






































•!•Haste 
Range: O Duration: Medium Area of Effect: One recipient per caster level 

This spell causes all recipients to move and fight at double their normal rate. 
(However, the spell does not allow magic users to cast spells at a faster rate.) The 
spell's duration increases with the level of the caster. 

•!• Hold Person 
Range: Long Duration: Medium Area of Effect: Vp to four targets 

This spell can affect humans, demi-humans, or humanoid creatures. Creatures that 
are affected become rigid and unable to move or speak. Spell duration 
increases with the level of the caster. 

•!• Invisibility 1 O' Radius 
Range: O Duration: Special Area of Effect: Entire party 

This spell causes the entire party to vanish from sight. Each invisible character 
remains unseen until he attacks a monster. Certain powerful monsters can sense 
invisible characters or even see them outright. 

•!• Lightning Bolt 
Range: Long Duration: Instantaneous Area of Effect: Two squares 

This spell allows the mage to cast a powerful bolt of electrical energy. The spell flies 
to its first target and then continues into the next square. The bolt does one to six 
points of damage for every level of the caster to a maximum of I Oth level. For exam­
ple, a I Oth-level mage does 10-60 points of damage. 

•!• Vampiric Touch 
Range: Close Duration: One attack Area of Effect: Caster 

When this spell is cast, a glowing hand appears. A mage in the front rank may attack 
with this hand like any other melee weapon. When the caster touches an opponent 
with a successful attack, the spell does 1-6 points of damage for every two levels of 
the mage. For example, a I Oth-level mage would do 5-30 points of damage. 
These points in turn are transferred temporarily to the mage, so any damage he takes 
is subtracted from these points first. This spell does not affect undead 
monsters such as skeletons. 
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Fourth Level Mage Spells 

•!•Fear 
Range: Close Duration: Medium Area of Effect: One square 

When this spell is cast the mage projects a cone of terror. Any creature affected by 
the spell will turn tail and run from the party. The amount of time the affected crea­
tures remain terrified is based on the level of the casting mage. The spell's duration 
increases with the level of the caster. 

•!• Ice Storm 
Range: Medium to long Duration: Instantaneous Area of Effect: A cross-shaped area (3x3 squares) 

This spell produces a pounding torrent of huge hailstones. The spell pummels the 
targets with 3-30 points of damage. The range of this spell is based on the 
caster's level. 

•!• Improved Invisibility 
Range: O Duration: Short Area of Effect: One character 
This spell causes the target to vanish from sight. The invisible character remains unseen, 
even if he attacks with a weapon or spell. The invisibility makes the character harder to 
hit with an attack. A true seeing spell will counter an improved invisibility spell. Certain 
powerful monsters can sense invisible characters, or even see them outright. 

•!• Remove Curse 
Range: O Duration: Permanent Area of Effect: One character 

This spell allows a character with a cursed item to drop the item. However, the item 
itself will still be cursed with its negative properties. 

Fifth Level Mage Spells 

•!• Cone of Cold 
Range: Close Duration: Instantaneous Area of Effect: Three squares 

This spell causes the mage to project a chilling cone of sub-zero cold. The numbing 
cone causes two to five points point of damage per level of the caster. For example, 
a l Oth-level mage would do 20-50 points of damage. 

Spells continue .. . 
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•:• Hold Monster 
Range: Long Duration: Medium Area of Effect: One square 

This spell is similar to the hold person spell except that it affects a wider range of 
creatures. However, the spell does not affect undead creatures. The spell's duration 

increases with the level of the caster. 

•:• Wall of Force 
Range: Close Duration: Short Area of Effect: One square 

A wall of force creates a barrier which stops monsters and spells from passing. 
A wall cast by a character is dispelled if it is hit with a disintegrate spell, or if the 
party .enters the square with the wall of force. 

Sixth Level Mage Spells 

•:• Disintegrate 
Range: Close Duration: Instantaneous Area of Effect: One target 

This spell causes any one creature it hits to vanish. Disintegration is instantaneous 
and its effects are permanent. 

•:• Resh to Stone 
Range: Medium Duration: Permanent (or until reversed) Area of Effect: One target 

This spell causes any one target to turn to stone. The spell's effects can be reversed 
with the stone to flesh spell. 

•:• Stone to Resh 
Range: O Duration: Permanent (or until reversed) Area of Effect: One character 

This spell restores the life to a character who has been turned to stone. The charac­
ter may have been changed by a flesh to stone spell or by the effect of a monster 
such as a medusa or a basilisk. 

•:• True Seeing 
Range: O Duration: Short Area of Effect: Special 

With this spell, the party can see things as they really are. Illusionary walls will not 
fool the party, invisible monsters, items, or magical effects will appear. 
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Cleric Spells 

First Level Cleric Spells 

•:•Bless 
Range: O Duration: Medium Area of Effect: Entire party 

Upon uttering this spell the morale of the entire party is raised. All characters gain 
a bonus to their attacks. Bless spells are not cumulative. High-level paladins 
can cast bless spells. 

•:• Cause Light Wounds 
Range: Close Duration: Permanent Area of Effect: One target 

By casting this spell, the cleric can cause one to eight hit points of damage. The cler­
ic must be in the front rank to hit a target. 

