL IR

OH KATH RA
94 IR,

94 BRO
FUL BRO NETA
vI

VI BRO
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FUL

OH IR RA
DES IR SAR.
94 BRO DA
94 BRO NETA
OH BRO ROS
FuL BRO XU
Z0 BRO RA
z0

OH EW RA
YA BRO ROS
OH EW SAR,
Z0 XaTiH RA
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