
WWXlt! TO 'DIE lllGD6 Cl! l'WD\RRI ltlll 
.xBI Will. BE TO aa:m:, QlIP, All> 'l1IADI A 
MND Cl! WAilllillS All> IWlIOO. SPfCALlSTS TO 
ID'FAT 'DIE EVIL !lfaWQl, 

100 Will. USE 'DIE "PlAY!Jl" l'RlllAH TO CllX6E 
ltlll IHI. CH::E amnl, nlEY Will. HAVE TO BE 
TMml INID 'DIE IUaJli A LlTIU Kr A TIME 
lJlll'IL nlEY l!llIIJl SCIIlS All) Wlll m:uJI 
'lllASlllE Fill. 8Wmt ~ Alt) ARllll. 

mnwt 1 : PlAY!Jl 

'!HIS mnwt ASSISIS IN <llFAl'IlC 'DIE PlAY!JlS usm IN 'IHE GAii':. rr IS Riii emm: ml GEr mro 'DIE AC1UAL 
GAME 'ID cm:ATE 'DIE <llARACl'l!1lS niAT YClJ Will. USE. IT IS m>T 'ID CllEATE Kr LF.ASr 'Nl PlAY!JlS CF EAQI SICllL 
'lYl'E (WARRI<ll, WIZARD, 'IHllF, CllllIC). 

'!HIS IS 'lHE ACIUAL llHlHJi mnwt. IHN ml HAVE <llFATED lllll 1'111:XJW6, 'YOO Riii Il'A'1H 'ID PUr 1Hl!M 
INID CDIBAT. CH::E 'DIE <llARACmlS HAVE Bml cm:ATID, CllLY 'DIE Il'A'1H ~ ~ 'ID BE Riii Fill. FUroRE 
GAHFS. 

usoo PlAY!Jl 

'DIE FCll1MOO RAClS CAN BE USPD IN 'lHE GAME. 

IUWl - 'lllBIE IS Ill IJNANJ:JQ. <ll PmALTY Fill. A lilfAll PlAY!Jl IN '!HIS Giii!!. 'lllE tiNN PlAY!Jl HAS Ill 
RFSIIUCl'I(N) QI PlAY!Jl CLASS . 

IWARF - 'DIE RACE CF IWARF CAN BE Ernlm FIGfl'Ell <ll 'nlIEVFS. jlJAllVl!S CAlH1l' US! llAGIC SPl!US BUI CAN US! 
HAGIOO. ITl!MS SUCll AS ~. 'DIE RACE CF IMARF HAS AN IJNJBr/CE CF +1 AllE> 'ID 'DIE CXH!'ITlUl'IlJI ABILITY 
AW A mlAL'lY CF -1 SUB'lllAClED ml! 'lHE <llARISlll. ABILTIY. 

ELF - 'lHE RACE OF W' CAN BE ANY CF 'DIE ClASSl'S. 'DIE RACE CF W' HAS AN IJNJBr/CE OF + 1 AIIED TO 'DE 
NXmlTIY ABILIT'{ AR> A Pl!JIAL'lY CF -1 SUJm\ACml ml! 'DIE CXJISITlUl'IQI ABlLllY. 

HAUl.00 - 1HE RACE CF HAUl.00 CAN BE KrnEl F1Gll'SIS <ll 'lHIEVlS. HAUUHlS CAlH1l' US! llAGIOO. Sl'IUS, 
BUI CAN USE KIGIOO. ITl!MS SUCll AS WAR:'6 AND llAGIOO. WEAPQIS, 'DIE RACE CJ! llAU'LOO HAS AN IJNJBrlQ. CJ! +1 
AllE> 'ID 'DIE NXmlTIY ABILTIY AR> A m!AL'IY CF -1 SUBDIAC!El ml! 'IHE SIROOIJI ABILITY. 

'l1IE GAME AIJ.Dr/S 'IHE USE CF 'DIE ~ ClASS1'S OF PlAY!JlS, '1ll!SE CI.\SSl!S ARE Rl1'llESl!NfATIQIS CJ! 'DE 
PlAY!JlS OOlJPAT!(H). 

ruJmX - AS A PlAY!R ClASS, 1HE FIGfl'E1l IS VPllY Dl'(EOOfi' IN '!HIS Giii!. AIL F1Gll'SIS SIDllll HAVE A HIGI 
S'lllDCIH ABILIT'{. FIGmllS HAVE UP 'ID 10 HIT POilllS ml 9CIIL IJ:Vl!L. 'DI! ~ HAS 'IHE IJN/ilffKZ Cl! 
USOO ~ lllRJl(; 'IHE ClllBAT ~. nlE FJ:Gm;Jl ClASS HAS Cll! SUB-<IASS. 

lWQJl - '!HIS SUB-<IASS IS '!HE SJ!IQQm' PlAY!R CUSS '!HAT CAN BE ClU!A'l!ll AR> USED Ill '!HIS GAii':, '111! 
RAID1l HAS UP '10 16 HIT POilllS Fill. 'DIE FIRST SICllL IZVf1. AR> UP 'ID 8 HIT POilllS AIUD Fill. !'.All! SIXXDDOO 
SICllL u.vEL. 