•:• Cure Light Wounds 
Range: O Duration: Permanent Area of Effect: One character 

By casting this spell on a wounded character, the cleric can heal one to eight hit 
points of damage. High-level paladins can cast cure light wounds spells. 

•:• Detect Magic 
Range: O Duration: Instantaneous Area of Effect: Carried items 

This spell allows the caster to determine if any of the items carried by members of 
the party are magically enchanted. All magic items in the party are indicated for a 
short period of time. High-level paladins can cast detect magic spells. 

•:• Protection from Evil 
Range: O Duration: Medium Area of Effect: One character 

This spell envelops the recipient in a magical shell. The shell inhibits the attacks of 
any evil creatures. The spell's duration increases with the level of the caster. High­
level paladins can cast protection from evil spells. 

Spells continue ... 
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Second Level Cleric Spells 

•!•Aid 
Range: o Duration: Short to medium Area of Effect: One character 

This spell acts like a bless spell and it confers one to eight extra hit points to the 
recipient. The temporary hit points are subtracted before the character's own if he is 
inj ured in combat. The spell's duration increases with the level of the caster. 

•!• Rame Blade 
Range: Short Duration: Medium Area of Effect: One target 

This spell causes a flame-like blade to leap from the caster's hand. The blade attacks 
like a normal sword and normally does 7-10 points of damage. When the spell is cast 
a burning sword picture appears in the caster's hand - attack with this as you 
would any other melee weapon. The spell does slightly less damage against targets 
protected from fire. Spell duration increases with the level of the caster. 

•!• Hold Person 
Range: Long Duration: Medium Area of Effect: Vp to four characters 

This spell can affect human, demi-human, or humanoid creatures. Creatures that 
are affected become rigid and unable to move or speak. Spell duration increases 
with the level of the caster. 

•!• Slow Poison 
Range: 0 Duration: Long Area of Effect: One character 

This spell slows the effects of any type of poison for a limited amount of time. When 
the spell dissipates the victims suffer the poison's full effect unless a neutralize 
poison spell is cast. The spell's duration increases with the level of the caster. 
High-level paladins can cast slow poison spells. 
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Third Level Cleric Spells 

•!• Create Food & Water 
Range: 0 Duration: Permanent Area of Effect: Special 

This spell allows the cleric to conjure nourishment for the entire party. When charac­
ters' food bars are blank, and they do not eat, they suffer l hit point of damage 
every 24 hours. Starving mages and clerics arEt unable to regain spells. 

•!• Dispel Magic 
Range: O Duration: Instantaneous Area of Effect: Whole party 

This spell negates the effects of any spell affecting the party. Dispel magic does not 
counter cure spells, but it will dispel hold person, bless, and similar spells. 

•!• Magical Vestment 
Range: O Duration: Medium Area of Effect: Caster 

This spell enchants the cleric's own robes, providing protection at least equivalent to 
chain mail (AC 5). The vestment gains a+ l enchantment for every three levels the 
cleric earns above Sth level. For example, an l l th-level cleric would have AC 3 pro­
tection. This spell is not cumulative with itself or any other spells or armor. The 
spell's duration increases with the level of the caster. 

•!•Prayer 
Range: 0 Duration: Short to medium Area of Effect: Entire party 

This spell is a more powerful version of the first-level bless. This spell increases the 
party's combat ability and decreases the enemy's. The spell has no cumulative 
effect. The spell 's duration increases with the level of the caster. 

•!• Remove Paralysis 
Range: O Duration: Permanent Area of Effect: One to four characters 

This spell negates the effects of any type of paralyzation or related magic. 
The spell counters hold or slow spells. 

Spe/Js continue ... 

40 



Fourth Level Cleric Spells 

•!• Cause Serious Wounds 
Range: Close Duration: Pennanent Area of Effect: One target 

This spell is identical to the first-level cause light wounds spell, except that it inflicts 
3-17 hit points of damage. The cleric must be in the front rank to hit a target. 

•!• Cure Serious Wounds 
Range: o Duration: Pennanent Area of Effect: One character 

This spell is identical to the first-level cure light wounds spell, except that it 
heals 3-17 hit points of damage. 

•!• Neutralize Poison 
Range: O Duration: Pennanent Area of Effect: One character 

This spell detoxifies any sort of poison or venom. The spell cannot return characters 
to life if they have already died from poison. 

•!• Protection from Evil 1 O' Radius 
Range: O Duration: Medium to Long Area of Effect: Entire party 

This spell is identical to the first-level spell, except that it affects the entire party. The 
spell's duration increases with the level of the caster. 

Fifth Level Cleric Spells 

•!• Cause Critical Wounds 
Range: Close Duration: Pennanent Area of Effect: One target 

This spell is identical to the first-level cause light wounds, except that it inflicts 6-27 
hit points of damage. The cleric must be in the front rank to hit a target. 

