






















































































A cleric can cast a restoration spell off of
a scroll to restore one drained level. The
character will regain his HP, THAC®, and
other advantages of his level. But, his XP
will be raised only to the minimum for his
restored level.

Maps: Page 25 and 26 of the Adventurers
Journal contain three accurate maps of
the City of Phlan, the Area Near Phlan,
and the Moonsea. The city map shows
the locations of the different blocks with-
in the city. The Area Near Phlan map
shows the extent of the wilderness in
Pool of Radiance. The Moonsea map
shows where Pool of Radiance occurs in
relation to other areas in the FORGOTTEN
REALMS™ game world. Other AD&D®
computer products may be set in the area
near the Moonsea.

Memorizing Spells: In Pool of Radiance,
spell casters must memorize their spells
before they can cast them. Each charac-
ter can only have a small number of
spells memorized at any time. The num-
ber of spells a character can memorize at
one time is based on the character’s level
and is shown in the Appendices of the
Adventurers Journal.

To memorize spells, send the party to
Camp. Highlight the first character you
want to memorize spells. Access the
Magic menu and then the Memorize com-
mand. The character’s list of available
spells is shown. Use the Next and Prev
commands to find the page with the spell
you want to memorize. Choose the Mem-
orize command. Highlight the spell you
want to memorize and press Return or the
Jjoystick button to pick it. The computer
displays the number of remaining spells
your character can memorize by level.

Choose spells until you have indicated
the spells you want your character to
memorize, or your character can memo-
rize no more spells. Choose Exit from the
spell list and from the Memorize menu.
The computer displays the list of spells
you have chosen. Confirm that this is the
list of spells you want your character to
memorize. Repeat this process for all of
your spell casters.

55

Once you have picked all the spells your
characters want, it is time to rest and
actually memorize the spells. Choose the
Rest command. Note the time already list-
ed on the clock. This is the minimum time
necessary to memorize all the spells you
have picked. Choose the Rest command
from the Rest menu. The computer will
display each spell as it is memorized.

If your characters’ rest is interrupted,

they may not memorize all of their cho-
sen spells. If the character’s rest is not
interrupted then they will have all their
chosen spells memorized and be ready to
adventure.

Quick Combat: If you don't want to deal
with combat, you may turn on Quick
Combat and let the computer run things
for you. You may put any character into
quick combat by choosing the Quick
command. You may put all characters
into quick combat by typing ‘Q’ during
any character’s turn. You may take manu-
al control of all characters by typing the
spacebar while one of your characters is
moving on screen. You may set charac-
ters to cast spells by typing ‘M’ during any
character’s turn. When you type ‘M’ the
computer displays ‘Magic On’. You may
turn off spell casting by typing ‘M’ again.
Then the computer displays ‘Magic Off’.
With ‘Magic On,’ the computer will pick
spells for player characters in Quick com-
bat. With ‘Magic Off,” player characters
will not throw spells in Quick combat.

You have some tactical control over char-
acters in Quick combat. Characters with
readied arrows and a bow will stand fast
and fire arrows until the enemy comes
adjacent. Characters without readied
arrows will charge toward the enemy.
Characters will attempt to use readied

magic items.

Your character’s choice of spells is also
important if you use Magic On in Quick
combat. Avoid spells with large areas; the
computer normally aborts an offensive
spell if the computer sees an ally in the

t area. Offensive spells such as
c missile, hold person, and stinking
are useful because they are single

target or have a small area of effect.
Large area spells, such as sleep or fire-
pall, are very useful under manual corn-
trol, but may often be aborted in Quick
combat. Healing and detect spells have
little use in quick combat, though Bless
and Prayer are sometimes useful.

If you do not want to bother with a fight
and want combat over as soon as possi-
ble, access a character’s second menu
and choose the Speed command. Set the
Speed to 0. Decide how each character
will fight by readying or unreadying their
arrows and magic items. Then type ‘Q’ to
set all characters to Quick combat. If a
fight is particularly difficult you may want
to type ‘M’ to turn ‘Magic On'’. Then, sit
back and watch the computer do all the
work for you.

