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TO FIMD A MRSIC FIREEBALL  MAMD  AMOMGST THE
DUHGEDH T THIZ bRREG CRASTS THE SPAME TYRE ©F ”ITLEHLL i
A WIZARD S SPE] ERCH OF THESE FIREBARLLS DOES WP TO 26 POINTS
OF  DEMAGE. THE FIREBALL MWHHL: DOES HOT HAYE TO BE HIELDED BY H
WilzHmins 1T CHE BE ISEhe By BESCEDEYER - HE LOHG AR THET BLEYER
FOSSESSES THE WAMD. ¥

FOSPELL OF A FIREEALL WAHD CRH DD USCD RS ANY RCOULARE WERPOH
15 USED. SEE COMERT SECTIOM.
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LISTEHIHG AT DOORS

WHEHM THE PHRTY EHCOUNTERS A DOOR. THEY HRVE THE OPTIOM OF
LISTEMING AT THE DOOR. BY LISTENIMNG AT THE DOOR. THE FPARTY MRAY
HERRE  SOUNDES  FROM BEHIMD THE DOOR. IF A SOUMD 15 HEARD. THEH
THERE IS A WERY GOQD CHAMCE THAT THERE ARE MOMSTERS BEHIMD THE
D . IF HOTHIMG IS HERRD, IT 1S STILL POSSIBLE 7O EMCOUMTER
MOMSTERS BEMIMD THE DOOR.

IF Y0U LISTEM BT THE DOOR FOR MORE THAM OHE TUEM FER  DDOR.
SOUHD (DR LACK OF 3 THAT YOU HEARD WILL REMAIH THE SANE FOR
SUCCESSIVE  LISTEMIMG  ATTEMPTS  UNTIL A HEW  DOOR IS
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CLERIC RABILITIES

THE CLERIC PFLRTER: CHAH HTTEM#% TO TURM  ARAY TUHDERD
MOMHSTERS" SUCH AS SKEELETOMS AMD ZOMEBIBRS. THE CLERIC HLED HRS
HEBRLIMG SPELLS THAT CRMN BE USED TO RESTORE PLAYERS HIT FPOIMTS.
CLERLID BPELLS ]

HERLIMG: THE CLERIC'S HERLIWG SPELL . WILL RESTORE BETHWEEH 1
Hph 8 F A PLATERS HIT POiWES, THE RECEIVIMG PLAYERE CHREHOT
RECEIYE MORE ThAM THE STRETIHC HUMBER OF HIT POINTS AMD A8 DERD
FLUATYER CRMMOT BE RESURRECTED BY THE CLERIC.
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THIEF RBILITIES

THE THIEF HRS THO YEEY SPECIAL ABILITIES THAT RRE USED IN
FLAYIMG THE GRME: /

FINDAREMOVE TEARFS %: THIS ABILITY ALLOWS THE THIEF TO FIMD. AHD

FEMOVE TRAFS PRIOR TO OPEHING TREASURE CHESTS. iF THE PARTY
FIMDS R CHEST It A ROOM. THE CHEST MRY BE BOOBY-TRAFFED. THE
THIEF SHOULD ATTEMPT OFEMIMG THE TREARSURE CHEST. SIMCE OMLY THE
THIEF CAM DETECT TRAPS
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HIDE IN SHADOWS *: THIS ABILITY CAM BE USED DURING THE FIRST
ROUMD  OF  COMBAT TO ATTEMFT TO HIDE. MOVE AROUND THE EHEMY. AMD
STAB FROM BEHIMD. STABRIMG FEOM BEHIMD DOES DOUBLE DRAMAGE TO
THE" DPFONENT, TO USE THIES BBILITY®

FIRST COMBAT ROUMD

PROMFT: DOES "HAME" WISH TO FIGHTY
AMSWER | H

/

IF THE THIEF SUCCEEJS IMYHIDIMG THEM THIS WILL BE DISPLAYED. _IF
THE THIEF DOES. MOT SUCCEED THEHM AMOTHER CHAMCE TO FIGHT MILL BE
OFFERED. .