•!• Cure Critical Wounds 
Range: 0 Duration: Pennanent Area of Effect: One character 

This spell is identical to the first-level cure light wounds spell, except that it 
heals 6-27 hit points of damage. 
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•!• Rame Strike 
Range: Long Duration: Instantaneous Area of Effect: One square 

By means of this spell, the cleric calls down from the sky a column of flame. 
Creatures fully affected by the spell suffer 6-48 points of damage. 

•!• Raise Dead 
Range: O Duration: Pennanent Area of Effect: One character 

This spell allows the cleric to attempt to restore life to any non-elven character. 
Chances for success are based on the deceased character's constitution. 

•!• Slay Living 
Range: Short Duration: Pennanent Area of Effect: One target 

The target of a slay Jiving spell either takes damage or dies instantly. Higher level 
opponents have a better chance of only taking damage. 

•!• True Seeing 
Range: 0 Duration: Short Area of Effect: Special 

With this spell, the party can see things as they really are. Illusionary walls will not 
fool the party, invisible monsters, items, or magical effects will be shown. 

Sixth Level Cleric Spells 

•!•Harm 
Range: Close Duration: Pennanent Area of Effect: One target 

This spell will bring a target to death's door, reducing it to very few hit points, no 
matter how many hit points the target had before the spell. The cleric must be in the 
front rank to hit a target. 

•!•Heal 
Range: O Duration: Pennanent Area of Effect: One character 

This spell will completely heal a character of all damage, poison, 
blindness, and paralysis. 
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Strategies for Using Spells 
Spells are an important part of a party's 
capabilities. The spells that the party's 
spellcasters memorize will have an 
important effect on the party's tactics. 

In the following section, the spells have 
been divided into types: offensive, 
defensive, healing, and other. There are 
specific hints on when each type of spell 
is most effective. 

Spells that are available only to clerics 
are marked with an asterisk(*). 

Offensive Spells 
Burning Hands, *Cause Light Wounds, 
Shocking Grasp, •flame Blade, 
Vampiric Touch, *Cause Serious 
Wounds, *Cause Critical Wounds and 
*Harm: These are hand to hand magical 
attacks. For all but burning hands, the 
spellcaster must be in the front rank to 
attack with them. Because of the time it 
takes to cast these spells and the vulner­
ability of many spellcasters, they are nor­
mally the offensive spells of last resort. 

Magic Missile and Melf's Acid Arrow: 
These are ranged magical attacks that 
affect only one monster at a time. They 
allow the spellcaster to attack from the 
safety of the rear ranks. They are the 
favorite offensive spells of lower level 
mages. 

Disintegrate and Flesh to Stone: These 
are ranged magical attacks that can 
eliminate one target with a single attack. 
They are the favorite offensive spells of 
higher-level mages attacking targets with 
many hit points. 
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Hold Person, Fireball, Lightning Bolt, 
Fear, Ice Storm, Cone of Cold, • f'/ame 
Strike and Hold Monster: These are 
ranged magical attacks that can affect 
several monsters in an area. Because of 
the damage they can do, they are often 
the preferred offensive spells of higher 
level spellcasters. 

These area-effect spells are especially 
effective when fighting many monsters. 
Look closely at the area of effect of the 
various spells. The spells that affect 
several squares are more effective 
against monsters that cannot attack in 
groups. The spells that affect a single 
square are most effective against 
monsters that attack in groups. 

Be especially careful when you use the 
ice storm and hold person spells. If the 
target of an ice storm spell is within 
melee range of the party, the party will 
also take damage from the spell. The 
hold person spell only affects men and 
other humanoid creatures. 

Defensive Spells 
Armor, Blur, *Protection from Evil, 
Shield, *Magical Vestment, and 
*Protection from Evil JO' Radius: These 
spells mainly provide protection against 
physical attacks. Cast these spells on 
your front rank characters before 
dangerous battles that involve 
physical attacks. 

*Bless and *Prayer: These spells 
mainly provide protection against 
magical attacks. Cast these spells on 
your front rank characters before 
dangerous battles that involve 
magical attacks. 

A chance encounter ... 

Healing Spells 
*Cure Light Wounds, •Aid, *Cure 
Serious Wounds, *Cure Critical 
Wounds, and •Heal: These spells 
replace a character's lost hit points. 
The aid spell can increase a character's 
hit points over his normal maximum 
value, but it only increases hit points 
temporarily. Cleric class characters 
should always have a few cure light 
wounds spells memorized to quickly 
heal the party while resting. 

*Slow Poison, *Remove Paralysis, 
*Neutralize Poison, Remove Curse, 
and Stone to flesh: These spells slow 
or remove the effects of poison, 
paralysis, flesh to stone, or curses. Keep 
a number of these spells memorized 
whenever the party is anywhere near a 
monster who can poison, paralyze, or 
petrify. 

*Raise Dead: This spell will bring a 
non-elven character back from the dead. 
Keep one of these spells memorized once 
your cleric gets to a high enough level. 

Other Spells 
Detect Magic: This spell is very useful in 
evaluating the items the party picks up 
during the game. The spell causes all 
magical items carried by the party to glow. 

Invisibility and Invisibility I O' Radius: 
Invisibility is a useful defense for a char­
acter in the rear ranks. Invisibility 1 O' 
Radius is useful to hide the entire party 
from mystic sensors and prying eyes. 