The computer is not as good a tactician
as you are. You may be able to direct
your heroes to win a fight that they would
lose in Quick combat. But as your charac-
ters get tougher you can use Quick com-
bat with less risk. But, if your characters
begin to lose too badly, be ready to hit
the spacebar and take control back. In
the end, you may have to save the day.

Random Encounters: Often monsters
roam around the blocks where the mis-
sions take place. These monsters do not
have a fixed location or time, but may
occur in many different places. Often a
Player must defeat a number of these ran-
dom encounters, as well as all the fixed
€ncounters, to clear a block.

Resting: A party must rest several hours
for characters to memorize spells. The
Party may also rest for a full day so that
each character can heal one HP. Many
areas are so dangerous that the party can
Not rest; they will be interrupted by the
€nemy. Safe areas are places where the
Party can rest without interruption.

Set Encounter: A set encounter is an
€ncounter in a fixed location and/or time.
Set encounters are keyed to the

™MAPps in each adventure description.

Temples: Temples provide a number of
services that the party cannot get any-
where else. If a character has died due to
wounds, the temple can raise dead. If a
character has been turned to stone, the
temple can turn him back to flesh. If a
character has been killed by poison, the
temple can neutralize poison (to remove
the poison from the system) and then
raise him from the dead. If the party has
a 3rd level cleric, they can use the slow
poison spell to make the poisoned char-
acter ‘alive” when he goes into the tem-
ple. Then the temple need only throw a
neutralize poison to bring the character
back. If the party’s characters have lost
HP it is cheaper to go to an inn and rest
for many days than to have the temple
throw cure spells.

Thieving Abilities: Characters who are
thieves or mixed class thieves have a
number of special abilities including the
chance to: pick locks, climb walls, find
and disarm traps, and the ability to back-
stab for multiple damage. But, for a
mixed class character to exercise his
thiefly abilities he must not be wearing
any armor heavier than leather. Remem-
ber, before the fighter/thief can backstab,
or pick a lock, he must unready his heavy
armor.

Translation Wheel: The wheel is used
several ways during the game. To begin
the game match the symbols on screen
and read the password from inside to out-
side under the indicated line. During the
game match the symbol to the appropri-
ate translation tab and read the letter
under the ..... path in ring 1.

As an example: If you match the Trans-
late Dethek tab with the Translate Espruar
tab a O is shown under the ..... path in
ring 1. Move the inside ring 1 space
clockwise. The ring 1 under the ..... path
now shows an ‘A’. The Dethek (or
Dwarvish) ‘A" shows under the Translate
Dethek tab. The Espruar (or Elvish) ‘A’
shows over the Translate Espruar tab.
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In Sokal Keep, a dead elf carries a scroll
with Elvish or Espruar writing. Turn the
Translate Espruar tab under each symbol
one at a time. Read the English letter in
ring 1 under the ..... path. The first word
translates as:

Espruar Runes (Displayed On Screen)

D
English Translation (From Wheel)
: L U X

COMBAT

Your characters will be fighting alot in
Pool of Radiance. Monsters and human
enemies abound. Learning to fight well,
and to fight smart will make the game go
faster and make it much more enjoyable.
There can be a lot of details to successful
combat, but most of them are common
sense and will become second nature
after a few fights.

To fight effectively you must understand
your own group’s capabilities. Does your
group have ranged weapons? Does your
group have mass attack magic spells
such as sleep or fireball? How heavily
armored is the “front line” of your group?
How fast is the fastest and slowest menr
ber of your group? All of these details
change which tactics your party can apply
effectively.

You should also understand your enemy’s
capabilities. The basic information about
ranged weapons, mass attack spells,
heavy armor, and speed still apply.
Monsters also often have unusual capabil-
ities that you'll want to be aware of.

