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Nine Doors of Death s o e 4 and eother PERILS....Before going any
Character Crﬂ't§ ceaes 5 further, we at XLent Seftware would like
Charuct?r Descriptions «oslee (3 % to thank you for picking our game §rom
Po§se5510ns etaie 13 the rack, wall or wherever i1t was located
Quick Reference Chart S 14 ] in the store you bought it from. 0Ff
course, i1f you didn‘'t buy 1t from a store
then the least we can hope s that you
got your copy legally. One more thing
before we ¢go on....
We would 1like to ask that wyou abstain
from makIing 1llegal copies of this game,
pProgram, or whatever you call it.
RBesides, 1t only cost you $19.95111
BOOTC PROCEDURE
XLENC SOFCWARE KEPLACEMENC POL ICY Curn  off everything (that s, your
! computer and disk drive...not your cleck,
el e o e varvantied fetiERUEEN stereo or magic lava light). Remove any
st iue; rienss rotan s I LT e cartridges from your coMputer. lhsert
will replace it. Co obtain a backup the Pprogrom disk into the disk drive.
:::‘;'r P‘:‘“' send $5.00 and the serial Now turn onh the interface (if you have
BPLSE yewr diak, . Cha S SREENS Yte one), disk drive, and then your computer.

cover the cost of media and shipping.
For those outside the U.5. and (Canada,

Please include additional funds te cover $it back and wait for the program teo
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finish loading.
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In the beg i nhing of the game, there
" a nice little pPicture of a castle.
Chis 1s called a title screen. A title
screen helps you remember which program

vou have ihadvertently stuck in your disk
drive. I|f you get a title screen with a
space ship emitting little rays of de-
structive material, then you obviously
Put the wrong disk Ynto your drive.

REMEMBER! 1! With this ¢game you get a
castle on the title screen. (hce you get
tired of seeing this castle pop up every
time you boot the game up, you can bypass
this part of the booting process. 1t s
very simple... just press the <(SPACE RBAD

3 times. Notice we sard press and hot
""BANG"? Chis will take you to the game
itself.

You will find as you play the game that

certain keys oh your keyboard perform
special functionhs. A quick reference
guirde (CHEALU SHEEL) has been provided to

remind you of each key and 1ts
As far as Movement and change of
direction are cohcerhed, Yyou MOy use
either your keyboard cursor control keys
or your joystick. (You may switch back
and forth 1f you wish.)

function.

HERE'S ANOCHER HELPFUL HINT. ...

When the game says ""PRESS ANY XEY ©O0
CONCINUE"., that's what 't means! All you
have to do s press a key on your key-

board. lf you don't understand that, you
should shut your computer off and ¢give
up .

1 1 he game, Yyou
During the #irst part of t
will be asked to create a character.
Here are soMe helpful hints to use when

creatiyng your character:

Che maximum length for a hawme
1§ your hame's longer,

then shorten ait. By the wuyf 1§ you're
civilized, you'll use the shift key and

capitalize your name .

| 1% NAME:
3s 20 characters.

Z. CHARACCER CYPE: Press the ‘}rst
letter of the character type you desire.
We've found that this s a good shortcut
for those who forgot to learn hov.to type
after they started using a joystick for

everything.

CHARACTERS

CHERE ARE MANY DIFFERENC CHARACTERS CO
CHOOSE FROM.... Keep 'n mind that all
characters are equipped with standard
equipment as well as strength, dexter-
ity, hit poInts, experience, teleporta-
tion crystals, and gold. (see CHARACLER
CRALNTCS and POSSESS IONS for more
information).

On the following pages, Yyou will find
descriptions of the characters. _(Ne even
got artistic and included some pictures!?)

»* »* »* »* »*

creat ing your character, you will

e Doors of Death.

find yourself at the Nine



NINE DOORS OF DEAZH

Why do we have the “NINE DOORS OF DEACH?™
Chat's a ¢good question. Why are you
Playing this game? CHAC*'S A GOOD
QUEST \ON . Unfortunately, we are hot
having a contest to see who can come up
with the best answer. (Besides, ysh't 1t
More fun to play a game than to plan your
homMe budget or take out the garbage?)

