






















































































DUNGEON LEVEL 9
- "

OVERVIEW: Level 9 isn't too tough although there are PUZZLES/PROBLEMS:

several hidden chambers and illusionary walls to confuse

you, a fireball corridor to warm you up and some menac- A This is an illusionary wall.

ing Giant Rats to nip at your heels. But it's a pretty straight B Button reveals the secret chamber 2 spaces south and
forward level without a lot of mind-boggling puzzles. Do 5 spaces west.

not ignore the Sorcerer in the hidden chamber to the C

northwest as he carries one of the skeleton keys you'll D Button reveals the secret chamber to the north.
need to open the entrance to the central stairway on this E Go up the stairs at G. You must either climb down or

level.

FOOD: You'll find six food items on this level plus the
bonus of drumsticks when you kill a Giant Rat. (They leave
one or two of these when they expire.) But Giant Rats are
pretty ferocious, so you will definitely pay for your supper.

WATER: There are two fountains on level 9, one near the
beginning of the level and one near the end. The one near
the end will be a convenient fountain to return to later in
the game if needed by using the central stairway near
there. Fill up all your water flasks now. This is your last
chance for water from here to Level 14 without returning...

MONSTERS: You'll encounter Generic Monsters which
you should be able to handle without too much difficulty, a
few Sorcerers who can take you down a notch or two with
their magical abilities and more than enough Giant Rats,
who are pretty tough opponents. Make sure to keep the
door to the Giant Rat regenerating room closed in the
northeast corner.

DIFFICULTY: Moderate.

Y

fall through the pit there. Set the gem which you find in
the chest in front of the door and the door will open.
The button to the north will now open and close this

door.

F Pit

G These are the stairways up which are referred to at E.

H Door

I These plates release fireballs from the east end of the
corridor. To avoid the fireballs, place an item on the
plate and quickly move out of the way. You may not be
able to avoid a couple of hits, but it is still the safestand
easiest way to handle this problem.

J This button reveals the secret chamber to the west.

K Thisisa GiantRatgenerating room. Good food source
if you need it. Otherwise, keep this door closed.

L To open this door you must place the corbamite you
found at 8 in the alcove.

M Door

N Use a skeleton key to open this portion of the central
stairway.

TREASURE/FOOD:

1 Scroll #26

2 Pendant Feral

3 Blue Magic Box

4 Apple/Torch

5 Stormring/Torch/Drumstick

6 CHEST: Green Gem/Scroll #27/V] Potion

7 Rope

8 Corbamite

9 Torch

10 Skeleton Key (carried by sorcerer)
11 Dragon Steak/Corn/Apple/Cheese
12 Flask/Scroll #28

13 RA Key

14 2 VI Potions

J
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DUNGEON LEVEL 10

7

OVERVIEW: Dungeon Level 10 is an interesting level with
many puzzles and plenty of decisions. It's also one of the
tougher levels. Other than deciding whether to fight a
Beholder or a Giant Scorpion when you choose to take
either the left or right door near the beginning of the level,
your path is pretty well set. (If you choose the right door
and the Beholder you will find 2 food items; the left door
and the Scorpion rewards you with 3 food items.) You'll
use a lot of mana for combat on this level as Beholders,
Skeletons, Thieves and Giant Scorpions are constantly
thwarting your progress, especially in the southwest
corner of the dungeon and the extremely dangerous scor-
pion generating area to the east. Also, the skeleton key for
the central stairway on this level is past the scorpion in-
fested regions of the level, so you’ll have to backtrack to
open the stairwell. There’s quite a bit of treasure available
on Level 10 (most of it food and armor), but you’ll definite-
ly earn it.

FOOD: If you're low on food by now, this level will allow
you a sigh of relief. Depending on your route, you'll find
either 8 or 9 food items.

WATER: There are no fountains here. Hopefully you filled
up on Level 9. If not, you can use the central stairway
(once you've found the skeleton key) and fill up there very
quickly before proceeding.

MONSTERS: If you make it through Level 9 with everyone
in one piece (and without any re-booting), you're either
very, very lucky or very, very good. The first third of this
level isn’t too bad, but Beholders, Skeletons and Thieves
seem to attack from all directions in the southwest corner.
And the worst s still to come. You'll find a Scorpion regen-
erating area to the east that will test your skills to the limit.
The best strategy is to avoid Scorpions all together. Hurry
through this area, keeping doors closed behind you, find
the skeleton key, use it and continue on. The only real safe
place to relax and catch your breath is to continue to Level
10, rest, and then return or use the teleportation field at
(V).