CllllIC - 'DIE CllllIC PlAY!Jl ClASS IS IMll(lUAKI IN 'l1IE GAME Fill. 'Nl RFASIJIS. BY 'nEill VP1lY PUSDIZ, 'l1E 
CllllIC CAN 'l1ml A!t/18 ''llDW> !OiSTlllS'' SUCll AS SQIEl'QIS AR> 7lJllIES. 'DI! a5IC A1SO HAS 11'..UJlC Sl'IUS 
'!HAT CAN BE USID '10 RES1tllE ANY CF 'DIE PlAY!JlS HIT POilllS. A m\D PlAY!Jl CAllCr BE ~ All) A 
PlAY!Jl CAlH1l' Rl'GWI llllE HIT POINl'S 'DIAN '!HAT PlAY!1l STMmJl WI'DI. 'D£ lll&1l Cl! IDLllE Sl'l!llS 
AVIJllJJU. '10 'DIE CllllIC ~ AS 'l1IE CllllIC IIDlASES IN SICill. IJ:Vl!L. 

WI1ABD - 'IHE PlAY!Jl ClASS CF WIZARD IS 'DIE WEAKlSl' ClASS CF PlAY!Jl IN nlIS l;AHI!. 'lHE WIZARD CARl1l' "" 



• .\RKR Cll CARRY llFMWS C7lHE1l 'lllAN DAroEllS, DARrS AND A MACE. THE WIZARr6 ATIRillUl'E IS THE ABILTIY TO USE 
MAGICAL SPEll.5 IN cnmAT. HIGI IlElrnRl'l.Y AND INmLIGlll'.:E ABILITllS ARE FBEFmIDl FUl THIS PLAYER CLASS. 
THE KlHllER OF SPEll.5 AVAILlBLE TO THE WI2.ARD m::m:ASES AS THE WIZARD m:llF.ASES IN SKIIL LEVJ;I.. AT HIGHER 
SKIIL LIMlB THE Wil.ARD IS A VERY SIR(H; PLAYER IDE TO !IO\F.ASED SPllL ABILTIY. THE Wil.ARD HAS UP TO 4 
HIT FOINI'S PER SKIIL LEVJ;I.. . 

CtiE: OF THE WIZARr6 lmf IMl'CRl'ANr SPEll.5 IS MAPPJN3. PRES.SJN:; THE ''l<t' KEY IURilC PLAY WILL CAIL UP A 
MAP OF THE lll!Glli IF YOU HAVE A LIV1N3 Wil.ARD wrm YOU. 

'lHIEF - '1llE PLAYER CLASS OF 'lHIEF IS VERY IMl'CRl'ANr IN THIS GAME BB'.:AIJSE OF '00 SPEX:IAL ABILITllS. OF THIS 
CLASS. THE 'lHIEF HAS '1llE ABILTIY TO FIND AND REMJVE '!RAPS FRCM 'IRF.ASlllE CllESI'S AND TO HIDE IN THE 
SHAinlS. 'lllESE ABILITllS ARE EXPLA1NID .IN THE 'lHIEF' S ABILITIES SECTION OF 'lllESE INS'lllOCI'ICNS. '1llE 'lHIEF 
C.AN 00.Y WEAR LFA1HER ARKll IDE TO SWIFT MJ'mlelr IUS'l.RICTICNS. '1llE 'll!IEF HAS UP ID 6 HIT FOINI'S PER 
SKIIL LEVJ;I.. 

'lllIEFS ARE AlSJ llANIJY BEX:AIJSE 'lllEY CARRY <n!P~. AS I.CU} AS YOU HAVE A 'lHIEF wrm YOU, YOOR MAP 
DIRECTION WilL BE DISPLAYID IN '1llE UPPER LEFr HAND Cll!NER OF THE SCRl!lN. 

EA<ll CF '1llE PLAYl!RS IN THE GAME HAS CEl\TAIN PLAYER ABILITllS AS FOU.a1S: 

S'lRENIDI - THE S'lRmnH ABILTIY IS A MEASURE CF '1llE PLAYER'S ABILTIY TO LIFT Cll !IJVE n»!S. '1llE FIGll'ER 
llEID:i HIGI S'lRENIDI ID WIElD llEAPCllS, CARRY '!RF.ASURE, El'C. A llIGI smm:m! SCil!E WILL INCl\F.ASE THE ™MAGE 
IXM: IN CDlllAT AlLN} wrm ll«l\F.ASJN3 '1llE PRalABILTIY CF llITTIN3 '1llE OPl'C!iENl'. 

INl'ElllGENCE - THE INl'ElllGENCE IS A MEASURE OF THE PLAYER'S RFASCNlN3 AND ~ ABILTIY. llIGI 
INl'ElllGENCE IS NEElID FUl A Wil.ARD TO PBOPE:U.Y USE MAGICAL SPEll.5. 

llISIXll - THE llISIXll ABILTIY IS A MEASURE OF THE PLAYER'S A<XllllJIATED ~. THE CURIC 11EID:i HIGH 
WISJX}! sa:m:s ro PBOPllU.Y USE '1llE HEALIN3 SPEll.5 • 

IErnRI'lY - THE DEXI'ERITY ABILTIY IS A MF.ASUREMENr OF THE PLAYER'S AGILTIY AND REFLEXE.5. THE 'lllIEF llEID:i 
A HIGH DElmlUTI IN ClUJER ID BE SUcn:<iSruL IN HIDJN3 AND REMlVlN3 1RAPS. A HIGH DElml\TIY ABILTIY WILL 
AlSJ I.lllER THE PLAYER'S ARKll CLASS IDE TO THE ABILTIY TO llOOOE THE OPEUlla'' S ATIACX. 

CXliS'ITlUl'ION - '1llE CXliS'ITlUl'ION ABILTIY IS A MF.ASUREMENr OF '1llE PLAYER'S SI:AMINA. A llIGI CXliS'ITlUl'ION 
SCil!E C.AN RAISE '1llE lilMBER OF HIT FOINI'S A PLAYER HAS PER SKilL LEVJ;I.. 

