










IDhe from which !leroes are maCH 

NAME 

AIDO 

ABILITY HEALTH STAMINA MANA 

CHANI 

HAWK 

BORIS 

NABI 

SONJA 

MOPHUS 

STAMM 

lEIF 

AZIZI 

TIGGY 

DAROOU 

WUTSE 

HALK 

SYRA 

GANDO 

WUUF 

lEYlA 

LlNFlAS 

HISSA 

GOTHMOG 

APP. FIGHTER 
NOV. PRIEST 48 

NOV. FIGHTER 
APP. WIZARD 47 

NOV. FIGHTER 
APP. PRIEST 70 

NOV. NINJA 
APP. WIZARD 35 

APP. PRIEST 
NOV. WIZARD 55 

JOURN.EYMAN 65 
FIGHTER 

JOURN. PRIEST 55 

JOURNEYMAN 
FIGHTER 75 

APP. FIGHTER 
NOV. PRIEST 75 

NOV. FIGHTER 
APP. NINJA 61 

NOV.NINJA 
APP. WIZARD 25 

APP. FIGHTER 
NEO. WIZARD 100 

NOV. NINJA 
APP. PRIEST 45 

JOURNEYMAN 
FIGHTER 90 

NOV. PRIEST 
APP. WIZARD 53 

APP.NINJA 
NOV. WIZARD 39 

APP. NINJA 
NOV. PRIEST 40 

JOURN. NINJA 48 

APP. FIGHTER 
NOV. WIZARD 65 

APP. FIGHTER 
NOV. NINJA 80 

JOURN. WIZARD 60 

ALEX ANDER APP. NINJA 
NOV. WIZARD 50 

ZED 

ELiJA 

NOV. FIGHTER 
NOV. NINJA 
NOV. PRIEST 
NOV. WIZARD 60 

NOV. FIGHTER 
APP. PRIEST 60 

65 

67 

85 

65 

65 

70 

55 

80 

70 

77 

45 

65 

47 

75 

72 

63 

50 

60 

50 

61 

55 

57 

60 

58 

11 

20 

10 

28 

15 

2 

19 

o 

7 

7 

36 

6 

20 

o 

15 

26 

30 

3 

12 

5 

18 

13 

10 

22 

STR. DEX. WIS. VIT. AIM. AlF. INVENTORY 

43 

37 

45 

35 

41 

54 

42 

52 

46 

47 

30 

50 

38 

55 

38 

39 

33 

40 

45 

58 

40 

44 

40 

42 

55 

47 

35 

45 

36 

45 

35 

43 

40 

48 

45 

30 

35 

43 

35 

45 

57 

53 

45 

48 

43 

55 

40 

40 

40 35 

57 37 

38 55 

55 40 

45 45 

39 49 

40 48 

35 50 

39 50 

42 45 

50 35 

35 45 

53 45 

30 46 

43 45 

47 33 

45 40 

45 47 

47 35 

35 

48 

35 

34 

45 40 

40 50 

42 36 

45 

47 

35 

45 

55 

40 

40 

35 

45 

30 

59 

30 

47 

38 

42 

48 

35 

45 

50 

43 

50 

35 

40 

53 

50 

37 

35 

40 

55 

40 

45 

55 

45 

35 

40 

45 

40 

48 

40 

43 

40 

35 

35 

55 

59 

40 

40 

40 

SAMURAI SWORD 

MOONSTONE 

2 ARROWS 

RABBIT'S FOOT 

STAFF 

SWORD I CHOKER 

3 FOOD 

AXE 

HIDE SHIELD I 
2 DAGGERS 

WAND 

3 THROWING STARS 

CLUB I HELMET 

APPLE 

2 POISON DARTS 

EMPTY FLASK 

ROPE 

BOW 

CLOAK OF NIGHT 

SLiNGSHOT* 

TORCH 

MAGIC BOX 

* Note: In the U.S. version, Alex Ander has lockplcks Instead of a slingshot. 
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CHARACTERS 
1=IAIDO 2=ZED 
3=ELI.JA 4=HALK 
S=CHANI 6=HAWK 
7=BORIS S=ALEX 
9=NABI 0=SON.JA 
A=SYRA B=GANDO 
C=LINFLAS 
D=LEYLA E=WUUF 
F=WUTSE G=LEIF 
H=TIGGY I=STAMM 
.J=DAROOU 
K=HISSSSA 
L=GOTHMOG 
M=AZIZI N=MOPHUS 
'" =DOWN 'V' =A L TAR 
,.=FOUNTAIN 
S=START 
+=VALUABLE ITEM 