Che purpose of the Nine Jloors of Death 1is
to give you a chance to ¢get some
additionhal supplies. (Ff course, there s
some Irisk involved here. |f you choose
the wrohg door, you'll die Instantly.
Another door siMply throws you into the
maze. HoweVer, there is a good chanhce
that you will find some creep selling
magic arrows, healing potiohs, torches,
or eveh keys, behind the door you choose.

Co select a door, press any one humber
between 1 and 9. 1§ you wish to pass oh
this opportunity, simply press 0, and you
will begin your journey into the maze.
¥ wyou choose a door and want toe leave
without buying something, hit <RECURN>
and you will go into the maze.

By the way...there are only 9 doors, so
don't press 10, 11, 435, 69, etc., even f
they exist on your keyboard.

One wmore point of subtle ImMportance....
l§f you should get stuck 1n the wnaze
without any keys left, Press ESC
CESCAPE)., and you will be returned to the
Nine Doors of Death. lf you buy some-
thing, you stand a good chance of getting
some keys. Sorry you canhot det free
gold this way.

very

CHARACCER TRALLS

Most of the character traits an MmdI-
vidual may possess are

defined on a scale

of 0O to 20 with Z0 being very good or

high and 0 being the opposite (very

low or very poor). 1§ you have a

strength of 0 you are worse off than a

1f wyou have a dexteri;y
rating of 20, chances arg you‘could wrrg:
this program with a joystickK. ... '\
well, here 15 a basic rundown of t)e
character traits you will Ppossess (\n
varying degrees).

SCRENGTH

NEXCERWLY

INCELL\GENCE
W1SDOM
EXPERIENCE (scale of 07102? #)
SCI\CUCION (Mental constitutro

ke CHARISHMA

HIT POINCS

paramec yumM.

re a wizard
FEW MORE WORDS.. - . 1§ you a ;
:hd you end up with a low wisdom rating,

it. 1zards must have wisdom. 1t
::rg:ﬁl;t&it?ine. CMGr\snn.vill‘do you
practically ho good at all n this gawme.
We just stuck 11t in there for ‘“h....h
Intelligence also dcesh't.uttect much.
Chis i1s an equal opportunity game .
MORDONS CAN PLAY copree

OH YES ' CThe number of hit points deter-
Mines the amount of abuse a character can
take before hesshe/sit departs from the
living world. Some characters can taoke

more abuse than others.



HENCORS

MENCORS have some unique abilities. | K
vou have always secretly wanted to be a
chameleon, then here 1i1s your lucky
chance. MENCORS can change into other
characters 1i1n order to take advantoge of
the talents inherent to them.

Below, you will find the 1listg of
alternate forms available as well as the
keys that you press to change into them.

HIC... A C0 BECOME... an assassin
B a fighter
C a palladin
D a dwar f
E an elf
W a magician

lf wyou get tired of being someohe else,

simply HIT <RETCURN> to become a mentor
again.

3

= o

o

L IMITAC 1ONS

Chere are a few things we should tell
you. First of all, HMentors cannot take
the form of wisards or clerics. Instead
of toaking the form of a wizard, you cah
become a magician. A magician s very
Much like a wizard except that a magiciran
can hot cast spells. Mentors have to
have some limitations.

Refer to descriptions of other characters
to learn more about their capabilities.

7



PALADINS

PALADINS. . .For our purposes, a paladin is
a warrior that fights for a particular
moral cause (e.g. religious belirefs).
Like the cleric, a paladin has use of

holy water in additon to other normal
weapons.