IF THE THIEF SUCCEEDS IM HIDIWG THEM THE SECOMD COMBRT ROUMD THE
PROGREAM WILL UFDRTE YOU OM THE THIEFS PROGREZTS. OM THE THIRD
COMBAT ROUND YOU WILL BE PROMPTED MWITH:

FROMPT: DO YOU WISH TO STAE FROM BEHIMDTY
AMSWER: ¥

FEEEA R R AR
COMBERT

RAMDOM  AND  HMOT S0 RAMDOM MOMSTERS MWILL ATTRACE THE FARTY
CURIMG THEIR ESFLOEATIONS. THE PARTY  HHZ - THE < CHOICE “OF
ATTACKING OF REUMHHIMG. IF YOU CHODSE TO RUM. YOU MAY HOT MAKE
IT. THE RATTRCEK SEGUEMCE OF IHITIHTIV? 15 DETERMIMED ERCH COMBRT
ROUMD BY THE PROGEAM. ERCH PLAYER WILL BE GIVYEM THE CHOICE TO
FIGHT OR HMOT TO FIGHT ERCH COMBAT REOUMD. IF A PLRAYER DDES HMOT
FIGHT., THEW THART PLAYER MWILL MOT BE RTTRCKED.

FLAYERS ARE AWARDED E»FEFIEHFE FOIMTS FOR  ALL MOMSTERS
KILLED, HOWEVER. IF A FLAYER BID MOT FIGHT AT LEARST OME ROUMD OF
EACH COMBRT SEQUEMCE. THEM MO EXFERIEMCE PODIMTS ARE RWRRDED TO
THAT PLAYER.

DURIMG THE COMERT ROUMD. EACH PLAYER'S STATUS MWILL BE
DISFLAYED OM THE BOTTOM OF THE SCREEH. THE ATTACKIMG MOMSTER’S
STATUS IS DISPLAYED ON THE TOF OF THE SCREEM.

PROMFT: USING WHAT HEHPDH?'
AMSKWER: € (USES SWORD2 ¢
{USES BOMW>

TR Tl e S e} oo o el

HSESDRRTS

CUSES DAGGER?

CUSES MACE?

q USES. SPELLS >

CUSES’ FIREBALL WAMD 2

4
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AFTER CHODSIMG A WERAFPOH THE CEMTER OF THE SCREEM MWILL CLERR
AND A SMALL WHITE RECTANGLE WILL APPEAR OM THE CEMTER LEFT OF
THE SCREEM. YOU WILL ALSC HERR A BEEFIHG IMDICATIMG A RERDIMNESE
TO FIGHT. T0O USE THE WEAFON AMD SEE YOUR RESULT. PRESS AMY KEY.
THE WHITE RECTAMGLE WILL EXPAMD FROM LEFT TO RIGHT THE X DISTAMCE
EGUAL T THE EFFECTIVEHMESZS OF YOUR ATTARCE. THE DAMAGE DOME MWILL
BE LISTED AT THE _ENB OF THE SHOT, EACH TIME AH OFFOMENT 1%
KILLED A SMALL BLACK DOT WILL AFFERR IM THE UFFEE EIGHT CORMEER
OF THE SCREEHM. k "

WHEM THE MOMSTERS RHTTACK THE FARTY. THE SCREEM CLERES., THE
MONSTERS ARE LISTED BT THE TOP:  BMD - -THE - PHETY  MEMBER UHDER
ATTACK, IS LISTED OM THE BOTTOM. IF THE MOMSTERS MISS IM THEIR
ATTACK OH THAT PARETY MEMBER. A MWHITE EECTRAMGLE WILL APFERRE IH
THE CEMTER OF THE SCREEM. IF DAMAGE IS DOME TO THE FPARTY MEMBER
THEM A BLACK RECTAMGLE WILL AFPFEAR OM THE SCREEM WITH THE AMOUNT
OF DRMAGE DOME LISTED BELOW THE BLACE RECTRMGLE.