QIARISMA - THE QIARISMA ABILTIY IS A MEASURE OF '1llE PLAYER'S ABILTIY TO ATIRACT AND llJLD FOUJJWERS. 

CNCE YOU HAVE CHlSEN THE RACE, CLASS, NAME, AND SEX OF THE PLAYER, YOO !!UST OOI'FIT THE PLAYER WITH ARKll 
AND llEAPCllS. 

ARM'.R - THE FOLl.™lN3 ARM'.R IS AVAILlBLE FUl PURCHASE IN BOIH THE PLAYER PROORAM AND AT THE BLA<l<001H'S 
IN THE Tl'.Wi PROORAM. 

LFA1HER RXl\ Pl«JllCTION 
Rm:; MAIL 
SPLINl'ID MAIL OOJD Pl«JllCTION 
OIAIN MAIL 
PLA'IE MAIL 

lVl'E - llEUIEl'S AND SllIElm ARE RJr OFFERID LATER IN THE GAME. '1llEY SlaJID BE PURQIASID IF AT AIL 
FOOSillLE AS '1llEY GIVE '1llE GW.TESr AllllNr OF Pl«JllCTION PER GOW PIECE. 

WF.AFalS - THE \IFMWS USF.ABLE BY THE PLAYER WILL BE LISI'l!D FUl YOOR PURCHASE. SEE THE TABLE IN THE 
WFAPOOS SECTION FUl LIST OF WEARm. 

GOID - EACH PLAYER STARl'S wrm A RANlnl AH:XJNr OF GOW Dll'ENDJN3 UPCN PLAYER CLASS. THIS GOlD WILL OOI'FIT 
YOOR PLAYER IF YOU ARE CAREruL. YOU FIRST WilL BUY ARM'.R, 'IHEN WEARm. '1llE A!DJNr OF GOW LEFr AFl'ER 
EA<ll PURCHASE IS LISl'l!D FUl YOOR llEF'EREll:E. 

l<llEN THE PLAYER IS OO'IFITI'ID THE PROORAM WILL LIST THE PURCHASES, AJ:r{ GOID LEFr, AND AS< YOU IF THIS IS 
CXlOOCT. IF YOO ARE SATISFIED wrm YOOR PURCHASES 'IHEN A <'l> WilL CClll'mlE THE PROORAM. IF YOU WISH TO 
CHAN'.>E YOOR PURCHASES, A <N> ANSWER WILL GIVE YOU A COOICE OF CllA!{;IN:; YOOR PURCHASES. AT NO TIME C.AN YOU 
BUY !DIE 'lllAN YOO HAVE GOID TO PAY wrm. 

IF '1W ARE usm:; DISK, YOU WilL BE GIVEN THE CllAlO: TO FBl!l\ YCDt PLAYER INl'l' :'II! P!1lMAlll'2IT ARt:HIVl'S 
{DISK FILE) FUl EASll1\ Rl!r.AIL LAllR. YOU lllST STIIL KttP A HARD CXFt' ClF HIS CXD!° .Alll QJmtmr ml IMtit 
USE. 

PROORAM 2 : DEA'lll 

'1llE PROORAM CAN HAN!U PAKrIES OF UP TO 8 PLAYl!RS. rr IS sucn:sm> Im' ro TAKE LESS 'lllAN 3 PLAYl!RS IH A 
PARIY UNLESS THE PLAYl!RS ARE VERY SIR(H; AND EXPERilH:EJ. ClF CllllSE, CNE Pl!&'UI CAN ASSlllE AIL ClF '!HE 
CHARACTERS ID PLAY ALCNE. 

AT '1llE STARr OF '1llE GAME '1llE PROORAM WILL AS< FUl THE IUIBER IN YOOR PARIY AND '1llE PLAl!1\ CXDS 
cx:.tn:AINIR; '1llE INFCHIATION NEl'lE) ID PLAY '1llE GAME. THE WES !HXJlD BE LISl'l!D IN YOOR HARCHIR; (.Alll 
FIGfl'lN3) CllDER. I IUllD SIDJES'r Pll'ITlN3 A S'lll(H; FIGll'ER UP FRlln:, llFN(ER !DIE YUUmW!LE PLAYl!RS Ill '1llE 
MIIllE, '!HEN AIVlllER FIGll'ER AT '1llE END. 

IF '1W HAVE DISK, THE SYSTEM WILL AS< IF YOO llANr A CHARACTl!R FRQI '1llE ARa!IVF.S. ANSWER "Y" .Alll 'l1l!N 
GIVE '1llE CHARACTERS NAME. PLEASE BE CEl\TAIN 'lllAT '1llE CHARACTERS IIll!NlTlY IS ON '1llE DISK '!HAT IS Ill '1llE 
IlUVE. 

THE PROORAM WilL 'IHEN RE.VInl '1llE PLAYER CXXll! ON EArn PLAYER AND AS< IF THIS lNFCl!llATICll IS CXERPCT. IF 
THE INFCHIATION IS ClERECT, A <'l> ANSWER WilL CXNl'IllJE '1llE PRCGWI. A <N> ANSWER WILL AllJ:1rl YOU TO 
ClERECT A PLAYER'S CXXJE. 