CLERICS

) ] i d to toxe
CLERICS are paladins who decide
their religious beliefs a step further.
Chis character does hot usually wear any

protectaive clothing. Instead, a his vqrd— ; Palad}hs . i
robe Mainly Cconsists of loosg fatt'ng pressing "F*

robe-like clothing. Often clerics weur‘u |

religious pendant and beads around ther Holy Waters MG TR e i i
neckKs. Clerics are also users of holy NP RN ot il nr e L i e b s
water (it s only fattang. . .) . g e F bl e Pl g g

arrow; 11t dies.
Co throw HOLY WAZER. press “C"
8



ELVES and IMARVES

ELVES and DWARVES... Elves and Dwarves
basically have the same powers. In
addition to having standard equipkent,
dwarves and elves have permanent nfrared
vision which allows them to see things
that other characters can only see with
the aid of glow (or Infrared) crystals.

Elves and Dwarves May
fight by pressing "F"

Choosing between these two characters s
a matter of personal preference.

(MINC: 1f you hate wearing little felt
booties, be a dwar¥f)

10

WIZARDS

WIZARDS ARE POWERFUL. lf you are a
wizard, you can cast spells that
basically inhactivate everything in your
woy . Wizards can also use nhormal and
Magic arrows as well as glow crystals.

€0 CAST A SPELL. PRESS ''S"

11



FIGHLERS

FIGHTERS are just what their name

| hand
depicts. Chey can use hand to
cotbut, normal weapons, but nhot _hol: POSSESS \ONS

». FI1GHCERS are usual ly equlp?e y :
:?t: armor to protect their bodies during A WORD about "STANDARD EQUIPMENC". ...

1 hey engage n.
B ki "k Pt When we talk about ''standard equipment’

np e we Mean: normal arrows, Magic arrows,
TO FIGHT. PRESS “F healing potions, torches (for aid iIh
spotting hidden trap doors), and telepor-
tation crystals. Chese possessionhs cah
be found Iin the maze, or you can obtain
then at the local neighborhood NINE DOORS
OF DEACH. Most characters also have gold
as onhe of their common possessions.

Assassins have wmagic Kknhives added to
their standard equipment, Paladins and
clerics have holy water, and wizards have
spells.

Most of the weapons are fairly self-
explanatory in their purpose. 0Obviously,
"f you are an Assassih, Yyou use a wmagic
Knife to kill a monster and nhot to slice
up a pot roast. Normal arrows and Magic
arrows are only different in that Magic
arrows will kill anything n your way.
Use these wisely because you can also
XKi1ll some mMean critters with just harmal
arrows (we won't tell you which ohes,
though) .

Got a headache? Use a healing potion.
Healing potions are cure-alls for every
type of ailment which Mmay beset you.

ASSASSINS are firesty little characters. | Howaver, we muwgest you use R (el
While they are not allowed to use hapd— | thihak ket Sarists than sinas iR ks .
to- hand combat, they are furnished with | In fact, the Feal purpose 15 CENRE L Eere
every weapoh (except spells and  holy ; vour humber of hit points before you use
water) available. A weaponh unique to Fhe thals ol W, Use of o heal g ERE oY is
assassin 1s the holy knife which Kkills dohe by bPressing “H".

anwthing it comes into contact with.

TO THROW A XNIFE, PRESS "X
12 13




Normal Arrows: useful for weokening or
destroying a mMohster depending on the
strength of the ndividual being
attacked.

‘Co fire NORMAL AIRDWS., pPress "N

Magic Arrows: Magic arrows, when fired,

kK11l whatever they hit.
Co fire MAGIC ARRDUWS. Ppress "M

QUICKX REFERENCE

Command key Action
o LEAVE 9 DOORS ROOM
A-E. W CHANGE FORM (Mentor)
ESC CELEPORCAL \ON
¥ FIGHT (Fighter,

Paladin, PDwarf, E1H)
HEAL (oneself)

CHROW XNIFE (Assasins)
FIRE MAGIC ARRDW

FIRE NORMAL ARROW
OPEN TREASURE CHEST
CHECX POSSESSIONS
SPELL (Wizards)

PAUSE

Cursor Keys MOVEMENT

MNISZIXI

14
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