Finally, you need to understand the ter-
rain where you are fighting. Are you inside
a building where space is limited or are
you in an open field with unlimited room
to maneuver? Are there choke points,
such as doorways, that you can use to
channel an enemy’s attack? Are there
large pieces of terrain, such as a tree or a
wall, that you can anchor your flanks on?
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Taking full advantage of terrain will multi-
ply your fighting strength.

Whether you outnumber the enemy or he
outnumbers you will decide your opening
tactics. If you outnumber the enemy,
move up your toughest fighters (lowest
AC and highest HP) and pin them in
place. Then move other troops around
the enemy’s flanks to get attacks from
behind. A shot from behind can hurt even
the most “unstoppable” monster. Thieves
are at their best when they can be part of
a gang and ‘backstab’. Concentrate your
attacks by having a single character
attack some of the enemy and have many
characters gang up on the remainder to
eliminate them as quickly as possible.

If the enemy has as many or more troops
than you have, then make the shortest
possible line without giving the enemy a
way around your flanks; doorways and
corridors are good defensive locations.
Don't just attack the enemy in front of
you, mass as many attacks against each
target as possible to get quick kills. If
your tactics are successful, you will soon
outnumber the enemy and you can sur-
round and move in for the kill.

An important tactical consideration is
whether one side and/or the other has
ranged weapons such as bows, cross-
bows, slings, and ranged attack magic.

If neither side has significant ranged
weapons, your side should quickly move
to the most advantageous terrain and pre-
pare to meet the enemy. If only you have
ranged weapons then try to begin the bat-
tle at the longest possible range. Keep a
front line of clerics and fighters without
bows to protect your archers as long as
possible. Magic users with darts and cler-
ics with flasks of oil have a short range,
and are only useful once both sides are in
contact.

If both sides have ranged weapons then
the enemy archers and spell casters
should be your primary targets. An enemy

who Is turning your flank or who can get
pack shots on your front line is also a
good target. Don’t shoot at enemy front
line fighters unless you are trying to disen-
gage your front line to maneuver or

retreat.

If only the enemy has ranged weapons
then close as soon as possible. Once you
get adjacent to an enemy, it’s much hard-
er for him to use his bow or magic
against you. Try to use terrain to block
the enemy archer’s line of sight and limit
his targets to your troops with the heavi-
est armor.

Magic has the capability to change defeat
into victory, or victory into defeat. Tac-
tically, some simpler spells and magic
items act very much like bows or thrown
weapons (magic missile or spiritual ham-
mer). The more devastating spells are the
ones that can incapacitate an entire
group of troops in an instant. These mass
attack spells include: sleep, hold person,
stinking cloud, lightning bolt, and the
dreaded fireball. These spells can turn
the tide of battle in an instant.

More often than not, you will have magic
and your enemies will not. If you have
magic users or magical items guard them
with your life. Magic users are very fragile
in combat; they wear little armor and
don’t stand up well to being hit. Keep
them behind the lines and safe, even if
they have thrown all of their spells for this
battle. The magic user you save this bat-
tle may save you next battle.

Magic need not kill the enemy to be use-
ful in combat. Sleep, hold person, and
stinking cloud can make the enemy ‘help-
less’ and a sitting duck to your fighters’
attacks. Remember that you can affect up
to three different targets with a clerical
hold person spell. An effective way to use
these spells is to eliminate the threat of
€nemy archers and magic users. Another
tactic is to make the front ranks of the
€nemy helpless, thus blocking his melee
and making your own shots sure
IS. You can even retreat behind the ene-
mies helpless front line troops and safely
the others with ranged attacks.

If the enemy has mass attack magic
(whether or not your side has it), you may
have to modify your tactics. Defensively,
try to keep your troops spread out; most
mass attack magic operates over a limit-
ed radius. Keep some fighters unengaged
in reserve, so that they can run up and fill
any holes in the front lines caused by an
enemy magic attack. Be careful not to
concentrate important targets like magic
users or archers together behind your own
lines; such concentration invites attack.

