

















Dungeon Master

Che Mlay of the Hirestait

DUNGEON MASTER-LEVEL 1 CHARACTERS

1=IAIDO 2=ZED
3=ELIJA 4=HALK
S5=CHANI 6=HAWK
7=BORIS 8=ALEX
S=NABI ©=SONJA
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
V' =DOWN ~ =ALTAR
4§ =FOUNTAIN

S=START
+=VALUABLE ITEM
MJS

DUNGEON MASTER
LEVEL 2

» =PRESSURE PLATE
s=PIT -=BUTTON
A=STAIRS UP
Y=STAIRS DOWN
s=LEVER ¥ =KEY
+=VUALUABLE ITEM
: =FORCE FIELD

| .=FOUNTAIN

| @=SECRET DOOR

+ =UALUABLE ITEM




Dungeon Master

@he Hay of the Hirestait

. i=CHAMBER OF
| "THE GUARDIAN

l2=THE vAULT
I3=THE MATRIX

SEMES TS OF
THE ESSENCE

=ROOM OF THE GEM
=CREATURE CAVERN

FORCE FIELD
=PRESSURE PLATE
=PIT k=KEY
=VALUABLE ITEM
uprP + =DOWN
=BUTTON

=SP INNER
{EF-SECRET DOOR

DUNGEON MASTER
LEVEL 4

VALUSEBEESTIEM
BUTTON

GRATE

F A

PRESSURE PLAILE
FORCE FIELD
LEVER

SECRET DOOR
DOWN

urP

DOOR

KEY




Dungeon Master

The MWay of the Hirestatt

DUNGEON MASTER
LEVEL 5

= VALURBLE ITEM
= BUTTON

= = PRESSURE PLATE

- DOOR &® = PIT
LEVER
SECRET DOOR

= FOUNTAIN

= UP ¥ = DOWN

®* = SPINNER

NOTE =

DOTTED LINE IS AN
INVISIBLE WALL

LETTERS ARE FOR
MOVEMENT DIRECTIONS

b

)

]

DUNGEON MASTER
LEVEL &

+ = VALUABLE ITEM
BUTTON

= = PRESSURE PLATE
= DOOR 1®8 = PIT

¢« = LEVER

[ = SECRET DOOR

{ = FORCE FIELD

2= UP ¥ = DOWN

NOTE :

ANSWERS TO RIDDLES

BéEROR OF DAWN

BLUE GEM
GOLD COIN

#=INSERT GOLD COIN




Dungeon Haster

Ohe Hay of the Hirestatt

DUNGEON MASTER
LEVEL 7
TOMB OF THE
FIRESTAFF

X = FIRESTAFF
+ = VALUABLE ITEM
> = UP ¥ = DOWN
- = DOOR & = KEY
] = SECRET DOOR
= BUTTON

NOTE =

YOU NEED 4 RA KEVYS,
I CIBVEEKEY S RAND .
MASTER KEY TO
CEOMPLETE THIS: LEVEL

THE RA KEYS ARE ON
LEVELS 3,7;9,12

DUNGEON MASTER
LEVEL . 8
THE ARENA

4= UP ¥ = DOWN
+ = VALUABLE ITEM
s = PIT == GRATE
. = PRESSURE PLATE
w§= FORCE FIELD
DOOR & = KEY

= BUTTON
| @ = SECRET DOOR
| NOTE: ON LONG HALL
WALK 26 STEPS AND
TURN AROUND AND
WAIT, SECRET DOOR
] WILL OPEN.




Dungeon Haster

The May of the Hirestatf

DUNGEON MASTER
LEVEL . =S

= UP + = DOWN

+ = VALUABLE ITEM
n = PIT == GRATE
= = PRESSURE PLATE
wf{=z FORCE FIELD

: DOOR &k = KEY

BUTTON
[ = SECRET DOOR
x= SPINNER

+= LEVER
3= FIREBALL
CANNONS

NOTE: YOU NEED
CORBAMITE AT THE =

DUNGEON MASTER
LCEVEL 10
THE SNRKE LEVEL

= UP < = DOWN

= VALUABLE ITEM
GRATE

= PRESSURE PLATE

wi= FORCE FIELD

-i= DOOR ¢k = KEY

BUTTON

SECRET DOOR
= TRANSPORTER




Dungeon Master

Ohe fay of the Hirestaif

DUNGEON MASTER
EEVE] =
THE CLOCKWISE LEVEL

S5
I

UP + = DOWN

+ =VREURBLE 1 TEM

= = PRESSURE PLATE

~i= DOOR &k = KEY
= BUTTON OR SLOT

[ = SECRET DOOR

i= POISON TRAP

x = UNMAPPABLE
CLOCKWISE
ROOM

DUNGEON MASTER
CENVEL: 12
THE KNIGHT LEVEL

= UP ¥ = DOWN
VALUABLE  ITEM
= = PRESSURE PLATE
~i= DOOR & = KEY

%
]

= BUTTON o= PIT
[ = SECRET DOOR
% = SPIDER
REGENERATION
ROOM

= MONSTER BOUNDARY
NOTE: ONE OF THE
KNIGHTS HAS A KEVY.
YOoU MUST KILL HIM
TO GET THE KEVY.
SPELLS HAVE NO
EFFECT ON HIM.




Dungeon Master

The May of the Hirestatt

DUNGEON MASTER
LEVEL S
THE BLACK LORD LEVEL

= UP <+ = DOWN

+ = VALUABLE ITEM

~i= FORCE FIELD

+i= DOOR ©®8= PIT
= BUTTON

¥l = SECRET DOOR

#+ = FLAME MONSTER

DUNGEON MASTER
LEVEL 14
THE POWER GEM LEVEL

= UP <+ = DOWN
+ = VALUABLE ITEM
~ = LEVER ® = KEY
i= DOOR
= " COIN-"SLOT
[l = SECRET DOOR

% = POWER GEM

NOTE &

USE THE ZOKATHRA
SEELL TOMEREE THE
GEM THEN PLACE. THE
FIRESTAFF ON THE
GEM.




Dungeon Master

Ohe Mlay of the Hirestatt
Qhe Heroes

Character: HEALTH STAMINA MANA
STARTING......
CURRENT.......
NEO. NOV. APP. JOUR. CRAF. ARTI. ADEPT EXPT.
FIGHTER
NINJA
PRIEST
WIZARD
Character: HEALTH STAMINA MANA
STARTING......
CURRENT.......
NEO. NOV. APP. JOUR. CRAF. ARTL ADEPT EXPT.
FIGHTER
N!NJA
PRIEST
WIZARD
Character: HEALTH STAMINA MANA
STARTING......
CURRENT.......
NEO. NOV. APP. JOUR. CRAF. ARTI. ADEPT EXPT.
FIGHTER
NINJA
PRIEST
WIZARD
Character: HEALTH STAMINA MANA
STARTING......
CURRENT.......
NEO. NOV. APP. JOUR. CRAF. ARTIL. ADEPT EXPT.
FIGHTER
NINJA
PRIEST
WIZARD
NEO. Neophyte NOV. Novice APP. Apprentice
JOUR. Journeyman CRAF. Craftsman ARTIL. Artisan
ADEPT. Adept EXPT. Expert <<MAST. 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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