THE DEEFER THE FARTY GOES IMTO THE DUMGEOHM. THE STROMGER
THE MONSTERS BECOME. THE TEEASURE AMND ExPERIEHCE POINTES
AYAILABLE ALSO IMCHERSE. -

o A R N A
TREASURE : '

TREASLEE IS FOUMD OW OWERCOME FOES AND IM ROOME OF THE
DUMGEQH. THE FROGRAM RAWNARDS TEERSURE AMND SPLITS IT WP BETHEEH
THE PLAYERS AUTOMATICALLY.

SOME SFECIAL TRERSURE ITENMS MAY BE FOUMD M THE DUNGEOH.
THESE ITEMS WAWVE DIFFEREMT EFFECTS OMYTHE PLATER POSSESSIMG  THE
ITEMS. THESE SPECIAL ITEMS ARE:

ITEM Akl RESULT
+P%Y TO HIT SHORD ©  IMCREASES HIT FROB. ADW. BY "W
*"R" ARMOR: DECREASES FARMOR CLASS BY "®°
+H ‘r-.:: 15} SHIEL[. mn Mo nn "nn itar
+ (1} :ﬁ:” EEIHI::EE:I'S I:IF E'EFEI..IE:E #: s BB 1"nn o o "ot
+”:H:” FirrlULET * nn "Hn 1"mn o nn
+"%" RING OF PROTECTION X n o L
+"%" DAMAGE SWORD IMCREASES DAMAGE ADJ. BY X"
FIREBALL WAMD * SEE FIREBALL SPELL

% USERBLE BY (BUT MOT RESTRICTED TO> A WIZARD.
WHEM A SPECIAL TREARSURE ITEM IS FOUMD. THE FROGRAM WILL

. REMEMBER AMD AFTER YGOU HAYE ESCAFPED THE DUMGEOM WMWILL ASK  YOU
WHICH PLAYER WILL KEEF THAT ITEM OF TRERSURE. HOLDERS. OF THESE
SPECIAL TRERSURE ITEMS ARE AWARDED EXTRA EXPERIEMCE POIMTS.

' H
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ESCAPING THE DUNGESH

WHEM THE COMPAMY IS READY TO ESCARE THE DUNGEOH AMD  TARKE
STOLK (QF q171°% |, TREASURE . HAikD. EAPERIENLE  PRINTS THE FOLLOMING
SERUEMCE SHOLULD pE USED:

FROMFT: DO w00 WISH TO ADYAHCET
M
DOYOU WISH TO TRY TO ESCAPET . ,

THE FRETY MILLy UMDER MOST CIRCUMSTRMCES. HAVE TO  FIGHT
iT'S WAY QUT OF THE, LHGEDH.

WHEM THE FRARTY HAS ESCAPED  THE PROGRAM WILL LIST OH THE
EET FLETERS THRT SURYIVED THE EMPLORRTION ALOMG WITH  THE
S0 GOLD AMD  SILVER THAT THE PLAVER ERRMED OM
THE FROGRAM WILL PFLSD LIST AMY SPECIPL TREMSURE
WHICH PLAVER HOLDS THESE ITEMS.

EHCE FOIMTS, GOLL. AMD SILVER. PLOMG  WITH Ry
SE ITEMS  SHOULD BE COPIED OMTO PRPER FOR USE IH
PROGREM © TOMK .

ITEMS FOUND
THESE EXFI

FRDOGREPAM 2 T NG

Hr TER THEFRETY SHRe—EoiRRER SPRESDLHGERHS THEY RETUER. T8  ThE
IHM OF THE EcD DEAGOH. THE FARTY STARTS IM THE COMMOH ROOM.

THE IkM OF THE RED DRAGDOM IS LOCATED TH A SMALL BORDER  TOMH  OH
THE EBRGE OF THE WILBERHEZS. f

UFOM BEGIMHMING THE TOMH PROGEAM. (v00 HMILL BE ASKED HOW PMARNY
BRE 1IN YOUK R RMY . THIS HUMBER SHOULD BE OMLY THOSE THRT
Sk TVER THE ExBEORATIOM,  FHIs Lo HEECRLHEYS THE TSAME BUMBER. RS
WL ETHRTED ToE ADVENTURE WITH.