Offensively, you should concentrate
magic spells and bow fire on enemy
magic users. Even if a bow shot doesn't
kill a magic user, it can disrupt his ability
to cast a spell. Magic missile is very good
for this because it always delivers a few
points of damage and keeps an enemy
magic user from casting for the rest of the
turn. Proper use of magic, both offensive-
ly and defensively, is often the key to
your victory and the enemy’s defeat.

Some monsters have abilities that might
as well be magic. Dragons often have
breath weapons that can do great dam-
age over a wide area. Your characters
should spread out to avoid several being
attacked by a single attack. Phase Spiders
cannot be affected by any attack until just
as they move. Your characters should
choose Guard or Delay and then attack as
the Phase Spiders advance or after they
move. Driders know spells as powerful as
any spell caster in Pool of Radiance. Your
characters should spread out, just as if
they were fighting an enemy magic user.

One of the most important things to get
for your heroes is the best possible
Armor Class. A good AC is always useful,
but it is especially important against mass
attacks by weaker monsters. High dexteri-
ty, heavy armor, rings of protection, brac-
ers of defense, magic shields and armor
all can contribute to giving your heroes
the lowest possible AC. Your front line
fighters go in harms way more often than
the archers or magicians, make sure they
have the best ACs in the party.
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When fighting a heavily armored foe,
flanking, swarming attacks, magic, and
the “backstab” take on increased impor-
tance. Tactics that multiply the number
and effectiveness of your attacks, and
reduce the value of the enemy armor are
worthwhile.

Soldiers often forget that mobility is as
much a weapon as a sword or spell. If
you are more mobile than your opponent,
you can remain disengaged and fire
arrows. You can choose to retreat or stay
for battle. You can occupy the best defen-
sive terrain and force the enemy to come
to you. Be careful not to get your troops
spread out if they have differing move-
ment rates.

If the enemy is equal or superior in mobil-
ity, it multiplies their effective numbers.
You must worry more about flank security
and keeping your front line secure. Fast
enemy will also attempt to run away when
their morale breaks. Once the enemies
morale has broken, use archers to bring
them down. Even a fleeing foe can be
dangerous if cornered and forced to fight.

One of the most potent weapons in the
hero’s arsenal is the ability of thieves to
‘Backstab’ their opponents for extra dam-
age. Thieves of level 1-4 do double dam-
age when they hit with a backstab. Level
5-8 thieves do triple damage when they
hit with a backstab. Level 9+ thieves do
quadruple damage when they hit with a
backstab. Mixed class fighter thieves with
exceptional strength and a magic long
sword can take out very large monsters
with one shot.

A backstab happens when a thief attacks
a monster directly from behind. Unfor-
tunately, whenever a monster attacks or
is attacked, his facing can change. The
following method can guarantee the thief
his chance to backstab.

To attack you need a fighter or cleric as a
stalking horse, and the thief. Choose the
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Delay command when each character’s
chance to move comes up. This guaran-
tees that the monster will get his chance
to move, and that its facing won't be
upset. After the monster has moved,
have the stalking horse move up adjacent
to the monster and attack. This sets the
monster’s facing towards the stalking
horse. Then have the thief move up and
attack from directly opposite the stalking
horse (see figure 1). This second attack
will be a backstab that has large bonuses
to hit and does multiple damage. The
backstab is an especially effective attack
against large monsters that are otherwise
difficult to hurt because of a resistance to
magic, many HP, and/or a very low AC.

THIEF = = STALKING
g b3 i :: HORSE

Figure 1

Histories are written about great victories.
But they are written by the survivors of
well executed retreats. Every party occa-
sionally gets into a combat where it is
overmatched by enemy numbers or
power. The earlier you realize that you
should retreat, the easier and more suc-
cessful the retreat will be.

Once you have engaged the enemy
retreat is more difficult. Anytime you turn
away from an enemy to disengage, he
has a clear shot at your back. This can be
devastating if you get surrounded on
many sides. You can be attacked half a
dozen times by trying to retreat while sur-
rounded.