Even when the party is invisible, most 
monsters will sense the party's general 
location, though the monsters receive 
big penalties on attacks against invisible 
targets. 

*Create Food & Water: This spell is very 
useful in the later levels of the game 
where food is scarce. Be sure to memo­
rize this spell before the party begins 
starving - not after! 

Haste: This spell is especially useful 
when fighting monsters who are very 
fast. The haste spell allows a party to 
make melee attacks much faster. Cast 
this spell on your party just before dan­
gerous battles. 

True Seeing: This spell is useful when 
you are stuck in an area with many illu­
sions, invisible monsters, etc. 

Disintegrate: This spell is occasionally 
useful to remove certain walls and other 
special blocks in your path. 
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ADVENfUKING STRATEGY 

Attacking Opponents 
Characters generally engage in "melee 
combat, " which is face-to-face combat 
with weapons such as swords and 
maces. Characters also have other 
options, such as casting spells and 
ranged combat, with bows and slings. 

In general, a character attacks the 
enemy in the front rank on his side of 
the screen. When there is only one 
enemy left in a battle, it moves to the 
center of its square and characters from 
both sides can attack it. 

Combat Mechanics 
Understanding combat mechanics 
allows the party to use the most effec­
tive weapons and tactics in different sit­
uations. Each character's ability in com­
bat is defined by his armor class, 
THAC0, and damage. 

THAC0 represents a character's ability 
to hit enemies. THAC0 stands for Io tlit 
Nmor ~lass ~. A character must 'roll' a 
number equal to or greater than this to 
damage a target with an armor class of 
0. The lower the attacker's THAC0, the 
better his chance to hit the target. A 
character's THAC0 is based on his class 
and level. 

Norn: the generation of a random 
number is often referred to as a 
"roll." In determining if an attack hit, 
the number generated is from I 
through 20. The base roll is modified 
by the character's ability scores and 
any magic weapons. 
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An attack is successful if the roll is 
greater than or equal to the attacker's 
THAC0 minus the target's AC. 

Example: A fighter with a THAC0 of 
15 attacking a monster with an AC of 
3 would need to roll: (THAC0 15) -
(AC 3) = 12+. But to hit a monster 
with an AC of -2 he would need to 
roll: (THAC0 15) - (AC -2) = 17+. 

Damage is the hit point loss that an 
attacker inflicts against an opponent. 
The amount of damage inflicted 
depends on the attacker's strength and 
weapon type. The damage each weapon 
can do is summarized in the Weapons 
Chart on page 56. 

Some monsters take only partial or no 
damage from certain weapon types. 
Skeletons, for example, take only half 
damage from sharp or edged weapons. 

Combat Strategies 
To succeed in combat, deploy your 
party well, cast effective spells before 
and during combat, maneuver your 
characters into advantageous positions, 
and attack using the most powerful 
characters and weapons. 

Deploying the Party 
Keep the heavily-armored fighters in the 
front rank and the vulnerable magic 
users and thieves in the rear ranks. 

Equipping the Party 
Equip characters in the front rank with 
the most powerful melee weapons you 
can find. See the Weapons Chart on 

page 56 to see how much damage each 
type of weapon can do. As soon as you 
find enough weapons, warriors should 
carry a one-handed weapon in their pri­
mary hand and a short sword in their 
secondary hand. Remember that if you 
use a two-handed weapon in one hand, 
you must keep the other hand free. 

Equip characters in the rear ranks with 
the most powerful ranged weapons you 
can find. Again, see the Weapons Chart 
on page 56 to see how much damage 
each type of ranged weapon can do. 
Spellcasters should have their holy sym­
bols and spell books in-hand, ready to 
cast spells. 

Characters who use thrown weapons 
should carry weapons both in-hand and 
in their belt pouch for quick reloading. 
Front rank characters who use thrown 
weapons may wish to carry a shield or 
short sword at the top of their belt 
pouch - in the box for belt pouch item 
#3. (See the diagram that names parts 
of the equipment screen on page 19.) A 
shield or short sword in that position 
will be readied automatically after the 
character attacks with the last of his or 
her thrown weapons. 

Be sure to recover your ranged weapons 
after each battle and to collect all of the 
ranged weapons you can find. Ranged 
weapons get used up quickly in battle. 

Wounded Characters 
Characters who are seriously wounded 
should be moved out of the front rank if 
possible. It is much easier to heal a 
wounded character than it is to bring a 
dead character back to life. 

Moving and fighting 
If you are exploring an area, move with 
the compass on the screen to facilitate 
mapping. If you are moving through an 
explored area, move with a spell menu 
on the screen and an attack spell show­
ing. Always move with the adventure 
screen up; you can't fight from the 
equipment or character screens. 

With both the adventure screen and 
spell menu up you are prepared for bat­
tle. Prepare for battle before you open 
any door, climb or descend stairs, or 
push a button that could open a door or 
secret wall. Monsters often lurk behind 
closed doors or secret walls, and mon­
sters are always ready for combat! 

