






























































































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. 

• .£ •• Clioose 'Your 
Clia.mfiers of tlie (juart!ia.n: Press tlie (jrun (jem . 6utton 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 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. 
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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 ... 