The first part of any successful retreat is
disengagement. Flankers, archers, spell
casters, and reserves can normally disen-
gage from the enemy simply by moving
away. But the front line has a more diffi-
cult problem.

To disengage the front line, concentrate
your attacks on a few units to create
holes in the enemy front line. When your
front line troops each have few enemies
still engaged, turn and begin the retreat.
Retreat as far as you can to protected
ons that minimize the enemies abili-
ty to flank you. Stay on guard so you can
strike at the enemy if they pursue. Do not
retreat the flankers, archers, and spell
casters so fast that they cannot support

the retreating fighters. If the enemy is
swift and aggressive, you may have to
repeat this maneuver several times to

completely disengage.

If the enemy is faster than a character,
then that character will not be allowed to
exit the combat area. A character can
often increase his movement by unready-
ing his heavy armor. When your move-
ment is equal to the enemy’s, you have
an even chance to exit the combat area.
When your movement exceeds the
enemy’s, you can automatically exit the
combat area.

The worst time to decide to retreat is after
some of your own heroes have fallen.
Even if your retreat is successful, the
troops that have fallen are lost forever.
Even worse is cleanly retreating almost all
of your heroes, only to see the final char-
acter pinned by the enemy and over-
whelmed. Do everything in your power to
avoid such a situation.

When all else is said and done here are
Some rules to live by:

Keep a Straight Line: Your forces are
the least vulnerable and provide each
other the most support when they are in
a straight line.

Anchor Your Flanks on Terrain Fea-

Keep the enemy from flanking or
Overwhelming your troops by anchoring
Your flanks on impassable terrain.

Put Your Most Heavily Armored
Troops in The Front Line: Front line
troops take the greatest number of
attacks from the enemy. Heavy armor will
increase their chances of survival.

Thieves Should Only Backstab When
You Outnumber the Enemy: Thieves try-
ing to backstab must be behind enemy
lines. Their light armor makes them vul-
nerable. Only send the thieves around
the flanks to backstab when the enemy is
outnumbered so that he can‘t concen-
trate attacks on the thieves.

Spell Casters are High Priority Targets:
Enemy spell casters have the greatest
capability to quickly turn the tide of battle
against you. Target them with archers,
friendly spell casters, and flankers.

Don’t Panic: Even when a situation
seems impossible, trust in your troops.
The enemy is probably not as powerful as
it seems. Many things can happen to turn
the tide of battle your way. The enemy
morale may break, you may make a lucky
shot, or the enemy may be weaker than
you realize. Keep fighting and stay alive.

SPELLS

In Pool of Radiance, the efficient use of
spells, both in combat and in camp,
makes the game much easier. Some
spells are useful in ways that are not obvi-
ous from their description. Here are some
‘tricks’ to the efficient use of some of the
spells.

Unless otherwise specified, all spells have
saving throws. In general, damage spells
do half damage if the target makes its
save; non-damage spells have no effect if
the target makes its save.

Clerics get more spells per level than
magic users. Detect magic, protection
from evil, protection from good, hold per-
son, and dispel magic are available to
both clerics and magic users. So, if you
want these spells in your party your cler-
ics should take them instead of your
magic users.
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Offensive spells are of two types, damage
causing spells that cause hit points, and
restraining spells that make a target help-
less. A single melee or missile attack can
Kill, once a target is helpless. The best
offensive spells are:

Hold Person: The most powerful clerical
offensive spell. You can aim at three (cler-
ical) or four (magic user) targets and
make them helpless.

Charm Person: This spell makes one tar-
get fight on your side in this battle. When
the charmed enemy changes side his for-
mer comrades turn on him so he absorbs
some enemy fire. If you attack a charmed
enemy then NPCs in your party will tum
on you (you are attacking an ally, after
all). If the charmed enemy is not killed in
the fight then you don't get his treasure;
he left with it.