THE PROGREAM WILL THEHM RESUEST EACH FLAYER'Z HAME AHD THE
IMFORMRTION NEEDED FOR EACH PLAYERS. THE IMFORMATION HEEDED
WILL BE FOUMD EITHER OM THE PLAYER HISTORY CHRRT FOR THAT PLAYER
OF O THE THREMSFER PAFER FROM THE LAST FPROGRAM.

DHCE THIS IWFORMRTION HAZ BEEM EMTERED THE TOMH FROGERAM  MWILL
REVIEW THE IMFORMATION ON ERCH FLAYER HHD RASK IF THIS 15
CORRELT . IE 1T L& MR el SEEE G BRCE. B CCORRECT - IT BY
ANSWERIMG <Mx, AM AMSHER OF <%: WILL CONMTIMUE THE PROGEAM.

WHILE STAYIMG AT THE IHHW THé FPRAETY FMAY YISIT THE FOLLOWIMNG-

= BLACESTMITH ST RELL AR OR FERFOHE
STORE BLY SURPPLIES
JEMELER BUY-SELL JEWELRY OR GEME
TR , TEEEY

Il
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FEERE THE ROOM LOCATIOH IMITIATES THE EMD SEQUEMCE TO THE
GHAME. THIZS SEGRUEMCE CALCULATES THE FLAYER'S FPOSSIBLE IMCREASE
IN SkILL LEVEL DEFEMDIMG OM THE PLAYER'S EXPERIENCE POIMT TOTAL.
IF A PLAYER IHCREMSES 1M SKILL LEVEL THEN THE PLAYER'S NEW WIT
FOIMTS AMD OTHER VWARIABLES WILL BE IMCRERSED ACCORDIMGLY.

AT THE BEGIHHMIMG OF THE ROOM SEQUEHCE THE PROGRAM WILL AZE:

DOES "HAME" HAVE AMNY HEM MRAGICAL ADYV.T .
IF THE PLAYER HAMED Hﬁﬂ AWARDEDR A SPECIAL TREASURE ITEM FOR
THE ADVEWTURE THEM 7MHE RHSWER TO THIS QUESTION SHOULD BE  YES.

THE FROGRAM  WILL THEM W HUMERICALLY LIST THE SPECIAL TREASURE
ITEMS (SEE TREASURE SECTION> RHD WAIT FOR YOU TO CHOOSE THE
HUMBER OF THE ITEM TO BE RDDED.

IF THE HEMW MRGZICAL ITEM IS REPLACIMG AM EXISTIMNG MRAGICAL
ITEM.Ciwe., A +3 TO HIT SHORD REFPLACING A +2 TO HIT SWORD >, THEH
THE FROGEAM WILL PROMPT :

HEWM. OLD?
TOURE ARHSHER IM THIS ERAMPLE WOULD BE:

2.2 LEMTER:

THIS WILL REPLACE THE ERISTIHG +2 TO HIT SHORD WITH THE HEW
+3 TO HIT SHORD,. THE MNEW HIT PEOBE, © ADY. HWOULD ALSO BE
CALCULRATED AUTOMATICALLY BY THE PROGRAM. IF YOU ARE REPLACIMG A
MOM-MRGICAL SWORED THEM @ SHOULD BE EMTERED RS THE OLD WALUE.

5 ;

THERE ARE Z0ME OF THE MAGICAL TREARSURE ITEMS THRT DO HMOT
FEHUIRE EEFLACEMENT BUT ARE ADDITIVE. <di.e. A +1 AMULET . T
THE CASE OF THESE ADDITIVE ITEMS. CHOOSIMG THE RIGHT ITEM MHUMBER
1$ ALL THRT 18 NEEDED. :

WHEM ALL OF THE FLAYER™S HNEW MAGICAL ITEMS HAYE BEEH
EMTERRD <OME AT A TIME>. YOU CAM EXIT THAT FLAYER BY AMSHERING
MO TO THE MAGICAL ITEM FPROMPT. IF A FLAYER HAS MO MEM MAGICAHL
ITEMS THEM' MO SHOULD BE EMTERED AT THE FIRST PROMFT FOR THAT
FLAYER.