DIFFICULTY: Very Hard.

PUZZLES/PROBLEMS:

A

B The key here opens either the door to the left or to the
right.

C The Beholder will drop the Key of B when you defeat
him.

D The pressure plate opens the door.

E The Giant Scorpion in this area will drop the Key of B
when defeated.

F The pressure plate opens the door.

G Key of B opens this door.

H Like the amusement park? Take a ride here, get off
where the treasure is located, and continue on your
way. Nifty little gimmick here, but watch out that you
don’t step off into the field as you will be teleported
back to the beginning of this level.

I This button, in conjunction with the button at “U”, will
activate the teleportation field between “U” and “M”.

J This button reveals the secret chamber to the south.

K This chamber is a very good resting place. There are
also acouple of thieves lurking around this area, so be
prepared.

L This button reveals the secret chamber to the south.

M When the proper buttons are pressed at (I) and (U),
this field will be activated.

N This button reveals the secret chamber at (P).

O Thissecretchamber is revealed by pressing the button
at (P).

P Button reveals the secret chamber at (O).

Q Use the skeleton key to open the entrance to the cen-
tral stairway on this level.

R The button here reveals the secret chamber to the
northeast.

S This button reveals the secret chamber at (T).

T This secret chamber can be opened by the button at
(S).

U This field (activated by the button on the wall) will
teleport you to (M).

TREASURE/FOOD:

1 Key of B

2 Apple/Bread

3 Bread/Cheese/Corn

4 Waterskin with Water/FUL Bomb/Cheese

5 Corn

6 Torch

7 Speed Bow

8 Armet

9 Moonstone/Drumstick

10 Foot Plate/Leg Plate

11 Corn

12 FUL Bomb/Torso Plate

13 Boots of Speed

14 Scroll #29

15 Bread

16 Bread

17 Hardcleave

18 MANA Potion/Scroll #30/Shield of Lyte/Skeleton Key

19 Magnifier

~

All the fields in the “The Deceiver, The Snake” area
teleport you back to this square. The map for this level
shows you the path through, a snake-like “S”.
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DUNGEON LEVEL 11

/

OVERVIEW: Dungeon Level 11 presents you with some
difficult puzzles as well as some difficult decisions. The
four matching areas at the beginning of the level can really
take some time without using a hint book. The level is fairly
monster-free except for the three corridors you have to
decide between early in the level and a few irritating Giant
Wasps near the beginning. You'll find some good armor
and a couple of great swords here in Diamond Edge and
Fury. (Don't get too excited with weapons that throw fire-
balls, etc. and use them all up. They all have limited
charges.)

FOOD: If you're running low on food you won't find any
relief here. If you've followed our hints and suggestions,
you should still be fairly well stocked.

WATER: None.

MONSTERS: The Giant Wasps you encounter here are
irritating, but you should be able to handle them by now.
The same goes for the Ogres. Now, the Water Elementals
are adifferent story and are the most difficult opponenton
this level. Use extreme caution when fighting them and if
possible, avoid them altogether. That won’t be totally pos-
sible as they can ooze under the doors you close to keep
them away.

DIFFICULTY: Medium to Hard.

PUZZLES/PROBLEMS:

A The easiest way through this confusing “maze” is to
walk backwards, turning in place now and then to see
where you are. Watch for the iron key as you need it to
continue.

B You need the solid key from the chest east of “C” to use
here. You'll be attacked by Giant Wasps now, so have a
few Fireball spells prepared.

C Use the iron key to unlock this door and get at the
chest. There will be a delayed reaction, so just be
patient. You will need to return here once you've used
the key at “B” to continue.

D This secret passageway will open when you use the
solid key at “B”.

E Taking Diamond Edge from the alcove will release
poison gas the length of this corridor towards the east.
Don’t panic and run for it, just be patient, accept your
damage and the gas will slowly dissipate. Running will
keep you in the gas clouds longer as they are timed to
go off in sequence towards the east.

F Once you have stepped on this pressure plate con-
tinue around the corner, then turn and go back. The
secret chamber will open behind you as you do.
The button here opens the secret chamber to the
south.

G The cross key you find here will open any of the three
doors to the west, south or north. each corridor con-

\

H The pressure plate opens the door.

I The pressure plate opens the door.

J The pressure plate opens the door.

K The button here reveals the hidden chamber to the
southwest.

L By holding the Magnifying Glass up to the Eye, the wall
to the northeast will open.

M Use the skeleton key to open the central stairway to
this level.

