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{1lumination. You don't have to wait for the
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* STRENGTH POTION - Raises your Strength points for a while. The more power you

The more power you use, the longer the shield lasts. An active Fire Shield is

indicated by a green dotted line around your character's boxes.
* POISON DART - Throws a bolt of poison that poisons a monster when it hits.

* HARM NON-MATERIAL BEINGS - Throws a bolt that damages only nomrmaterial
beings. The more power you use, the more damage this bolt does.

* DARKNESS - Lowers the light level the same way the Light spell increases it.

* OPEN DOOR - throws a bolt that will only open button doors. The 10 powered

use, the more points you get.
* SHIEID VS. FIRE - Raises a shield that protects you from fire (e.g. Fireballs)
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injuring all of your characters! If you were casting
gh level of power, this is a good way to kill all of your

suddenl
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Lightning
does a lot
for casting Lightning Bolts.
and RESTART the game where

and cast either a Fireball or Lightning Bolt spell into it. The spell will

eplode against the wall,
the spell with a hi

characters at once

* WALL OF DOOM - Any wall can be a wall of doom if you are standing next to it
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* PENDANT FERAL - Raises the character's Wizard level by one.

* CALISTA - Transfers +10 Wisdom points.

# CROWN OF NERRA - Transfers +10 Wisdom points.

* YEW STAFF - Wizard staff. Light, Dispel ( Harm Non-Material Beings ). +4 Mana.
This staff has limited use.

* STAFF OF MANAR - Wizard staff. Fireshield ( Shield Vs. Fire Spell ) Dispel
( Harm Non-Material Beings spell ). +10 Mana. This staff has limited use.

# FIRESTAFF - Priest staff. Brandish ( Scare ), Fireshield ( Shield Vs. Fire ).

#* FIRESTAFF (with Powergem) - Invoke ( Random spell ), Fuse ( Harm nom-material
beings ), Fluxcage ( Puts a Fluxcage wall in front of you ).

* SCEPTRE OF LYF - Priest sceptre. Heal ( Uses Mana ), Light. +5 Mana.

* STAFF - +2 Mana

* STAFF OF CIAWS - Priest staff. Brandish ( scares some monsters (see monster

* FLAMEBAIN - +12 Anti-Fire
# BOOTS OF SPEED - These allow you to be overloaded without slowing down.

MAGICAL WEAFONS

* MAGICAL BOX - Freezes monsters. Green boxes last twice as long as Blue.

* TEOWAND - Wizard. Calm ( Stop attack ), Spellshield ( Shield Vs. Spells ), and
Fireshield ( Shield Vs. Fire ), +6 Mana.

* VORPAL BIADE - Wizard. Disrupts ( Harm Non-Material Beings ). When Disrupt is
used, the character gains Wizard experience. +4 Mana.

* FLAMITT - Fireball. Limited use.

* EYE OF TIME - Works like the Green Box. Limited Use.

* FURY - Wizard. Fireball (throws powerful Fireball). Limited use.

* BOLT BIADE - Wizard. Throws Lightning Bolts. Limited use.

* STORMRING - Wizard. Throws Lightning Bolts. Limited use, glows when ring is
still active.

* WAND - Priest. Calm, Spellshield ( Shield Vs. Spells ), Heal ( Uses Mana ).
+1 Mana.

* DRAGON SPIT - +7 Mana.

* THE INQUISITOR - The most powerful sword. 'Berzerk' option appears after use.
This takes a awhile to recover from, but it can do a lot of damage. +2 Mana.

* HARDCIFAVE - A very powerful weapon. Berzerk option appears after use. This
takes a awhile to recover fram, but it can do a lot of damage.

* MACE OF ORDER - +5 strength.

* SIAYER - Does more damage than a normal arrow.

* DELTA - +1 Mana.

* HORN OF FEAR - Scares Monsters.

* NORMAL WEAPONS
Poison Dart Bow Speedbow Falchion Throwing Star
Crossbow Morningstar Club Sabre Rapier
Sword Mace Axe Arrow Sling
Dagger Rock Diamond Bdge Stone Club

* ARMDR
Leather Jerkin Leather Pants Isather Boots Mithral Mail Mithral Aketon
Mail Aketon Leg Mail Hosen Elven Doublet Elven Huke
Elven Boots Armet Helmet Casque 'n Ooif
Wooden Shield large Shield Small Shield Torso Plate Foot Plate
Leg Plate Sandals Fine Robe Buckler

Greave of Darc Poleyn of Darc Plate of Darc Helm of Darc Shield of Darc
Greave of Lyte Poleyn of Lyte Plate of Lyte Helm of Iyte Shield of Lyte
normal.