WHEM FIMISHED WITH THE PFLAYER'S HEW MAGICAL ITEMS. THE
PROGEAM  WILL THEHW DISPLAY THE IHFORMATION OM THE PLAYER HISTORY
CHRET THART HEEDS TO BE CHAMGED A A RESULT OF THIS ADVEMTURE.
THIS IWFORMATION MUST BE TRANMSFERED TO THE APFROPRIATE PLAYER
HISTORY CHART S0 IT WILL BE RVAILABLE FOR THE NEXT RADVENTURE.

ESESSESSESEL SN ES S S
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FIL_FI7"ER  HISTORYSY CHART

EACH PLAYER WILL HMEED A PLAYER HISTORY CHRART TO KEEP TRACK
OF HISAHER - FPROGREES IN THE GRME, RS EXPERIENMCE POIMTS. HIT
POIMTS. SEILL LEVEL., ETC. INMCRERSE. THE APPROFRIATE MEW WYALUES
SHOULD REFLACE THE OLD VALUES 4

YO MUST  KEEF THE  HEM IMFORMATION OM THE PLAYER HISTORW
CHART SHEETS MAMJALLY .

THE TOMH FROGRAM LISfE THE HEWM YWRLUES, AT THE EMD 0OF  THE
ROOM  SERUERCE 2, FHD THoSe  SHOULD BE TEAMSFERED TO THE PLAYVEE
HISTORY CHART. 4 4 !

HPLAMATION OF PLAYER HISTORY CHART ITEMS

MEME : THE PLRAYERS HNAME MAY BE IEN COMEBTHAT IOM I
ALPHA-HUMERIC CHARACTERS HOT MORE THAM 2 CHARACTERE IM LEMGTH.

SKILL LEVEL: THIS - I8 THE' CURRENT SKILL ' LEVE. OF THE
PLAYER. AS EXPERIEWCE IS GRIMED. THE SKILL LEVEL WILL INCRERSE.

AREMORE CLASS: THIS 1S A REFPRESEWTRTION 0OF THE FPLAYER’S
HAEEL I T% " T DEFEHD HIMSELF ~HEESELF ., THE FIMDIMG ARD WERRIMG OF
FEY MEEIoAL ITEMS MITH A +"#" PROTECTIOW WALUE MWILL LOWER THHAT
FLAYER'S FARMOR CLASS BY "A".(SEE MAGICAL ITEMS, TOWH SECTIOM.
IF 90U UFGEADE YOURE EAISTIMG ARMIE TO A BETTER FEOTECTION GERADE
OF ARMOR. YOU SHOULD SELL YOUR OLD ARMOR.

CLASS: THIS IS THE PLAYERS DCCUWHTIDH AMD CAM BE: FIGHTER.
CLERIC. MWIZARD, OFR THIEF. : :

y :

RACE THE PLAYER CAM BE EITHER A HUMAN. ELF. DWRARF, OR
HALFLIHG. SBEE THE RACE SECTION 8F THE PLAYER PRUGRAN FOR
DESCRIPTIONES AHD ADVAMTRAGES-DISADYANTAGES.

STR, IMT WIS, ETC:  SEE ABILITIES SECTIOW OF PLAYER PROGRAM.

HIT PEOBREILITY ADVAMTAGE: THIS IS A VWALUE DETEREMIHED BY A
PLAYER'S STREMGTH ABILITY. THIS YALUE CAM ALSDO BE IMCRERSED BY
CARREYIMG A +"H" TO HIT MWERFOH.CSEE MAGICHAL ITEMS SECTION IM TOMWH
PROGERM 2. THIS VALUE IS ADDED IM WHEM THE GAME PROGRAM CHECES:
TO SEE IF THE FLAYER HAZ HIT THE OPFOMEHMT DURING COMBAT.