O Withthe gold coins you picked up earlier (you did pick
them up, didn’t you?) you will be able to open two of
the alcoves here. One of the alcoves also holds two
more coins. You may have one left from earlier in the
game and you can also return to (G) and use the Ruby
Key in one of the alcoves gather two more coins to
open more alcoves. Your choice...

TREASURE/FOOD:

1 Staff

2 Iron Key

3 Boot Plate

4 Morning Star

5 Solid Key

6 Diamond Edge

7 Fury

8 Skeleton Key

9 Cross Key

10 Copper Coin

11 Copper Coin

12 Cheese

13 Copper Coin

14 Copper Coin

15 Copper Coin

16 Copper Coin

17 Copper Coin

18 Plate of Lyte/Greave of Lyte

19 Clockwise, beginning with the alcove in the south wall:
Alcove #1: VEN Potion
Alcove #2: FUL Bomb
Alcove #3: FUL Bomb/Green Magical Box
Alcove #4: 2 Copper Coins
Alcove #5: Cross Key
Alcove #6: Chest with Food
Alcove #7: Green Magical Box

20 Ruby Key

21 Scroll #31

tains a different monster, but all will contain 2 copper
coins. Do not ignore these seemingly worthless coins.
They will bring you significant treasure later. Through
the left door you will encounter Giant Wasps through
the east door, Blue Trolls through the west door and
although you will encounter Water Elementals in all,
there are more through the southern door. Although
the southern door is the shortest in length, the Water
Elementals are the tougher opponents unless you can
manage to get around them without combat.

_J
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DUNGEON LEVEL 12

[

OVERVIEW: You and your trusty little group are getting
close, but don’t start cheering quite yet. Dungeon Level 12
may be the toughest level of them all. There are plenty of
dangerous monsters, traps and puzzles, and to make it
worth all your trouble, some great treasure! It's hard to
avoid the monsters on this level, so keep your strength up
and your mana as high as possible. Take the time to rest if
needed. You need to be at your best. You'll have to do
some backtracking here and there to complete the level,
but once you're done here, game’s end is close at hand.

FOOD: If you're hungry by this time, then the dungeon
restaurant is open for business! You'll find 12 food items
here, enough to get all your characters back to full
strength and ready to face Evil Lords and Dragons!

WATER: Sorry, must be a water shortage. Hope you're not
thirsty after devouring all that food.

MONSTERS: Be prepared to save your game often on
Level 12. The Giant Spiders can be avoided for the most
part, butthe Spell Vines and Dark Knights can be the death
of you. The tough thing about the Spell Vines is that they
attack in groups. You should be able to handle a couple
without a lot of problem, but four is pushing you to the
limit. Have your healing potions handy. And the Dark
Knights are even worse. Swinging with 2 large swords and
clothed in armor, you must be at your best. Try to get in
areas where there is room to maneuver, use the boundar-
ies mentioned in the hints and make use of the old “closing
door” trick where possible.

DIFFICULTY: Very hard.

PUZZLES/PROBLEMS:

A This pressure plate opens the almost invisible row of
pits which span this room. Once you have stepped on
the plate, step onitagain to close the pits. You can also
lure the Knights from “C” and “H” into this area and
open the pits as they step on them. The fall will kill
them very efficiently without engaging in combat.

This button opens the door at “C”.

Open this door by pushing the button at “B”.

Remember this square. It is an invisible boundary

which all monsters on this side of the dungeon will not

cross. Lure them to this position and combat will be
much easier as you can step back to the west after
striking or casting spells and they will not follow.

E This button reveals the secret chamber 2 spaces east
and 1 space south.

F When you reach this wall, just waita moment and it will
open. Be prepared though, as there is a Dark Knight
guarding the treasure within. Either use Magical boxes
on him, or better yet, lure him back around to “D”.

G The button which opens thisdoor is all the way across
the dungeon at “K”.

o0Ow

L

H Use the Topaz Key to open this door. The Dark Knight
here carries a key you will need later so you cannot
avoid him. If you lure him to fall through the “invisible”
pits, be sure to climb down after the key. A force field in
the level below will teleport you back to this level.

I This button reveals the secret chamber to the west.

J The key which opens this door is held by the Dark
Knight at H.

K This button opens the door at “G".

L Another“boundary”. The monstersin this area will not
advance past this point, so use it to your advantage.

M This button reveals a short cut south in case you have
to backtrack.

N Thissecret corridorand room is revealed by the button
at “P”. Avoid this area unless you like to live danger-
ously. Spiders are a formidable foe by themselves. But
being surrounded by three or four or five is sheer
suicide. The treasure in the Spider Room is not worth
the trouble.