PLAYJN3 DEA'lll 

ClllmCL5 - THE SYSTEM WilL ror YOU AT LEV];l. CNE ro STARr '1llE GAME. IF YOU HAVE A 'lHIEF Wl'lH YOU' A 
<n!PASS WILL BE DISLAYID IN THE UPPER LEFr HAND Cll!NER OF '1llE SCllEFN. YOU WILL BE L<XJClRl !Xu. A 
llAILWAY. 
TO 'lURN LEFr, YOO PRESS Ern!ER '1llE "<" OR '1llE "t' KE'i'S. EI'lHER ">" <F'/" WILL 'lUIN YOU RIGrr. '1llE SPAC! 
BAR KJ\1ES YOO AHFAD. 

1'llEN Im' IN CDlllAT, '1llE "I'' KEY WILL GIVE YOO AN lNVllll\'.llY OF '1llE STA'IDS OF AIL . CHARACTERS. '1llE ''H'' 
KEY WilL TElL '1llE OOl> 'lllAT .CNE OF YOOR CllRICS WANl'S TO USE A llEALlN3 SP!ll.. 

THE 'M' KEY WILL AllJ:1rl YOOR Wil.ARD TO r.>Sr A MAPPlHl SPllL AND DISl'LAY A MAP ClF '1llE LEVJ;I. YOU ARE Cll. Cll 
'll!AT MAP, STAIBWAYS ARE HARKEil wrm A GU!m CIRCLE ANl Yllll l'a'3ITICll IS MAacID \II'lH A CXH'ASS Ill>ICA'lal. 
llNFCRIUNA'D!LY, ~ ARE IlHlNE TO MAPP1N3 SPEll.5 AND 'ltlEASlllES ARE MAGICAILY llIIJEI SO 'lllAT NEI.'Dlm 
SID.15 UP ON A MAP. 

TO lWCE 'lllilGS EVEN !DIE DJD'ICULT, NEI'1mR 'lREASlllES Nil STAIRWAYS CAN BE SEl!ll llNl'IL YOO S'lUIBLE Ol'!R 
1lIDI - 00 EVERY CJWllY HAS ID BE Em.CllED. 

'1llE FINAL CI!mO. IS '1llE ''L" \llICH WILL LIS'l1!li FUl ABOOl' '00 CXlUUJXllS EA<ll WAY. LISlDIIlG IUIKS PREl'lY 
WEIL Kl I.lllER LEVEl.S, BUr '1llE ~ GEr SNEAKIER AS WE 00 rm'fll .Alll EVmlUAILY Yl'.ll IUl'T BE ABlE ro 
'IlWSl' lllAT YOU HEAR. 

Jl(ll & AIUOIS' SIU!Il' IW\T' IWn!R 
IW\T' MACE, IWn!R 
5'Ulll, IW\T' IWn!R, MACE 
IW\T' IWn!R, MACE' SPl'1l.S 



WFAFQI llAMAGE 

WFAFQI llAMAGE (MAX. PER SllJI') SIVl'S PER ROUND 

ARRa.I 8 POINl'S 2 
SlmD 8 POINl'S 1 
DM\T 4 POINl'S 3 
MACE 6 POINl'S 1 
~ 6 POINl'S 1 
BARE IWIDS 2 POINl'S 
SPE!LS SEE SPE!L SECTIC!i 

WIZARD SPElLS: 
FIRSr LEVEL AND UP: 

MAGIC MISSILE - THE MAGIC MISSILE SPEIL SENI:'S ONE CR HCllE MAGIC MISSILES 'll!AT UIEIRilG.Y SIRIKE 
THEIR OPFWENL THE MAGIC MISSILE OOES BEIWEm 2 AND 5 POINl'S OF llAllAGE. THE IUIBEl\ OF MISSILES c.ASr PER 
SPElL OOES UP Wl1H EVERY 'M SKIIL LEVFI.S. FIRSr LEVEL c.ASrS 1 MAGIC MISSILE PER SPE!L, TlilRD LEVEL HAS 2 
MISSllJ!S PER SPELL, El'C. 

'lHIRD LEVEL AND UP: 
FIREBAIL - 'lllE FIREBAIL SPE!L CAllSES AN EXPI.001<11 TO OCClJR AlOC5T THE OPFaiENI'' S FCl!CE, DESll\OYII{; CR 

1.aJNDIN:; THE OPFCmNI:. 'lllE AIUJNr OF llAMAGE OCliE IS DEPENDENr <II 'lllE SKIIL LEVEL OF 'lllE WIZARD. 

SIXIH LEVEL AND UP: 
IEAlH - THE DFA'IH SPEIL Sl.AYS F101 1 TO 20 Om:mm'S DEPENDIN:; <II THE LEVEL OF THE IXJIQilil YOOR PAR'lY · 

IS EXPI.alll(;. THE DEm'R IN THE llJIQXll YClJR PARIY IS IN, THE SHAillR WMBm OF Om:mNl'S Sl.AIN. 

IT IS POSSIBLE TO FIND A MAGIC FIREBAIL WAND AKHJSr THE llJNJHN 'IREASURE. 'llllS WAND c.ASrS THE SAME T'iPE 
OF FIREBAIL AS A WIZARD'S SPEIL. EACH OF 'lliESE FIREBAILS OOES UP TO 36 POINI'S OF DAMAGE. 'lllE FIREBAIL 
WAND OOES NJr HAVE TO BE Will1EJ BY A WIZARD, IT CAN BE USED BY ANY PLAYER AS LCN3 AS 'll!AT. PLAYER 
POSSESSES THE WAND. 

