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Spell Summary Table

When: Rng: Duration:
Cmbt =Combatonly spell T = Touch Range —combat rounds
Camp =gamp 0"'();’ SD;’-)"'( dia = diameter t —turns
i SSEW’ S Ki”d £ ;a?'cltlsara clots vl "= per level of caster
in combat targets= aim at each target
# = Number of
targets
#s = Number of
squares
Clerical Spells
Spell .
Name When Rng Area  Duration
First Cause Lt Wounds Cmbt T 1 -
Level Cure Lt Wounds Both T 1 .
Clerical Curse
s Detect Magic Both 3 1 1t
Empower Both 6 5dia  6r
Prot/Evil Both i 1 3r/lvl
Prot/Good Both L 1 3r/lvl
Spell .
Name When Rng Area Duration
Second Find Traps Camp 3 1 3t
Level Hold Person Cmbt 6 1-3 4r+1/Ivl
g'e';lc"‘ Resist Fire Both T 1 /vl
ea Silence 15' R Cmbt 12 3dia  20/lvl
Slow Poison Camp T 1
1hour/Ivl
Snake Charm Cmbt 3 All 5-8r
Magic Hammer Cmbt 3 1 1r-lvl
Clerical Spells
Spell
Name When Rng Area Duration
Third Bestow Curse Cmbt 1] 1 -
Level Cause Blindness Cmbt i 1 -
g:;:':ﬁ:' Cure Blindness Both T 1 -
Cause Disease Cmbt il 1 -
Cure Disease Camp T 1 -
Dispel Magic Both 6 3x3s -
Meditation Both 0 All 1r/lvl
Remove Curse Both T 1 -
Magic-User Spells
Spell
Name When Rng Area  Duration
First Burn Hands Cmbt T 3s -
Level Charm Person Cmbt 12 1 =
- Detect Magic Both 6 1 21/Ivl
Enlarge Both 5/l 1 1t/1vl
Friends Cmbt 0 All 1r/lvl
Magic Missile Cmbt 6+lvl 1 -
Protect/Evil Both I 1 2r/1vl
Protect/Good Both if 1 2r/vl
Read Magic Camp 0 1 2r/Ivl
Reduce Both .5/1vl 1 1t/1vl
Shield Cmbt 0 1 5r/lvl
Shock Grasp Cmbt Ti 1 -
Sleep Cmbt 3+lvl 1-16 5r/lvl




Duration
5r/1vl
1s/lvl -
2r/ vl
1r/lvl
6t/lvl
Duration
1r/lvl
3r+1/1vl
2r/Ivl
2r/ vl
2r/ vl
1t/1Ivl
3r+1/1vl

1+.25 s/1vl

Area
1

6
2x2's
1
Area
1
3x3s
2/3 rad
4x4 s
1-4

2 dia
48

2 dia
2 dia
1

4x4 s

1

Rng
1/1vl
T
Camp
0

|
Rng

0
10+lvl

3

T

12

6

12

i
4+lvl
-

T

-
9+lvl

When
Both
Both
Both
Cmbt
Cmbt
Camp
When
Both
Both
Cmbt
Both
Cmbt
Both
Cmbt
Both
Both
Both
Cmbt

Dispel Magic

Det Invisible
Invisibility
Knock

Mirror Image
Enfeeblement
Stink Cloud
Strength
Fireball

Haste

Hold Person
Invis 10’ R
Lightnng Bolt
Prot/Evl 10' R
Prot/Gd 10’ R
Prot/Missiles
Slow

Spell
Robe/Blink

Spell
Name
Name

Magic-User Spells

Second
Level
Magic-
User
1r/1vl
Third
Level
Magic-
User

Getting Started

Selecting Adventurers
A good mix of characters makes a strong, flexible adventuring party. Here’s one
party suggestion:

Party 1
Dwarf Fighter
Human Magic-User
Human Cleric
Half-elf Magic-User/Cleric
Elf Fighter/Magic-User/Thief

Beginning the Adventure

After the guided tour, take your party to an Arms and Armor Shop and purchase
equipment — be careful to outfit all of the characters without running out of gold.
Here are some suggestions for equipping each type of character:

Fighters: Clerics: Thieves: Magic-Users:
Banded Mail Banded Malil Leather Armor Darts

Long Sword Flail Long Sword Staff

Shield Shield Short Bow



56

After outfitting the party, select the ‘Use item’ and ‘Ready’ options to equip
weapons and armor.