O This pressure plate opens the doors to the Spider
Room. By the way, | told you to avoid this area! Aren't
you listening? If you don’t believe me, at least save the
game first...

P This button reveals the secret wall at “N”.

Q This button controls both the doors to the west and to
the south.

R Ifyoutimeitright, youcan getthrough these revolving
pits without any problem.

S Use a skeleton key to open the central stairwell to this
level.

TREASURE/FOOD:

1 Bread/Corn

2 Drumstick

3 Topaz Key

4 Drumstick/Apple/Torch

5 Poleyn of Darc

6 Plate of Darc

7 Greave of Darc

8 Shield of Darc

9 YA Potion/Apple/Water/Scroll #32

10 FUL Bomb

11 Helm of Darc

12 Skeleton Key

13 Drumstick/Apple/Slayer Arrow

14 Knight carries Emerald Key

15 Snake Staff

16 RA Key

17 Apple

18 Morningstar

19 2 Corn

20 Boots of Speed

21 FUL Bomb

22 Apple

23 Helm of Lyte

24 Master Key

~

e
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DUNGEON LEVEL 13
: )

OVERVIEW: If you haven’t completed Level 14,dosonow. PUZZLES/PROBLEMS:
You cannot defeat Lord Chaos without obtaining the

Power Gem from below. Besides, there’s a friendly little A This button opens the secret passageway into Level

dragon waiting for his lunch... Once you have completed 13.

Level 14, you're ready for Lord Chaos. Andthat'saboutthe B Use the skeleton key to open the central stairways.
only reason this level exists. There’s no treasure to speak from here you can return up to Level 8 for water. Once
of and nothing else to entertain you. Of course, Lord you have attached the Power Gem to the Firestaff,
Chaos will be happy to do the entertaining. The party is however, all stairways above Level 13 will be closed, so
about to begin. And you're the special guest... you must make use of these stairs now if you need to

return to any levels above you.

You will find the solution to Dungeon Master C Thisfield teleports you to the room of the revolving pits
and how to defeat Lord Chaos of page 12 of the above.

Adventurer’s Handbook. D ThisisLord Chaos’ penthouse. Welcome to the party...

FOOD: Are you kidding?
WATER: Get serious...

MONSTERS: Other than a few Fire Elementals, Fire Dem-
ons and the Dark Lord, no problem. You don't really need
to bother with the Fire Elementals or even the Fire Demons
if you can avoid them. Lord Chaos is another matter. After
all, isn’t this why you’re here?

DIFFICULTY: Medium to hard.
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DUNGEON LEVEL 14

i )
OVERVIEW: Don’t get excited. | know, you're almost PUZZLES/PROBLEMS:

there, but first you have a little problem to overcome - the
Red Dragon. You don't really have to defeat him to finish
the level, but you can’t go home without saying you slayed
adragon, now can you? If you're cautious, use the hit and
run combat technique, and use a bunch of fireballs, you
can have dragon steaks for dinner! If you get fried you can
always use the Altar of VI in the northern part of this level.
Only a couple of the treasures scattered across the floor
are of any value. but your real goal here is to transform the
Firestaff into a form which will aid you in your upcoming
battle with Lord Chaos. Have fun...

FOOD: Nice, juicy dragon steaks!
WATER: Sorry, none here either.

MONSTERS: You only have to contend with the Red
Dragon on Level 14. That isn’'t a problem is it?

DIFFICULTY: Medium.

%l

A Use the Winged Key from Level 7 to open the central
stairwell.

B Thisleverreveals the way into the Red Dragon’s lair to

the south. You can also enter the lair from the stair-

ways to the west.

The Red Dragon’s lair. Enjoy your visit.

You can open the door to the north with the Square

Key you found in the Red Dragon’s lair.

Use a silver coin in the slot to open the door to the

right.

To get the Power Gem, use the Zokathra spell.

By attaching the Power Gem to the Firestaff, you will

notice the firestaff obtains new powers. These magical

powers are needed to defeat Lord Chaos. (See page 7

for the game’s solution.)

H Altar of VI.

oM m OO0

TREASURE/FOOD:

Copper Coin

Copper Coin

Silver Coin

Copper Coin

Boulder

Ashes

Copper Coin

Copper Coin

Ashes

10 Copper Coin

11 The Square Key is hidden beneath the ashes.
12 3 Copper Coins/Calista/Gold Coin
13 Blue Gem

14 Silver Coin

15 Scroll #33

16 Power Gem

CoNOONHRWN =

B
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