A SPEIL Cll A FIREBAIL WAND CAN BE USED AS ANY RmJLAR WFAP<ll IS USED. SEE CCMBAT SEx:rlCll. 
NJrE * THE MAXIMM DAMAGE PER SllJl' GIVEN llEllE IS FCE LEVEL ONE PLAYERS CNLY - IT GOES UP Wl1H 'lllE SKIIL 

LEVEL. SCllE WF.APCN> WIIL AL9J 'IOlK BErml FCE SCllE INDIVIOOAl.S. 

ClllUC ABILITIES - 'lllE ClllUC PLAYER CAN ATIEMPr 'ID 'lUBN AWAY "UNilEAD H:llS'l'ERS" SUCll AS ~ AND 
:?alBIES. THE ClllUC AL9J HAS llF.ALIN3 SPE!LS 'll!AT CAN BE USID TO RESTCm: PLAYERS HIT POINI'S. 

ClllUC SPE!LS -
llF.ALIN3: THE ClllUC'S llEALilC SPE!L Will. REfilCllE BEnlEEI 1 AND 8 OF A PLAYER'S HIT POINI'S. THE 

run:rvm:; PLAYER CAlH1r REX:E1VE !DIE 'lllAN 'lllE SrAKrIN'.) IU!BER OF HIT POINI'S AND A DEAD PLAYER CANNJr BE 
RESURIUCTED BY THE ClllUC. 

'lHIEF ABILITIES - THE 'lHIEF HAS 'M VERY SPEDAL ABILITIES 'll!AT ARE USED IN PLAYIN:; 'lllE GAME: 

FIND/RFMJVE 'lRAPS'I.: 'llllS ABILITY AilIJilS 'lllE 'lllIEF TO FIND AND R»lJVE 1RAPS FRICE TO OPmIR; 'lREASURE 
<mSl'S. IF THE PAR'lY FI!Ci A CllESI' IN A RO'.!!, THE CllESI' MAY BE BOOBY-'IRAPPID. THE 'lllIEF SllXJID ATIEMPr 
OPmIR; 'lllE 'IREASURE CllESI', SIIO: CNLY 'lllE 'lllIEF CAN IlEI'Ex::r '!RAPS. 

lilDE IN SllAIXX81.: 'llllS ABil.ITY CAN BE USED UJRlID CXH!AT TO ATIEMPr TO lilDE, KlVE ARlllND THE ENEMY, AND 
STAB Fl«M BEHIND. STABBIN:; F101 BEHIND OOES I:aJBLE DAMAGE 'ID THE OlRNEN!. TO USE 'llllS ABILITY: 

m:K'r: OOES ''IWIE''WISH TO FIGHr? 
ANSWER: H 

IF THE 'lllIEF SIJCll:ID) IN HIDIN:; 'lHEN 'llllS Will. BE DISPLAYID. IF THE 'IHIEF OOES IVr SUOCEID 'lHEN ANJIHER 
CllAIO: 'ID FIGHI' WIIL BE OFFmID. 

IF '!HE 'lHIEF SIJCll:ID) IN HIDIN:;, HE Will. BE IlNlU'D UNTil. THE !Di.5T.EllS ARE HEAD TO HEAD Wl1H US AND 
'IHFN ASKED IF HE WANl'S TO Fimr. ANY llAMAGE IXllE IB!!I HIDill> IS IXXlllLED IB!!I WHAT IT ~ BE 
UDIERWISE. 

ClH!AT - RANIX!I AND NJr SO RANIX!I !Di.5T.EllS Will. ATI'ACK THE PAR'lY lllUHl THEIR EXPLCllATICNS. NCIUIAILY THE 
KHmllS WIIL NJr ATrACK UNLESS YOO ARE FACIN:; THEM (THEY ARE DIS'lUU!liD BY YOOR LAMP) - BID' THEY WIIL 
ATl'ACK FIRSr IF YOO WAIK RIGfl' BY ONE IN A SllJE CllUUIXll AND AT UMll LIMLS SPIIEIS WIIL HAlll <II THE 
CEILIH; AND IllOP Cti '!HE PAR'IY. THE PAR'lY HAS THE OlllCE OF ATTACKm; CR RlJltiIN; • ENilR "R" 111EN ASKED 
IF YOO WANr 'ID Fimr IF YOO WANr 'ID TRY TO RUN llm'FAD. - OOD UXK - SCllE OF THEM llHlTl'1\S IS FAST <II 
'!HE FF.ET. . . 

IF YOO HAVE A ClllUC AUH;, AND THE ATI'ACKERS ARE "UlllEAD'', HE WIIL BE GIVDI A awa::E TO 'IXY TO Timi 
THEM AWAY. THAT IS NJr Al.WAYS A OOD IDl!A AS THEY CNLY RUN AS FAR AS THE FIRSr B1!ND IN THE CllUUIXll. 
THEY CAN REXllllJP 'IHmE AND MAY HAVE llllE Cll LESS F'llmO) WllE2'I YOO Fimr THE NEXT TIME. THE MAIN PllRPOOE 
CF 'lllE 'lllRNIH'.; IS TO GIVE THE PARIY DISTAIO: 'ID USE UlQll RAH:;E WFAPQIS CR TIME TO ESCAPE. 
IF A PLAYER OOES NJr nmr, HE WIIL oor BE ATI'ACKID 'll!AT ROUND. 