Magic Missile: Useful because it is low
level, because the target gets no saving
throw, and because it is fast and cannot
be interrupted. This is a good spell to
throw at spell casters before they have
cast a spell and at undead (who ignore
many other attacks). It is also useful if
you fight under computer control
because it has no chance to catch heroes

in an area damage spell.
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Sleep: The magic user’s most powerful
low-evel spell. Sleep can make a whole
horde of low level monsters helpless, and
it has no saving throw. But it is useless
against larger monsters such as trolls.
Remember that sleep has a comparative-
ly short range, and that its variable effect
can sleep your heroes if you target the
spell too close to your own front lines.
Once your heroes reach 5th level, they
are immune to sleep and you can throw
sleep spells with great abandon.

Stinking Goud: A powerful spell that
makes targets in a 2 square by 2 square
area helpless. Its very short range, but
exact area of effect, make it useful only
after the enemy has closed to melee your
front lines.

Fireball: The classic attack spell. In a
closed area (when the combat map
includes walls), fireballs have a 3 square
radius and affects almost every character
on screen. In an open area (without
walls), fireballs have a 2 square radius.
Try to get as many enemy in the fireball
as possible, and be sure to keep your
characters out of the radius of effect.

Lightning Bolt: This is often considered
the poor cousin to the fireball, because it
does the same damage but in a more lim-
ited area (a line). But lightning bolt is best
when you have to fight in a closed area.
Properly used, you can throw a lightning
bolt into a melee, miss your heroes, and
still hurt the enemy. Also, if the enemy is
near a wall you can throw the bolt to
attack the target, bounce off the wall, and
then attack the target a second time.
Remember that a lightning bolt always
rebounds toward the caster; it does not
follow the angle of the wall.

Some spells are useful in preparing for
combat. If you know your party is in for a
tough fight (either because you read the
clue book or your party has been there
before), you can prepare before combat.
Encamp immediately before triggering the
combat. Throw as many preparatory

spells as you have ready on your charac-
ters. then immediately return to the Ad-
yenture menu and advance directly into
the combat. If you can’t prepare before
combat, many of these spells are just as
effective when you throw them in the first
round of combat. Many of these spells
can be reversed and thrown on the enemy
to make him more vulnerable to your

attacks. The best preparatory spells are:

Bless: this spell affects all heroes in a
5x5 area that are not adjacent to the ene-
my. Bless is especially useful later in the
game against monsters with very low ACs.

Protection From Evil: This spell only
affects one person, but it improves your
AC and Saving Throws by 2 against
attacks from evil monsters.

Prayex: This spell is great because it can
be thrown in combat and it improves
your THACQ, Damage, and Saving Throws
by 1, while hurting your enemies’ values
by a like amount. It can also be thrown
after combat has commenced.

Enlarge: This spell makes a weak charac-
ter strong, though it doesn't help a char-
acter who is already strong. A first level
magic user makes his target’s effective
Strength 18. Each additional level adds
one column to the character’s effective
strength, until at 6th level the target has
effective 18 (00) strength.

Strength: This spell adds 1-8 points to a
character’s effective strength, depending
on his class. For every point of strength
added over 18, 10% is added to his
€xceptional strength percentage.

Some spells are handy to have memo-

for use out of combat. These spells
include: i

Cure Light Wounds: This spell is every-
One’s best friend. Use it after each battle
t make sure that everyone gets back to

ir full HP. You can also use cures dur-

ing combat to keep a character from
going down. Also, if a character is wound-
ed at the beginning of a wave of combats
(such as in the Kobold Caves or the
Nomad Camp), you can ‘Continue Com-
bat’ and cure characters to get them
ready for the next wave.

Detect Magic: Use this spell in the
Treasure Menu to pick out the magic
items from the trash.

Dispel Magic: Use this spell to remove
locking spells on doors. Remember that
your clerics can memorize this spell too.

Knock: Use this spell to open locked
doors and chests.

Invisibility 10' Radius: Use this spell
while moving through dangerous territory.
This keeps the enemy from finding your
party until one of your characters attacks
in combat. Use your enemies’ confusion
to get all your characters in position for
‘backstabs’, bouncing lightning bolts
shots, and sweep attacks. Then have all
your characters choose delay, let the
enemy take his turn and guard, and then
have all your characters attack at once.