Remember that you can move and fight 
at the same time. You can move back­
wards to dodge an enemy melee attack. 
You can move sideways to dodge an 
enemy ranged attack. You can even try 
to run away and close a door behind 
you to get away from a particularly nasty 
fight. Be careful though, some monsters 
can open doors to follow you. 

Hints 
Here are some general strategy hints to 
help you along your journey. 

Carry Items with You 
You never know when you will need 
something that you found! To carry an 
item with you, pick up the item and 
move it into a backpack. 

Prepare Your Party 
Make sure that your party contains at 
least: two characters who can fight well, 
one who can cast mage spells, and one 
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who can cast clerical spells. When a 
monster approaches, make sure that 
your fighters in the front rank have 
weapons in their primary hand. Once 
you get comfortable fighting with the 
front rank characters, you can also have 
the rear rank characters throw weapons 
and spells at the monsters. Experiment 
by equipping your characters with vari­
ous combinations of weapons, shields, 
spell books, and holy symbols to maxi­
mize their fighting ability. 

Keep Track of Buttons 
and Levers 
Some puzzles are activated in one part 
of the dungeon, yet they affect another 
part farther away. Record the position of 
any button or lever that has no obvious 
function. If you can't seem to get 
through an area, go back and change 
these buttons or levers one at a time to 
see if they make it any easier to get 
through. 

Look For Writing On The Wall 
If you can't seem to get through an area, 
look for writing on the walls in the area. 
Often, writing on a side wall is difficult 
to spot. Some writing may only be read 
if the party includes a character of a 
specific race. 

Look f'or ffidden Buttons On 
The Walls 
Always check the walls for secret and 
hidden buttons and bricks. Moving side­
ways down a wall will often make hid­
den buttons easier to spot. 
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Keep Your Eye On The Compass 
Watch the compass as the party moves. 
There are a number of traps that change 
the party's facing. Teleporters often 
reveal themselves when the party's fac­
ing changes. 

Watch for Teleporters 
Do you suspect the party is being tele­
ported while moving through an area? 
Throw an item past the suspected tele­
porter, then watch the item. The item 
will 'disappear' if it teleports. 

Save The Game 
Save the game anytime you think that 
something could happen that would 
hurt the party. Save the game at the 
beginning of each level. If a puzzle is 
difficult to solve, save the game and 
then try different solutions. If the mon­
sters are attacking the party thick and 
fast, save the game and try different 
strategies. If things are getting really 
tough, save before opening doors. 

Goon 
When all else fails, go on with the game. 
The party does not have to open every 
door, fight every monster, and obtain 
every item to win the game. Mark down 
any areas that the party bypasses. If the 
party gets stumped in a later area, or 
needs an item to go on, come back and 
try the puzzle again. 

BESTIARY 

This section contains descriptions of most of the monsters in and around Temple 
Darkmoon. You may encounter a few others .... 

Aerial Servant 
This semi-intelligent crea­
ture is a form of an air 
elemental. Aerial ser­
vants are most often 
encountered on this 
plane of existence when 

they have been conjured by a high level 
cleric to do a specific task. They are nor­
mally invisible, but when seen they 
resemble legless humanoids made of 
sparkling blue smoke. They are very 
strong and can do great damage by 
grabbing and strangling their targets. 

Ant, Giant 
(Warrior and 
Worker) 
These giant insects 
include both worker 
ants and warrior 

ants. They are covered with a thick outer 
skeleton that acts as armor. They have 
six hairy legs that can propel them over 
ground at great speed. All giant ants 
have powerful mandibles that can rend 
their targets. Warriors can also attack 
with a poisonous stinger in their tail. 

Basilisk, Lesser 
This uncommon 
reptilian monster 
has leathery skin 
and eight legs. 
Lesser basilisks' 
defenses include a 

powerful bite and a hideous gaze that 
can turn a target to stone. Though they 
have eight legs, their slow metabolic 
process causes them to move 
sluggishly. They can be encountered 
alone or in small groups. 

Beholder 
Also known as 
Eye Tyrant or 
Sphere of Many 
Eyes, this solitary 
horror is most 
often found under­

ground. Beholders have a globular body 
and move with an innate levitation. Atop 
the beholder's spherical body are ten 
eye-stalks, and in the center is a single 
large eye and a gaping maw adorned 
with several rows of razor-sharp teeth. 
Each of the eye-stalks has a unique mag­
ical ability-the beholder can cast a dif­
ferent spell with each. Fortunately, not 
all of the eyes can be brought to bear 
on a given target. Beholders are covered 
with hard, chitinous armor, making 
them relatively tough to hit in combat. 
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Bulette 
Aptly called a land­
shark, the bulette 
is a huge terrifying 
predator that lives 
only to eat. It has 
a temperament 
akin to the wolver­

ine - stupid, mean, and fearless. The 
bulette is universally shunned, even by 
other monsters. These rare, carnivorous 
creatures are covered with bony 
armored plates which make them very 
tough to damage. Despite their size and 
armor they are both swift and deadly. 
Bulettes have very powerful claws and a 
maw full of rows of razor sharp teeth. 