PLAYERS ARE AWARilEll ~ POINI'S FCE AIL ~ KllllIJ; IDIEVER, IF A PLAYER DID IVr Fimr AT 
LF.AST ONE ROONlJ CF FAQ! ClH!AT ~. 'lHEN ID EXPE1UJ!2o: POINI'S ARE AWARIEl 'ID THAT PLAYER. 

miiPr: usm; WHAT WFAP<ll? 
ANSWER: S (USES 5'DD) 

B (USES B:M) 
D (USES Il\RTS) 
G (USES JllaEl) 
M (USES MACE) 
N Cll H (USES BARE IWIDS) 
W (USES SPELLS) 
F (USES FIREBAlL WAND) 

'!HE IEEPEll THE PAR'lY OOES INTO THE llJNJHN, THE S1llilGR THE ~ BEXlllli. THE 'IREASURE AND EXPl!RmO: 
POINI'S AVAILABIE AL9J IN'.lU!ASE. 

'lREASURE - 'lREASURE IS FCXJND Cll OVERallE FOES AND IN RC<l!.5 OF THE IlJlQXlil. THE PRCGIAM AWARDS 'lREASURE 
AND SPLITS IT UP BEIWEm '!HE PLAYERS AUI'a!ATICAILY. 'ID AVOID DISF!mS, ANY CDl PllX:ES WIIL BE IEOPPID. 

SCllE SPEX:IAL 'IREASURE ITEMS MAY BE F001ID IN THE IlJlQXlil. 'lliESE HAVE DIFFERENr EFFD::l'S <II THE PLAYER 
POSSESSnr> THE ITEMS. 'lliESE WIIL BE ASSICMIJ 'ID '!HE PLAYER YOO AGlll: <Ji • IF ID ONE WANl'S '!HE 'llU!ASlllE, 
ANSWER ''N'' 'ID ''IHJ GEl'S IT?" • . THE 'lREASIJRES MAY ~ YOOR HIT POll!r AilJUSIMENr (!DI HARD YOO HIT 
THEM), AID 'ID YOOR DEFENSIVE ABILITIES, Cll BE A NEAT NEl<I FIREllAND THAT ANY<liE CAN USE. 

ESCAPm; '!HE llJIQXll - IHN THE CDIPANY IS READY 'ID ESCAPE THE JllQXlil AND REST Allm.E, USE THE STAIRS. -
IT MAY BE A L1Tlll: DIFFIClJLT 'ID FIND TllEM wrnnrr A WIZARD AS YOO HAVE 'ID WAIK INID A I/AIL 'ID SEE IF . IT 
IS A STAIRWAY. - H1Nr - AIL STAIRWAYS ARE AT THE END OF CllUUIXllS. 00 UP 'ID LEVEL 0 'ID FIND THE Illl. 

THE STAIRS ARE AL9J USED 'ID 00 IEEPEP. IN THE llJIQXll. n!AT IS FASY BEX:AllSE '!HE llN>l'ERS DCti'T CARE IF 
YOO 00 IXMI. Oii THE WAY UP, THEY ARE llllE AllR1' Alll YOO WIIL IOMAILY HAVE 'ID Fimr YClJR WAY WI CF THE 
IlJIGDI. 

AFTER 'lllE PAR'lY HAS ESCAPID THE IUGDI THEY RE1URN 'ID THE Illl OF '!HE OOUEi lllEAMS. THE PAR'lY STARTS IN 
'!HE ClHOi RO'.!!. THE Illl IS LOCA'IID IN A !:MAIL lUIDER Tati <II THE 1'rGE CF THE llIUEOO!'SS. 

11iI1E STAYIN:; AT THE Illl THE PARIY MAY VISIT THE F'OllaaN}: 

BUY/SEIL AR1m Cll WFAP<llS 
BUY SUPPLIES 
BUY/SW. mlWlY Cll GFJolS 
INVENltRY FAQ! P!AYER 
mBESH, HF.AL, ra:I: NEl<I PLAYER CXXJE 

'!HE USE OF EACH SECTIC!i IS FAIRLY SELF EXPLANrnllY. ENiffi THE FIRSr LErl'Ell OF THE LOCATl<li YOO WANr 'ID 
VISIT. WHm DCtiE IN 'lHAT SECTial ENilR ''N'' FCR THE NAllE CF '!HE NEXT BDYEll 'ID ra:I: BACK 'ID THE MAIN 
I.OBBY. 
1VrE * YClJR CIJl AR1m !IJST BE TRADID IN 'ID GEr N&I S'lUFF AS YOO ARE AUalID CNLY ONE ARlm Pm:E (m:ll'T 
SlllllD AND llEU!Er) AT A TIME. IF YOO HAVE lOIE, ENilR ''N''. . 



WfilN IXllE 00 TO 'DlE Bt:XJI. YOOR IUJNr6 \IIlL BE HFJ.UD, WI1.ARDS AND CllRICS GlVfN N&I SPElLS, AND A N&I 
CX:U: llIIL BE GIVml TO FACl! l'LAYm. ENrm 1HIS CXU: am:> Yall llISTCllY SID!El' FCll 'DlE NEXr GAME, Cll ENrm 
INl'O 'DlE mllfANENl' ARffiIVES IF USilC DIS<. 

PLAYl!R HISl'CllY CllARr 

FACl! PLAYl!R llIIL NEE> A PLAYER llISTCllY CHARI 'ID Km' 'lRAO< CF llIS/Hm mil!ESS IN 'DlE G\HE. AS EXPHmH::E 
POINl'S , HIT POINl'S, OOIL LEVEL, EIC. IIOU'ASE, 'DlE ~ N&I VAUJPS SHllLD RF.PLACE 'IllE Olll 
VAUJES. 

