
WELaH: TO 'lliE SUBTEBRANEAN \.mill CF OON;EmS 

OF DFAIB. 1HIS IS AN *ADVENllJRE>lr GAME 
DF.S!Qill) 'ID AJ.1..0J YOO 'ID EXPLORE A 
ltii..TI-LEVEL UN;Em IJ.JRIN; 'IliE EXPI.ffiATICN, 
YOO WilL ENCXXJNI'ER VARIOUS KNS'l'mS 'IliAT 
WilL ATI'EME7I' 'ID KilL YOUR EXPI.ffiATICN PARTI 

. AND RECAPlURE 'lliE 'IRF.ASURE YaJ HAVE FOUND. IF 
AIL OF YOOR EXPI.rnATICN PARTI DIBS, 1HEN 'IliE 
GAME IS OVER. IF YaJ SlJOCEE) IN F.SCAPIN; 'IliE 
IUQDN ALIVE, 1HEN 'lliE ~ GAINED FRctl 
'IliAT ADVENIURE CAN BE A<XRUED 'ID RAISE YCllR 
PI.AYmS IN 1:KIIL IEVEL. 

'lliE 'lHREE ~ 'IliAT MAKE UP IBIS GAME TAPE ARE: 

PI.AYER * IBIS ERCCRAM HELPS IN CRFA'I'OC 'lliE PLAYmS USID IN 'IliE GAME. 

DFAIB * IBIS IS 'lliE GAME H«:rnAM FCR 'IliE IUCEm ADVENIURE. 

'la.IN * IBIS Hleuwt .ALl..GJS YOU 'ID UEGW>E 'l'OUR WEARXi AND ARKR WHILE 
STAYIN; /tU 11iE Im OF 'lliE RED DVilm. 

ffieuwt 1 : PI.AYER 

IBIS ~ ASSISI'S IN CRFATIN; 'lliE PI.AYmS USID IN 'lliE GAME. 'IliE 
~ RA.CFS CAN BE USID IN 'lliE GAME. 

HlJMo\N - 'lliERE IS ID MNftNfAGE CR PENAL'IY FCR A HUMAN PI.AYER IN IBIS 
GAME. 'lliE llJMAN PLAYER HAS ID RFSllUCTIOOS CN PI.AYER UASS. 

llrlARF - 'lliE RACE OF IMARF, AS USID IN IBIS GAME; CAN BE ETIHER 
FIGITER CR IBIEVES. UJARVES ·CAtHJr USE MAGIC SPEUS BUI' CAN USE 
MAGICAL lTEH5 sum AS WANIE AID MAGICAL WFAPCNS . 'lliE RACE CF IMARF 
HAS AN ADVftNfAGE OF +1 AIDED 'ID 'lliE cmsr:rrurroo ABILl'IY AND A 
PENAL'IY OF -1 SUB'IRACTED FRctl 'lliE rnARISM-\ ABILl'IY. 

ELF - 'lliE RACE OF ELF, AS USED IN 1HlS GAME, CAN BE >J:rl OF 'lliE 
CTASSF.S. 'lliE RACE OF ELF HAS AN MNM.ffAGE OF +1 AIDED 'ID 'IliE 
IErnRlT'i ABILl'IY AND A PENALT'l OF -1 SUB'IRACTID FRctl 'IliE 
<XNSTTIUITCN ABILl'IY. 
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HALF1.0C - THE RACE CF HAI...FLIN;, AS USED IN IBIS GAME, CAN BE ErrnER 
FIGn'ERS CR IBIEVF.S. HAI.FLil&5 CANOOr USE MAGICAL SPELLS, . BUf CAN USE 
w.GICAL ITEMS SJQ{ AS WANDS AND MAGICAL WF.AroNS. THE RACE OF HALFLOC 
HAS AN .AfNANfAGE OF +1 AIDED 'ID THE DEXI'ERITI ABILITI AID A PENALTI 
OF -1 SJB'IRACTED FRCl1 'IHE SIRENilll ABILITI. 