Oas Spore 
Gas spores are 
multicellular 
spherical fungi 
that are often 
found floating 
through enclosed 

corridors. Gas spores' frontal coloration 
resembles a large central eye. They also 
have rhizome growths on top of their 
hollow bodies that strongly resemble 
eye stalks. The resulting sphere closely 
resembles a beholder, but has none of 
the beholder's awesome powers. 
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Gelatinous 
Cube 
These almost 
transparent 
cubes travel 
down dungeon 
corridors, 
absorbing car-
rion and trash 

along the way. The sides of a gelatinous 
cube glisten, and the creature leaves a 
slimy trail when it moves. Very large 
cubes grow tall to garner mosses and 
the like from ceilings. 

Giant, f'rost 
Like all evil giants, 
frost giants have a 
reputation for 
crudeness and 
stupidity. This 
reputation is 
deserved, but frost 
giants are crafty 

fighters. They are very strong and tough. 
They are protected by oversized armor 
and can do tremendous damage with 
giant melee weapons and large hurled 
rocks. Frost giants may be found alone 
or in small tribal groups. 

Hell Hound 
The hell hound is a very 
large, rust-red or brown 
beast with burning red 
eyes. The baying of a 

hell hound has been described as 
"eerie," "hollow,'' and "disturbing." The 
beast attacks with flaming breath and 
piercing teeth. 

Mantis Warrior 
Also called Thri­
Kreen, this is a car­
nivorous insect 
man. A mantis war­
rior resembles a 
man-sized praying 
mantis. Mantis 
warriors are often 

armed with a unique, sharp-edged pole 
arm. The ferocious reputation of the 
deadly weapon and the warriors who 
wield it has spread far. 

Margoyle 
This monster is a 
ferocious predator 
of a magical 
nature. Margoyles 
are typically found 
amid ruins or 
dwelling in under­

ground caverns. They seem to have their 
own guttural language. These monsters 
will attack anything they find and they 
love to torture their helpless prey. They 
attack with their claws, bite, and horn. 

Mind flayer 
Also called lllithid, this is one 
of the most feared of the 
inhuman dwellers. Mind flay­
ers feed on the very minds of 
sentient beings. Mind flayers 
are a slime mauve color, 
stand about six feet tall, and 

adorn themselves with flowing robes dec­
orated with images of suffering, death, 
and despair. Their faces resemble octopi 
with two large, white, pupilless eyes. 

Salamander 
This large, flaming 
creature is a native 
of the elemental 
plane of fire. 
Salamanders 
thrive in very hot 
places. They are 
cruel, evil crea­

tures that are highly intelligent. They 
respect only power, and to them power is 
either the ability to resist their fire, or the 
capacity to inflict great damage. Anyone 
else is dealt a painful, fiery death. 

Skeleton Warrior 
This is a magically ani­
mated body, created 
and controlled by a 
powerful evil wizard or 
priest. Skeleton war­
riors have been creat­
ed from the bodies of 
powerful warriors. 

Because they have no intelligence or will, 
skeleton warriors are utterly fearless. 
They never retreat from a fight, except 
when turned by a cleric or paladin. 
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Snake, flying WilJ 'o Wisps TABLES Also known as These malevolent enti-
"flying fangs," ties subsist by luring 

Experience Levels these uncommon unsuspecting creatures 
reptiles are so to their deaths amid f/OffTER EXPERIENCE LEVELS CLERIC WISDOM SPELL BONUS* 
dangerous that all the hazards of their 
intelligent races environment. They feed on the energies EXP TO HIT WISDOM SPELL LEVEL 

LEVEL REACH LEVEL POINTS SCORE 2 3 4 6 hunt them merci- released in their targets' death struggle. 
lessly. They fly with acrobatic agility, and They prefer their victims to meet linger- 1 0 1-10 13 

use their tails and body coils to hamper ing deaths to increase the energy given 2 2,000 +(1-10J 
14 2 

victims while they hover in midair. Flying off before death. Will 'o wisps attack in 3 4,000 +(1-10J 
fangs always try to strike at the faces of melee by discharging their stored ener- 4 8,000 +(1-10J 15 2 
their foes. The snakes will attack any gy into their foes in a swooping attack. 5 16,000 +(1-10J 16 2 2 
living creature they feel they can slay 

6 32,000 +(1-10J 
and eat. 17 2 2 

Wolf, Dire 
7 64,000 +(1-10J 

8 125,000 +(1-1 OJ 18 2 2 
Dire wolves are large 

Spider, Giant ancient ancestors of 9 250,000 +(1-1 OJ 19 3 2 2 
This predator modern wolves. They are 10 500,000 +3 

• Bonus spells become available when the cleric 
haunts many active and cunning carni- 11 750,000 +3 can normally cast spells of that level. 
regions and helps vores. They can act inde- 12 1,000,000 +3 
to keep down the pendently, but tend to 

13 1,250,000 +3 
level of pests, travel in packs. Dire 
like adventurers. wolves are larger than most men and CLERIC EXPERIENCE LEVELS CLERIC SPELL PROGRESSION 