El<PLANATICfi OF PLAYER HISl'CllY CllARr ITOO: 
PLAYER CillE - '!HE PLAYER CillE IS A 30 OIARACliR S'lROO VARIABLE CX:NrAINIK; ALL 'IllE INFCl!MATICfi Cfi 'DlE 
PLAYER NEEDID TO PLAY '!HE G\HE. '!HE <XDE SHllLD BE ml'EllED AS A SllGE LlNE OF no.TA. 

NAME - '!HE PLAYERS NAME 11.'.Y BE M« O'.llBINATICfi OF AU'll-llOOlUC CllARACmtS Im KllE '!HAN 8 CllARACmtS IN 
Lmml. 

OOIL LEVEL - 'nlIS IS 'IllE aJRRENr OOIL LEVEL OF 'DlE PLAYER. AS EXPHmH::E IS GAINID, 'lllE OOIL LEVEL 
WIIL IlllU'.ASE. 

ARllR Cl.ASS - 'nlIS IS A RERIESml'ATICfi OF 'DlE PLAYER'S ABILITY TO m'EID lllMSllF /HmSll.F. 'DlE FINDIIC AND 
WF.ARIIC .CF M« MAGICAL ITEMS CAN IMl'BOYE YOOR ARllR CUSS , BUr Kll!WLY IT IS A FlllCl'lCfi OF '!HE TYPE Cll 
ARllR YW ARE WF.ARIIC . ivl'E - SMAillR N1E!l!llS DEWl'E BEITm ARllR CUSSES. 

cuss - nns IS 'lllE PLAYERS <XX;lJPKrICli AND CAN BE: FIG!l'ER, ·CllRic, WIZARD, Cll 1HIEF. 

RACE - 1HE PLAYER CAN BE ETimR A HUMAN, ll.F, IMARF, CR HALFLIIC. SEE 1HE RACE SECT!Cfi OF 1HE PLAYER 
PQOORAM FCll DF.SQUPITCKS AND AfNANrN;FS/DISAfNAID:AGI!S . 

SIR,INl',WIS ,EIC. : SEE ABILITIES SEX:l'ICli OF PLAYER PBOORAM. 

llilMAGE AnJUS'IMENr - POINl'S AlllD TO YOOR HIT BE'iCliD N:llUIAL EXPECTATICKS. DEmOONED BY S"lRllClll AND 
MAGICAL rml.S. 

EXPmIEJO: - 1HIS IS 1HE VAUJE OF 1HE POINl'S F.ARNID BY EXPLCllIH: 1HE IlllQIJI, FI!l)IIC TRF.ASURE Alll 
KilLIIC !DIS'l'BlS. EXPmIEJO: POINl'S ARE 1lSID TO DEl'ERMINE OOIL LEVEl.. CH.Y CfiE (1) OOIL LEVEL HAY BE 
GAINID FCll FAQ! EXPI.CllATICfi OF 1HE IUlaOO. AT TIMES, 'lllE RJIBl!R OF EXPEIUDO: POINl'S BEUHJIIC TO A 
PLAYER \IIlL BE GRF.ATER '!HAN 1HE AlillNr NEIDID 'ID RAISE 1HAT PLAYER Km: '!HAN CfiE !KilL LEVll,. IF 'nlIS 
HAPPmS 'IllEN 1HE l'QOORAM \IIlL RESEr 'DlE PLAYER'S EXPmilH::E POINl'S TO 1 LESS 'lllAN NEIDID TO RAISE 'DlE 
PLAYER 'ID 1HE mr !KilL LEVll,. nns NB/ EXPmilX:E POINl' 'lurAL \IIlL RF.PLACE 1HE EXlSl'IIC HlGlliR VAUJE. 

HIT POINl'S - 1HFSE ARE 1HE l!UlfilR OF POINl'S llrllWlE 'DlE PLAYER CAN TAKE BEFCllE 'l11AT PLAYER DIES. HIT 
POINl'S CAN BE RFSilEED BY A Cl.ERIC'S HFALIIC SPElL (SEE CllRIC SEX:l'ICJil). WfilN 1HE PLAYER ESCAml 1HE 
JlHElil, llIS/Hm HIT POINl'S ARE ruLLY RFSD:mD. 

EXPmIEJ0: ATNANrNJE - 'nlIS IS A P.ERCENrl.GE VAUJE 1HAT IS AUIQIATIOOLY AIDID INl'O YOOR EXPl!llJlN::E POINl'S 
GAlNED FOR EA<ll AIMNIUIE. 1HE EXPmll20: IJJVN:frJIJE IS BASID CJil l!Ial ABILITY sailES IN 1HAT PLAYl!R' S 
mEFEBRED ABILITY. 

HIT POINl' ADJUS'lMFNl' - 'nlIS VAUJE IS AN ADJUS'lMFNl' OF A PLAYER'S HIT POINl'S BASID 00 1HAT PLAYER'S 
CXH>'lTlUl'lCli ABILITY sa:llE. 'nlIS VAUJE IS AUIQIATIOOLY AlllD INl'O 1HE PLAYER'S HIT POINl' T0rAL FAQI TIME 
1HE PLAYER Il«llF.ASES IN OOIL LEVEL. 

Fllil/REM)VE 'lllAPS AND HIDE IN SllALOIS - 'lllESE P.ERCENrAGES ARE USID BY 'IHIEVES. (SEE 1HIEVES ABILITIES 
SEX:l'ICfi) 

ARllR - 1HE PLAYER'S WEAPalS (IlllllDIIC MAGICAL ONES) SIOlUl BE LIS'IEl HERE. 

MISC. - Mff C1llfill rmfl '!HE PLAYER HAY ~ CAN BE LIS'IEJ HERE. 