DUNGEON MASTER 
LEVEL 2 

-=PRESSURE PLATE 
a=PIT o=BUTTON 
1'=STAIRS UP 
"'=STAIRS DOWN 
o"=LEVER I-: =KEY 
+=VALUABLE ITEM 

~=FORCE FIELD 
... =FOUNTAIN 

t2i=SECRET DOOR 
+ =VA LUAB LE ITEM 



+ 

-
a 

• 

1=CHAMBER OF 
THE GUARDIAN 

=THE VAULT 

=THE MATRIX 
=TIME IS OF 

THE ESSENCE 

S=ROOM OF THE GEM 

6=CREATURE CAVERN 

....... cFORCE FIELD 
-=PRESSURE PLATE 
a =PIT t: =KEY 
+ =VA LUAB LE ITEM 
l'=UP ",=DOWN 
·=BUTTON 
x=SPINNER 
t§l=SECRET DOOR 

DUNGEON MASTER 
LEVEL 4 

= VALUABLE ITEM 

= BUTTON 

= GRATE 

= PIT 

= PRESSURE PLATE 
~ ..... = FORCE FIELD 

'" = LEVER 

~= SECRET DOOR 

'" = 
DOWN 

l' = UP 
. -: ... - DOOR 

K = KEY 



" 

+ = VALUABLE ITEM 

= BUTTON 

• = PRESSURE PLATE 

= DOOR 1:1 = PIT 
." = LEVER 
[g]= SECRET DOOR 
.. = FOUNTAIN 

l' = UP 
'" = 

.'. - SPINNER 
NOTE: 

DOWN 

DOTTED LINE IS AN 
INVISIBLE WALL 
LETTERS ARE FOR 
MOVEMENT DIRECTIONS 

DUNG 
LEVEL 6 

+ = VALUABLE ITEM 
= BUTTON 

• = PRESSURE PLATE 
= DOOR 1:1 = PIT 

... = LEVER 

[g] = SECRET DOOR 
~ = FORCE FIELD 

l' = UP '" = DOWN 
NOTE: 
ANSWERS TO RIDDLES 

MIRROR OF DAWN 
BOW 
BLUE GEM 
GOLD COIN 
~=INSERT GOLD COIN 
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a 
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-a 
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a 

MASTER 
EL 7 

OF THE 
ESTAFF 

;.; = FIRESTAFF 

+ = VALUABLE ITEM 

l' = UP '" = DOWN 
= DOOR to: = KEY 

~ = SECRET DOOR 
= BUTTON 

NOTE: 
YOU NEED 4 RA KEYS~ 
1 RUBY KEY AND 1 
MASTER KEY TO 
COMPLETE THIS LEVE 

THE RA KEYS ARE ON 
LEVELS 3~7~9~12 

DUNGEON MASTER 
LEVEL a 

THE ARENA 

l' = UP '" = DOWN 
+ = VALUABLE ITEM 
a = PIT • = GRATE 
_ = PRESSURE PLATE 

"No~= FORCE FIELD 

... : = DOOR to: = KEY 

. - BUTTON 

~ = SECRET DOOR 
NOTE: ON LONG HALL 

WALK 26 STEPS AND 

TURN AROUND AND 
WAIT~ SECRET DOOR 
WILL OPEN. 
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DUNGEON MASTER 
LEVEL 9 

l' = UP '" = DOHN 
+ = VALUABLE ITEM 

a = PIT • = GRATE 

• = PRESSURE PLATE 
...... ~ = FORCE FIELD 
... : = DOOR t: = KEY 

= BUTTON 

~= SECRET DOOR 
:-: = SPINNER 

.' - LEVER 

~ = FIREBALL 
CANNONS 

NOTE: YOU NEED 
CORBAMITE AT THE * 

DUNGEON MASTER 
LEVEL 10 

THE SNAKE LEVEL 

l' = UP '" = DOHN 

+ = VALUABLE ITEM 

.~ = GRATE 

• = PRESSURE PLATE 

-.v ~ = FORCE FIELD 
. -... : - DOOR t: = KEY 

= BUTTON 

~= SECRET DOOR 
X -. - TRANSPORTER 



, ,. 