Giant spiders weave webs for unwary vie- have powerful jaws and teeth. They are EXP TO HIT CLERIC 
tims, and attack with poisonous bites. swift and sure hunters. LEVEL REACH LEVEL POINTS LEVEL 2 3 4 5 6 

1 0 1-8 1 1 

2 1,500 +(1-8J 2 2 
Wasp, Giant 

3 3,000 +(1-8J 3 2 1 
This rare giant insect 

4 6,000 +(1-8J 4 3 2 is feared because of 
its unthinking ferocity. 5 13,000 +(1-8J 5 3 3 1 

They can attack with 6 27,500 +(1-8J 6 3 3 2 
powerful jaws and 7 55,000 +(1-8J 7 3 3 2 

their tail-mounted stinger. The buzzing 8 110,000 +(1-8) 8 3 3 3 2 
wings of giant wasps gives some warn-

9 225,000 +(1 -8J 9 4 4 3 2 1 
ing of their presence, but their swiftness 

10 450,000 +2 10 4 4 3 3 2 
makes it necessary to react instantly to 
their presence. 11 675,000 +2 11 5 4 4 3 2 1 

12 900,000 +2 12 6 5 5 3 2 2 

13 1, 125,000 +2 13 6 6 6 4 2 2 
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MAGE EXPERIENCE LEVELS MAGE SPELL PROGRESSION RANGER EXPERIENCE TABLE Ability Scores 
EXP TO HIT MAQE EXP TO HIT Strength 

LEVEL REACH LEVEL POINTS LEVEL 3 4 5 6 LEVEL REACH LEVEL POINTS 

1 0 1-4 1 1 1 0 1-10 
The Strength Chart lists the modifiers to 
melee hit probability and the damage 

2 2,500 +(1-4) 2 2 2 2,250 +(1-10) adjustment based on the character's 
3 5,000 +(1-4) 3 2 1 3 4,500 +(1-10) Strength. 

4 10,000 +(1-4) 4 3 2 4 9,000 +(1-10) 
Strength Chart 

5 20,000 +(1-4) 5 4 2 5 18,000 +(1-10) 

6 40,000 +(1-4) 6 4 2 2 6 36,000 +(1-10) ABILITY MELEE HIT DAMACjE 
SCORE PROBABILITY ADJUSTMENT 

7 60,000 +(1-4) 7 4 3 2 7 75,000 +(1-10) 

8 90,000 +(1-4) 8 4 3 3 2 8 150,000 +(1-10) 3 -3 -1 

9 135,000 +(1-4) 9 4 3 3 2 1 9 300,000 +(1-10) 4-5 -2 -1 

10 250,000 +(1-4) 10 4 4 3 2 2 10 600,000 +3 6-7 -1 none 

11 375,000 +1 11 4 4 4 3 3 11 900,000 +3 8-15 normal none 

12 750,000 +1 12 4 4 4 4 4 12 1,200,000 +3 16 normal +1 

13 1,125,000 +1 13 5 5 5 4 4 2 13 1,500,000 +3 17 +1 +1 
18 +1 +2 

PALADIN EXPERIENCE TABLE PALADIN SPELL PROGRESS/ON THIEF EXPERIENCE LEVELS 18/01-50* +1 +3 

EXP TO HIT PALADIN EXP TO HIT 18/51-75* +2 +3 
LEVEL REACH LEVEL POINTS LEVEL 2 3 LEVEL REACH LEVEL POINTS 18/76-90* +2 +4 

1 0 1-10 9 1 1 0 1-6 18/91-99* +2 +5 
2 2,250 +(1-10) 10 2 2 1,250 +(1-6) 18/00* +3 +6 
3 4,500 +(1-10) 11 2 3 2,500 +(1-6) 19# +3 +7 
4 9,000 +(1-10) 12 2 2 4 5,000 +(1-6) 20# +3 +8 
5 18,000 +(1-10) 13 2 2 5 10,000 +(1-6) 21# +4 +9 
6 36,000 +(1-10) 6 20,000 +(1-6) 22# +4 +10 
7 75,000 +(1-10) 7 40,000 +(1-6) *These bonuses are available only to fighters, pal-
8 150,000 +(1-10) 8 70,000 +(1-6) adins. and rangers. 

9 300,000 +(1-10) 9 110,000 +(1-6) #These scores are only possible in this game 
through magic. 

10 600,000 +3 10 160,000 +(1-6) 

11 900,000 +3 11 220,000 +2 

12 1,200,000 +3 12 440,000 +2 

13 1,500,000 +3 13 660,000 +2 
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Dexterity 
The Dexterity Chart lists the modifiers to 
missile hit probability and the armor 
class adjustment based on the charac­
ter's Dexterity. 

Dexterity Chart 

ABILITY MISSILE HIT AC 
SCORE PROBABILITY ADJUSTMENT 

3 -3 +4 

4 -2 +3 

5 -1 +2 

6 0 +1 

7-14 0 0 

15 0 -1 
16 +1 -2 
17 +2 -3 
18 +2 -4 
19 +3 -4 

THAC0 

Constitution 
The Constitution Chart lists the 
Hit Point Adjustment that a character 
gets every level. 