MAGICAL SPEU.S - 1HIS VAUJE IS '!HE NlllBtll. OF MAGICAL SPElLS AVJJllJSIL TO 1HE PLAilR. WfilN THIS NlllBl'1\ IS 
EXlnDD OORilG AN AimNlllRE 1HE PLAYER IS CUT ~ SPfllS AND lllST 'llUJST 'ID C1llfill MEANS . 

WfilN PLAYilG 'nlIS GAME, 'DlE ClUEl IN \llIQI Yall PLAUllS ARE LIS'IEJ IS 'DlE CllIEt '111!'( \IIlL lm'UllE, FIGrr, 
EIC. 'DlE FIRSI' PLAYER IN LlNE SHllLD BE A S"mrn:; FIG!l'ER TO BEAR '!HE OP!'all'Nl" S INITIAL ASSNJLT. '!HE REST 
CF '!HE PARlY CAN BE IN Mff CIUEl, Wl'lll AlVlllm FIGHIHl KJ: '!HE IHl ( IF POSSIBIE). I FOO SIX PLAYERS IN A 
PARlY l.IE(S WEl1.. 

'DlE USE OF WIZARD SPElLS SHllLD BE CX!iSERVID IJNl'IL ABSOWI'ELY NEE>ID. Mff PLAYER wrnl A FIREBAIL WAND 
SllXJill USE 'DlE WAND CfiLY IF 'lllE PAKl.Y IS GU:ATER '!HAN 20 FEEr MIAY FRCM 'lllE mEM'l. 

'!HE USE OF 'lllE CllRIC'S HF.AUK; SPElLS SllXJill BE ClliSmVID AND USID CH.Y IN LIFE AND DFA'IH Sl'lllATICR>. 

OORilG CXJIBAT, IF M« PLA'ffil IXlE.S Im FIGHr, 1HAT PLAYER \IIlL Im BE ATrAa<ED. !ET WF.AK PLAYERS LIKE 
WI1.ARDS FIGHr CfiLY A ml RallUl FRCM SAFE DISTAIOS AT FIRSI'. !ET WEAKER PLAYERS SIT our 'DlE Tall! CfillS 
IN F.ARLY CXJIBATS. 

CfiE LAST WARNIN; , 00 Im 'IRY TO EXPLOOE ALL OF 'DlE IXJIQilil lllnN YCU HAVE A YCUM; PAKl.Y OF EXPLCml!S. IF 
YW 00, YOOR PAKl.Y WIIL Im RElURN. 

LAST AND 1'ml' IMKRrANr tmE- '!HE GAME IS cctlSIIEIID l.'rn WfilN YW KITAO< AND KilL HAGllARR AND 'IllEN 
RE'lURN (ALIVE) TO YOOR RIXH. AS IN RF.AL LIFE, '!HERE ARE ID AroY.JU)FS AND ID BIG l!NDIIC m:EPr FCll YOOR 
SELF CllG\ATULATICKS. 
MAGDARR IS 00 LEVEL 16 - QJARllID BY HIS BFST AND MF.ANESr IOISTERS - AND llATI'IIC FCll YW. 

BY 1HE WAY, R1KR HAS IT 1HAT DEEP IN 1HE rutrnX:N '!HERE LIBS A NlllllER OF FABULCUS DIA!fH:S. (IF I CXlJill 
CfiLY lID!EMBE1l WHmE?). 

LASTLY, llATOI CUT FCll 'IHE ••••••••• 

PLAYER PQOORAM - 1HIS IS A STANIWID BASIC PBOORAM. 
FCll TAPE TYPE 'LOAD ''PLAYm" CR JllSI' 'LOAD'"' ' - AS USUAL, PRESS 1HE cntlIXllE KEY WfilN 'DlE PR1XRAM 

IS FCUND 
FCll DIS< TYPE 'LOAD''PLAYER" ,8' (RE'lURN) 

IlRQXN5 - 'nlIS I.OArlS AS '00 HAOIINE WE PRO:lWIS -
FCll TAPE - TYPE 'LOAD'"' ,1,1' AND PRESS RElURN. PRESS cntlIXllE KEY WfilN 'IllE FIRSI' PQOORAM IS FWlll 

Alll AGAIN A ml SEIIH6 LATER WfilN 1HE SmlID PBOORAM IS FCUND (IT llIIL S'IDP 1HE TAPE. ) 
FCll DIS< - LOAD''*" ,8,1 CR 1.0AD''HAGDARR" ,8 ,1 <REIURN> 

LOADIIC mDBUM.S 
'!HERE SIOlUl BE ID LOADIIC mDBUllS wrnl DIS<. IDIEVFR GElTIIC A 32K TAPE PB00RAM INl'O A C64 CAN BE 

TWl!Y. 
FCll TAPE - BE CERI'AIN 1HAT YCUR TAPE RID:lUEl IS AS FAR FRCM 'DlE SYSl'EM AS 'DlE O'.IID llIIL SIRElUI. 1HE 

Cl'U Pl1l'S CUT A wr OF WISE AND CAN HIJRr LOADIIC. 
MAKE CERI'AIN 'l11AT YW ARE LOADIIC wrn1 1HE mDPEll CXHIANOO. ~ OF 1HE ClllPlAINTS 'l11AT WE GE:r AR;_E FRCM 

PEOPLE \HJ ARE Im Pl1lTIIC IN - LOAD'"', 1 , 1 - • 
1ID!EMBER 'l11AT 1HElIB ARE DIFFERENr CXJPIES ON BOl1I Sllll'S. IF OOE IXJES Im L:lAD, 'IRY 'IllE cmml. 
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