DAMAGE ADJUSTMEMT:  THIS A YALUE DETERMIMED BY THE PLAYER'ZD
STREMGTH HRBILITY. THIS VALUE IS RAUTOMATICALLY RDDED IWTO THE
DAMAGE DOME WHEM THE FLAYER HAS AIT AM OFPPOMEMT  DURING COMBAT.
THE CARRYIMG OF - A +UX" DAMAGE SHWORD INCRERSES THE PLAYER’S
DAMAGE ADJUSTMEMT BY "W".(SEE MAGICAL ITEMS SECTION OF TOMM

PROGRRM >
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EXFERIENCE: THIE IS THE WVWALUE OF THE POINTS ERRMED BY
EXFLORIMNG THE DUMGEOM. FINDIMG TREASURE AMD KILLIHG MOMSTERS,
EAFERIEMCE POIMTS ARE USED TO DETERMIME SKILL LEYEL. QR ORE
C128KILL LEVEL HMAY BE GRIMED.- FOR -ERCH EXPLORATION OF THE
DUMGEOH. AT TIMES. THE MUMBER OF EXFERIEMCE POIMTS BELOHMHGIMG TO
A PLAYER WILL BE GREATER THAM THE AMOUMT MEEDED TO RAISE THAT
FLAYER MORE THAM DONE @ SKILL LEVEL. IF THIS HAPFEMHS THEM THE
PROGEAM MILL RESET THE FLAYER'S ESFERIEMCE FPOIMTS TO 1 LESS THAKM
HEEDED TO RRISE THE PLAYER TO THEW HEAT SEILL LEVEL. THIS HEMW
EAFERIENCE FOINT TDE?L MILL REFLACE THE EXISTIMG HIGHER WALLUE,

HIT  RPOINTS a HESE FRE THE HUMEBER OF POIMTS OF DAMAGE THE
FLAYER CHM TRKE. BEFOEE THRT FPLRYER DIES. HIT POIMTS CHH BE
RESTORED BY A CLERIC'S HESUIBEREPELL, CSEE CLERIC SECTIONM 3 o HWHEHN
THE PLRAYER ESCAPES THE DUNGEOM, HIZAHER HIT POINTS ABRE FULLY

RESTORED.

EAFERIENCE ADVAMTARGE: THIT IS A PERCEHNTAGE WYALUE THRT IS
AUTOMATICALLY  ADRDED INTO YOUR ESPERIEHCE POIMTES GAIMED FOE ERCH
ADYEMTURE. THE ERFERIEHCE ADVAMTAGE IS BASED OW HIGH ABILITY
SCORES 1IN THAT PLAYER'S FREFERRED ABILITY.

HIT FOIMT ADJUSTMEMT: THIS “ALUE (IS AN ARJUSTMEHT OF A
PLAYER"SIHIT POINTS BRSED 10N THAT PLAYER' S -CONSTITUTION wEBILITY
SCORE. THIS VALUE 135 AUTOMATICALLY RDDED INTQ THE PLAYER'S HIT
FOIMT TOTRL ERCH TIME THE FLAYER IMCREASES IMH SKILL LEVEL.

$

FIMD-REMOVE TRAFS FRD :

HIDE IN SHRDOWS: THESE PERCEMTAGES FRE  USED  BY
THIEVES. ©SEE THIEVES ABILITIES SECTICM: :

ARMOR:  THE FLAYER'S ARMOR  AND OTHER PROTECTION DEVICES
SHOULD BE LISTED HERE.

WEFAFORE THE PLAYER’ S  WERFOWS  CIHCLUDING  MRAGICAL  ORES >
SHOULD BE LISTED HMERE. : ‘

AEMELREY THE PLATER"S- GEME AMD JEWMELEY SHOULD BE LIZTED
HERE.

MISC.: "AMY OTHER ITEMS THE PLAYER MAY POSSESS CAN  BE
LISTED HERE.

MAGICAL SPELLS: THIS VALUE IS THE HUMBER OF MAGICAL SPELLS
AVAILABLE TOQ THE FLAYER. WHEM THIS HUMBER IS EXCEEDED DURIHG AH
ADYENTURE THE PLAYER IS OQUT OF SeELLS AMD MUST TRUST TO OTHER
MEAMS. /

GOLD-SILVER: THESE ARE WYALUES OF THE HUME

R =) JCLRE 't

ER

=

OF GOLD AND

FEEEFAF RN R
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HIMTS FOR SLUOOCESSFULL. ADYERTIOORE S

WHER FLAYIMG THIS GAME. THE ORCER IM MHICH YOUR FLAYERS ARE
LISTED 15 THE ORDER THEY WILL EXPLORE. FIGHT. ETC. THE FIRST
FLAYER IM LIME SHOULD BE A STROMG FIGHTER TO BERR THE OPPOMEMT' S
IMITIARL ASSULT. THE REST OF THE PRRTY CAM BE IN AMY ORDER., WITH
AMOTHER FIGHTER AT THE EMD ¢ IF POSSIBLE ». 1 FIHD SIX PLAYERS IM
R PARETY WORES HELE.