Drumstick Corn Bread Dragon Steak  Cheese Apple
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# IEVEL 1 - The Hall of Mirrors. All you need is on the map.

$h. o g pmoepic
b .5 Balap & uhe Mm | §
gl b Hpmmmaf B iy 1
s §8 4= 015 4 g 3885t ©3 Rog
Phgh b, Basdjgg iyq .0 b
figpant gty Ballday] gn 3f 1
-2 TR mm_mwmmmw, mmm PgiEashy g s "mm sapehif
§ 9 mmwmmazmm(m&m_ ~§, mumummmm mm..m mmw nmmmm >
LR TR T M) I B P by BE el
.mmm{m._m HI mmmmmlm T
_mmmmmmm mmm MmMMMMwmm nmm mmmmwmmmn L MmmwmmmMm«m : | §
oanmmmmmmmm e mmmm m_mam mmmmmmm mmm.mmmmwm_m i nm :
e R il
i LA : il gl dnhatihes b
mm%mm mmmag z,_ mﬁmm HE Mmm,%mm
mmWWWM@mmmmmmmmmmmmmmmm mn mmm“mmmm re s mmmmmmmmmumm mmmw

FEfEEEEEERRER



m i - B 35
SR HE
m m § 3 m g 3,8
CI m M m 3 m WMWM
18 33z 1 Mmmw .
i gidin |
j il el |
i 1l
f g B hi
fig 5 Mgl
m mwmm .mmmmmmwm mw my
: mmmmm1m Tl mmm.mwm
- mam,wm,am w.m.w..mn m
hidezedsdishdacdaRIE:

3 M 4w

1 5al, mmmm Sites

g el e b wmmmmM .

.m Esid L e :

m B mmmm m mmwmm

P mwwmm =3 mz.mma 1

£1.4 NWMmm mem m mmmmmm mm.

mmﬁm it il 1
Soxgals . .c88p? .n.m m.

Hifi I T
83509" ,M mw(mm 3 wmmm.u mm u

it il Nl oy g

LN Mmmmwmmmm..mmm“mt :

m il it e mowmmmm

WHL i mmzmﬁm_mﬂ B

s Eyiuseloy 13 i B 28

mmmmmwmm“mmeMmmdmmmmummmm Hi mwmmmmm

I E R E B R



53 mmmm Mmmmw . mmmm nmme
358 Md mmm D 4,8

in
but
ght

fiel

Qlll

mmw §3%% m“m mm
.w 83 i
it B i m“mmmamum

mmwmmu_mmemmm 1 mﬂ mwmm dw wqf THEE

3
il
mmmmm..wm mmwnmu wmmm mMW Mmu w
~T M

you to the field at (S).

_mm mmmmmmm

Speed.

, and a Green Magical Box.

, and the Bolt Blade.
re afraid of a sign that says

If you'
W

here?
BPAces

Spit, Boots of

ise Key, so choose carefully.
Crown of Nerra

to open this door, and the other two in this hall as well.
alcove. When the scroll says deep, it means level 12!
. Contains the Scepter of Lyf, an Ilumilet, and a Gem of

Contains
Contains Flamebain

Golems.
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secret wall should quickly open.
fake plate.

( it could be a fake ).
one space S.
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There are Generators for all of the monsters. The Fireball Generator throws a
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* IEVEL 8 - 17 Mmmies, 8 Skaletons, 8 Ghosts, 2 Whining Thieves.
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* LEVEL 9 - 2 Generic Monsters, 10 Giant Rats, 4 Midget Monks.
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DM GUI BDE

A Perfect Companion to Dungeon Master

After several hundred hours of play testing all facets of
Dungeon Master, our comprehensive guide features:

* Thorough, ALIGNED maps of all levels.
* Maps show locations of all treasure, secret buttons
and levers, secret walls, doors, locks, coin slots,

transporters, pits, pressure plates, turning fields,
alcoves with treasure, altars of life, and stairways.

* Level hints and puzzle solutions.

* All 14 levels are described separately giving number
and types of monsters that start on that level and
listing a full set of solutions to all puzzles.

* Monster descriptions and battle tips.

*» Effects of spells and how to use them, whether it is
a priest or wizard spell, if it needs a flask or is
temporary.

#» FREE 8 1/2" x 11" parchment paper Spell List included.

* Complete list of all objects found throughout the
dungeon.

* Special objects' properties and uses.

* Attributes, skills and important possessions of all
24 characters.

* Spiral bound book sized for the game box.

Computer Avenue
6241 West Alameda
Suite 502
Lakewood, CO 80226

DM GUIDE/Computer Avenue -- Trademark, Computer Avenue.
Dungeon Master -- Trademark, Software Heaven/FTL Games.