~ungfon 

DUNGEON MASTER 
LEVEL 11 

THE C LOC KW I SE, LEVE L 

l' = UP '" = DOWN 
+ = VALUABLE ITEM 
- = PRESSURE PLATE 

... : = DOOR I-: = KEY 

. = BUTTON OR SLOT 

t8l = SECRET DOOR 

~= POISON TRAP 

:-: = UNMAPPAB LE 
CLOCKWISE 
ROOM 

DUNGEON MASTER 
LEVEL 12 

THE KNIGHT LEVEL 

l' = UP '" = DOWN 
+ = VALUABLE ITEM 
- - PRESSURE PLATE 

= DOOR ~: = KEY 

. = BUTTON a = PIT 

t2l = SECRET DOOR 
:-: = SPIDER 

REGENERATION 
ROOM 

~= MONSTER BOUNDARY 
NOTE: ONE OF THE 
KNIGHTS HAS A KEY. 
YOU MUST KILL HIM 
TO GET THE KEY. 
SPELLS HAVE NO 
EFFECT ON HIM. 
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DUNGEON MASTER 
LEVEL 13 

THE BLACK LORD LEVEL 

l' = UP "" = DOWN 

+ = VALUABLE ITEM 
..... ~ = FORCE FIELD 
... := DOOR a = PIT 

= BUTTON 

~-" - SECRET DOOR 

-t> = FLAME MONSTER 

DUNGEON MASTER 
LEVEL 14 

THE POWER GEM LEVEL 

l' = UP "" = DOWN 
+ = VALUABLE ITEM 
""" = LEVER ~: = KEY 

' """:= DOOR 
" - COIN SLOT 

~ = SECRET DOOR 

:tE = POWER GEM 

NOTE: 
USE THE ZOKATHRA 
SPELL TO FREE THE 
GEM THEN PLACE THE 
FIRESTAFF ON THE 
GEM. 
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Character: _________ HEALTH STAMINA MANA 

STARTING ..... . 
CURRENT ...... . 

NEO. NOV. APP. JOUR CRAF. ART!. ADEPT EXPT. 

FIGHTER 
NINJA 
PRIEST 
WIZARD 

Character: _________ HEALTH 

STARTING ..... . 
CURRENT ...... . 

STAMINA MANA 

NEO. NOV. APP. JOUR CRAF. ART!. ADEPT EXPT. 

FIGHTER 
N!NJA 
PRIEST 
WIZARD 

Character: ________ _ 

STARTING ..... . 
CURRENT ...... . 

HEALTH STAMINA MANA 

NEO. NOV. APP. JOUR CRAF. ART!. ADEPT EXPT. 

FIGHTER 
NINJA 
PRIEST 
WIZARD 

Character: _________ HEALTH 

STARTING ..... . 
CURRENT ...... . 

STAMINA MANA 

NEO. NOV. APP. JOUR CRAF. ART!. ADEPT EXPT. 

FIGHTER 
NINJA 
PRIEST 
WIZARD 

NEO. 
JOUR. 
ADEPT. 

Neophyte 
Journeyman 
Adept 

NOV. 
CRAF. 
EXPT. 

Novice 
Craftsman 
E.xpert 

APP. 
ART!. 
<<MAST. 

Apprentice 
Artisan 
1st Master 

Once the MASTER level has been attained, further advancement is signified by the prefixing of the 
appropriate POWER symbol, e.g. «MASTER WIZARD for a first stage MASTER wizard. 

Use this sheet to record the advancement of the heroes in your party 
as they gain practice and experience. 
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