Some spells should only be memorized
when your party needs them; these spells
include: slow poison, cure disease,
remove curse, and read magic.

The other spells are useful in specific cir-
cumstances. If you read of a special situa-
tion in the clue book, or if your party has
been in a special situation and been
defeated or had to retreat, your party may
want to memorize some of these specialty

spells.
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Spell Parameters Chart

The following list collates all of the basic parameters of the spells
available in Pool of Radiance:

Spell Name Range  Duration Where Spell Name Range  Duration  Where
First Level Second Level
Clerical Spells Magic User Spells
Bless 6 6 rounds EC Detect Invisibility 1M 5 mds/v EC
Curse 6 6 rounds C Invisibility Touch Until Attack  E,.C
Cure Light Wounds Touch - EC Knock 6 - ED
Cause Light Wounds ~ Touch - C Mirror Image 0 2 mds/M C
Detect Magic 3 1 turn ECT Ray of Enfeeblement ~ 1+.25/M 1 md/vl (H
Protection FromEvil  Touch 3 mdM EC Stinking Cloud 3 1 rd/Ml C
Protection From Good Touch 3 md/M EC Strength Touch  6tums/M E
Second Level Third Level
Clerical Spells Magic User Spells
Find Traps 3 3turns E Blink 0 1 md/vi C
Hold Person 6 4+1mdM C Dispel Magic 12 Permanent EC
Resist Fire Touch  1tur/M EC Fireball 104 - C
Silence 15' Radius 12 2 md/M c Haste 6 dmdvl C
Slow Poison Touch 1 hour/M EC Hold Person 12 2 rds/M C
Snake Charm 3 58rounds C Invisibility 10' Radius ~ Touch ~ Until Attack E,C
Spiritual Hammer 3 1 mdv C Lightning Bolt 441 - C
. Protection From Evil,
e els 10' Radius Toch 2mdsM  EC
- Protection From Good,

Animate Dead 1 Pomanent BG40 paue Towch  2mdsM  EC
Cure Blindness Touch Permanent E,C Protection Fr
CasseBindness ~ Touch  UntilCured  C iy

% Normal Missiles Touch 1 tum/ivl EC
Cure Disease Touch Permanent E Slow oM 3imdM G
Cause Disease Touch  UntilCured C
Dispel Magic 6 Permanent EC
Prayer 6radius 1 mdM C

Abbreviations: 10 rounds =1 tum; 6 tums = 1 hour;
Remove Curse Touch Pemm EC md = round; IVl = level of caster, rad = radius.
Bestow Curse Touch  Until Removed C
Range listed as 9+1/M = 9 squares + 1 square per level of

First Level caster
Magic User Spells
Burning Hands 0 = c Example: A 5th level magic user throws a Slow Spell.
Charm Person 12 Combat (i The maximum range is 9 + (1 x 5) = 14 squares.
Detect Magic 0 2mdsivl  ECT To successfully throw a spell with range listed as ‘touch,’ the
Enlarge S5/M 1 tur/im EC spell caster must hit his adjacent target and the target gets a
Reduce 5M - EC saving throw (if applicable). You automatically ‘hit' allied tar-
Friends tiMrad imdM  ©C g,
Magic Missile 6+ - c Duration listed as 3+1 md/vl = 3 rounds + 1 round per level
Protection FromEvil  Touwch ~ 2mdsivl  EC of caster.
Protection From Good Touch ~ 2mdsivi  EC Example: A 5th level Magic User throws a Slow spell. Each
Read Magic 0 2 mds/vl E targetis slowed for 3 + (1 x 5) = 8 rounds.
Shield 0 Smdsi  C Where a spell can be thrown: E = Encamp Menu or Cast
Shocking Grasp Touwch - C option from Adventure Menu, C = Combat Menu,
Sleep 3+ 5rnds/ivl C T = Treasure Menu, D = Door Opening Menu.
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