AESOLUTLY HEEDEDR. /MY RLRAYER WITH A FIREBALL WAHD SHOULD USE
THE WAMD OHLY OF THE

EHEMY .

THE R QF 3412?711'::5' SPELLS SHOULD BE COMSERYED UMTIL

PRRETY IS GREATER THAM z@ FEET AMWAY FROM THE

THE USE OF THE CLERIC’'S HEALIMG SFELLE SHOULD BE COMSERVED
ARD USED OMLY IM LIFE AMD DEATH SITUATIONZ.

DURIMG COMBAT. IF AMY PLAYER DOES HOT FIGHT.  THAT FLAYER
MILL MQT BE RATTRCEED. FOR EARMPLE. RFTERE THE WIZARD HAS FOLGHT
THE OHE COMBAT ROUMND RERUIRED TO RECEIVE ESFPERIEHMCE FOIMTS  FOE
THRT OPFOHEWT . THE “MHIZBED SHOULD AHSHER MO PO FLUELREE FIGHT
OFFERS CFOR THIS COMBAT SEQUEHCE OFHLY 2.

CHE LAST MEAREHMIHG, DO HOT TEY TO EXPLORE ALL OF THE  COURGEDM
MHERM Y00 HRAYE A YOUNG PRETY OF E-PLORERSZ. IF w0l DO vOUR FPRETY
WILL HOT RETUREM.

BY THE HAY. RUMORE HAS IT THAT DEEF IM  THE DUMGEDH  THEREEZ
LIEE B8 HMHJUMBER DOF FREULOUS DIHMDHD?.(IF I COULD QLY REMEMBER
WHERE. . :

]
LHE;TLL"‘ S L‘-:FIT‘:L-I l:”_jT FI:IF;: THE E e E EE JoBE N

1

SO LV

| S



MAME :

SKILL LEVEL: ARMOR CLASS: CLADS:

RACE : i “EE
/
STR: CIMT: WIS DE SOk - CHRAR

4

HIT FROBFBILITY ALYAMTAGE:
DAMAGE ADJUSTMEMT :

EXPER TEMCE : MIT FOIHTE
EMPERIEMCE ADWANTAGE : © HIT POINT ADVANTAGE:
FIMD-REMOVE TRAPS % HIDE IM SHADOMS

[
ARMOR : HEHPDH§=

JEWELRY ¢ MIZC. :

¢
MAGICAL SPELLS: } coLp:

SILVER:
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FOHE
=1 STR..+1 LS

=1 CHEAR..+1 CONET.
-1 DOHET, .+1 DERX

FRIME FBEILITY
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IFHFOFRMAETION TREAMHMSFER SHEET
FLRTER Exf. FTS GOLD PIECES SILYER FPIECES
(; "
I
b |
IHFORMATION TEAMHNSFER SHEET
FLAYER ExF. FTS . BOLD PIECES SILVER FIECES
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PLAYER HISTORY CHART

NAME ;

SKILL LEVEL: ARMOR CLASS:+/- CLASS:

RACE: SEX:

STR: INT: WIS: DEX: CON: CHAR:
HIT PROBABILITY ADVANTAGE:

DAMAGE ADJUSTMENT :

EXPERIANCE:

HIT POINTS:

EXPERTIANCE ADVANTAGE: HIT POINT ADVANTAGE:

FIND/REMOVE TRAPS; ‘ % HIDE IN SHADOWS: %

ARMOR:; WEAPONS :

JEWELRY : MISC.:

MAGICAL SPELLS: GOLD: SILVER:
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D DARTS

G DAGGER
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8 SWORD

F FIREBALL WAND
W WIZARD SPELLS
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