Constitution Chart 

ABILITY HIT POINT 
SCORE ADJUSTMENT 

3 -2 
4-6 - 1 
7-14 0 
15 +1 
16 +2 
17 + 2 (+3)* 

18 + 2 (+4)* 

19 + 2 (+5)* 

*These bonuses are available only to fighters, pal­
adins, and rangers; for all other classes the maxi­
mum hit point acljustment for constitution is +2 

THAC0 is not an ability score, but it is an important characteristic. The THAC0 Chart 
below lists a character's base THAC0 for his class and level. 

THAC0 Chart 

CHARACTER LEVEL 
CLASS 1 2 3 4 5 6 7 8 9 10 11 12 13 

Cleric 20 20 20 18 18 18 16 16 16 14 14 14 12 

Fighter 20 19 18 17 16 15 14 13 12 11 10 9 8 

Mage 20 20 20 19 19 19 18 18 18 17 17 17 16 

Paladin 20 19 18 17 16 15 14 13 12 11 10 9 8 

Ranger 20 19 18 17 16 15 14 13 12 11 10 9 8 

Thief 20 20 19 19 18 18 17 17 16 16 15 15 14 
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Weapons 
Weapons are divided into 3 classes: 
melee, thrown, and fired. Melee weapons 
are used only in close combat, while 
thrown and fired weapons are used at 
range. Characters in the front rank can use 
melee and ranged weapons. Characters in 
the rear ranks can only use ranged 
weapons. Note the "Classes" section start­
ing on page 25 in the rules that limit some 
character classes to certain weapons. 

The Weapons Chart lists the weapons with 
their range of hit point damage versus 
small, medium, and large-sized creatures. 
The damage done by a melee weapon is 
adjusted by the attacking character's 
strength and any magical bonus the 
weapon may have. 

Weapons Chart 

DAMA(jE vs. DAMACiE vs_ 
SMALL & MEDIUM LAR(jE 

Melee Weapons: 
Staff* 1-6 1-6 
Mace 2-7 1-6 
Short Sword 1-6 1-8 
Flail 2-7 2-8 
Axe 1-8 1-8 
Long Sword 1-8 1-12 
Halberd* 1-10 2-12 

Thrown Weapons: 
Rock 1-2 1-2 
Dart 1-3 1-2 
Dagger 1-4 1-3 
Spear 1-6 1-8 

Ranged Weapons: 
Sling & Rocks* 1-4 1-4 
Bow & Arrows* 1-6 1-6 

*These two-handed weapons must be used from 
the primary hand. Note that items in the other 
hand are unavailable. 

Armor 
Armor provides a character a base 
armor class. The lower the character's 
armor class, the harder it is for an 
attack to hit. Armor class is based on 
the character's armor and his dexterity 
bonus. Some magic items and spells 
also help a character's armor class. 

Note the Classes sections starting on 
page 25 in the rules that limit some 
character classes to certain types of 
armor. The Armor Chart lists the types 
of armor and the base armor class they 
provide a character. 

Armor Chart 

ARMOR TYPE BASE AC 

Robe 10 
Shield* 9 

Leather Armor 8 

Scale Mail 6 

Chain Mail 5 

Banded Armor 4 

Plate Mail 3 

* A shield subtracts l AC from any armor it is 
used with. 

Boots, helmets, and non-magical brac­
ers may look like armor, but they do not 
modify a character's armor class. They 
can safely be left as weights on pressure 
plates. Magical bracers, however, can 
modify a character's armor class. 
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Aid, 39 

Armor, 32 

Bless, 38 

Blur, 33 

Burning Hands, 32 

Cause Critical Wounds, 41 

Cause Light Wounds, 38 

Cause Serious Wounds, 41 

Cone of Cold, 36 

Create Food & Water, 40 

Cure Critical Wounds, 41 

Cure Light Wounds, 38 

Cure Serious Wounds, 41 

Detect Invisibility, 33 

Detect Magic, cleric, 38 

Detect Magic, mage, 32 

Disintegrate, 37 

Dispel Magic, cleric, 40 

Dispel Magic, mage, 34 

Fear, 36 

Fireball, 34 

Flame Blade, 39 

Flame Strike, 42 

Flesh to Stone, 37 

Harm, 42 

Haste, 35 

Heal, 42 

Hold Monster, 37 

Hold Person, cleric, 39 

INDEX OF SPELLS 

Hold Person, mage, 35 

Ice Storm, 36 

Improved Identify, 34 

Improved Invisibility, 36 

Invisibility, 34 

Invisibility I O' Radius, 35 

Lightning Bolt, 35 

Magic Missile, 33 

Magical Vestment, 40 

Melf's Acid Arrow, 34 

Neutralize Poison, 41 

Prayer, 40 

Protection from Evil, 38 

Protection from Evil 1 O' Radius, 41 

Raise Dead, 42 

Remove Curse, 36 

Remove Paralysis, 40 

Shield, 33 

Shocking Grasp, 33 

Slay Living, 42 

Slow Poison, 39 

Stone to Flesh, 37 

True Seeing, cleric, 42 

True Seeing, mage, 37 

Vampiric Touch, 35 

Wall Of Force, 37 
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