When you have readied all equipment, go to an Inn to encamp, memorize
spells and save the game. Good spells are Sleep for magic-users and Cure Light
Wounds for clerics.

Go to the City Council Clerk and get the commission to clear the slums of
Phlan, and then proceed to the entrance to the slums.

Use the following directions to get to the first encounter in the slums:

Enter the slums and go through the first door (to the south).

Proceed to the next door (to the west) and go through it.

Turn north, and go through the next door.

At the end of the hall, you can turn west or go through the door to the east.
Go through the door.

Go one square to the north, and go through the door to the west.

b A

o

Now you are on your own...

Adventuring Tips

When the party has purchased and equipped weapons and armor, go to an Inn
and have magic-users and clerics memorize spells. After this, save the game
before beginning the adventure.

Here are some hints and tips that will help while you adventure:

® Encamp often — especially after tough fights or finishing areas, such as the
slum of Phlan. Have spellcasters memorize spells, heal wounded characters,
and save the game.

® Visit the City council Clerk in Phlan when you don’t know where to go next.

® Use protection spells such as Meditate, and preparation spells such as
Enlarge or Strength before tough battles.

® As you adventure you will find treasures: gold, magical weapons and armor,
etc. Outfit your characters with new equipment as you go. If you haven’t had
an item identified yet, check your characters’ THAC@ and AC when you
equip a new item to see what it does.

® Once you start getting a lot of good items, be picky and only keep the really
valuable items, potions and scrolls — remember that you only have limited
space.
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90-Day Limited Warranty FCl Game Paks

90-Day Limited Warranty:

Fujisankei Communications International, Inc. (FCI) warrants to the original
consumer purchaser that this FCl| Game Cartridge shall be free from defects in
material and workmanship for a period of 90 days from date of purchase. If defect
covered by this warranty occurs during this 90-day warranty period, FCI will repair
or replace the cartridge, at its option, free of charge. Replacement of the
cartridge, free of charge, to the original purchaser (except for the cost of returning
the game cartridge) is the full extent of our liability.

To receive this warranty service return the defective cartridge along with a dated
proof of purchase and your name and address to an authorized FCI dealer or
directly to FCI:

Fujisankei Communications International, Inc.

150 East 52 Street, New York, N.Y. 10022

Attention: Returns Department

(212) 753-8100

This warranty shall not apply if the cartridge has been damaged by negligence,
accident, unreasonable use, modification, tampering, or by other unrelated
causes to defective materials or workmanship.

Warranty Limitations:

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE
SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL FCI
BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING
FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES.

The Provisions of this warranty are valid in the United States only. Some states do
not allow limitations on how long an implied warranty lasts or exclusion of
consequential or incidental damages, so the above limitations and exclusion may
not apply to you. This warranty gives you specific legal rights, and you may also
have other rights which vary from state to state.
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Compliance with FCC Regulations

This equipment generates and uses radio frequency energy and if not installed
and used properly, that is, in strict accordance with the manufacturer’s
instructions, may cause interference to radio and television reception. It has been
type tested and found to comply with the limits for a Class B computing device in
accordance with the specifications in Subpart J of Part 15 of FCC Rules, which
are designed to provide reasonable protection against such interference in a
residential installation. However, there is no guarantee that interference will not
occur in a particular installation. If this equipment does cause interference to
radio or television reception, which can be determined by turning the equipment
off and on, the user is encouraged to try to correct the interference by one or
more of the following measures:

* Reorient the receiving antenna

* Relocate the NES with respect to the receiver

* Move the NES away from the receiver

¢ Plug the NES into a different outlet so computer

and receiver are on different circuits.

If necessary, the user should consult the dealer or an experienced radio/television
technician for additional suggestions. The user may find the following booklet
prepared by the Federal Communications Commission helpful:

How to Identify and Resolve Radio-TV Interference Problems.

This booklet is available from the U.S. Government Printing Office,

Washington, D.C. 20402. Stock No. 004-000-00345-4.
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