THE GAME ALL™S THE USE OF THE FOu.affi{; Cl.ASSES OF PI.A YER. THESE 
CIASSES ARE REPRESENI'ATIONS OF THE PLAYERS OCClJPATIONS. 

FIGrnR - AS A PLAYER Cl.ASS, THE FIGHI'ER IS VERY lMPCRTANr IN IBIS 
GAME. AIL FIGIDRS 9DJLD HAVE A HIGH S1REl{;'IB ABILITI. FIGHA'I'ffiS 
HAVE UP 'ID 10 HIT POINTS PER OOIL LEVEL. THE F!Gn'ER HAS THE 
ATNANrAGE CF us:rn:; ARRa./S UJRIN; THE ClliBAT SF.QUENCE. THE FIGHI'ER 
CLASS HAS OOE SUB-Cl.ASS. 

RAtQR - IBIS SUB-Cl.ASS IS THE SIRCN;FS!' PLAYER Cl.ASS TI-IAT CAN BE 
CRFATED AND USED IN THIS GAME. THE R.W;ER HAS UP 'ID 16 HIT POINTS FOR 
THE FIRST S<IlL lEVEL AND UP 'ID 8 HIT POINTS AIDED FOR FAQ! SUCCEEDOC 
SKIIL LEVEL. 

Cl.ERIC - 'lHE CllRIC PLAYER Cl.ASS IS IMPCRl'ANl' IN THE GAME FOR 'IW 
REASOOS. BY THEIR VERY ffiFSENCE, THE Cl.ERIC CAN 'lURN AWAY "UNDFAD 
KNS"TERS" SUQ{ AS 9<ELEIDN.5 AND za.IBIES. THE CllRIC ALSO HAS HEALOC 
SPELLS TiiAT CAN BE USED 'ID RFSIORE ANY OF THE PLAYERS HIT POINTS. A 
1EAD PLAYER C'AlNJI' BE RFSURRECT'FD AND A PLAYER C'AtNJI' ~ MJRE HIT 
POINI'S nIAN 'IHAT PLAYER srARI'ED WIDI. THE NUMBER OF HEALOC SPELLS 
AVAil.ABLE 'ID THE CllRIC INCREASES AS THE CllRIC INCREASES IN SKIU. 
LEVEL. 

WIZARD - 'lHE PLAYER Cl.ASS OF WIZARD IS THE WFAKFSI' Cl.ASS OF PLAYER IN 
THIS GAME. THE WIZARD CANOOr WEAR ARME. CR CARRY WF.AP00.5 CJIHFR TiiAN 
~' ll\Kl'S AND A MACE. 'lHE WIZAIID5 ATilUBl1I'E IS THE ABILITY 'ID USE 
w.GICAL SPELLS IN CDmAT. HIGI DElITERITI AND INI'EILIGENCE ABILITIES 
ARE PREFEERID FOR 'IHIS PLAYER Cl.ASS. THE NJMBER OF SPELLS AVAILABLE 'ID 
niE WIZARD IlOFASES AS THE WIZARD ~ IN SKIIL LEVEL. AT HIGIER 
SCIIL l.EVEl.S 'IHE WIZARD IS A VERY SIRCH; PLAYER IlJE 'ID INrnF.ASED SPElL 
ABILITI. n1E WIZARD HAS UP 'ID 4 HIT POINIS PER SKilL IEVEL. 

'lHIEF - . n1E PLAYER CLAs.S OF THIEF IS VERY IMFCRl'ANl' IN IBIS GAME 
BR'AIJSE OF 'M SPECIAL ABILITIFS OF THIS CLASS. THE 'llilEF HAS THE 
ABILl'lY 'ID FIND AND REMJVE 'IRAPS m11 'IREASllRE CliFSl'S AND 'ID HIDE IN 
n1E SHAIXl5. n1ESE ABILITIES ARE EXP1AINID IN THE 'llilEF 'S ABILITIES 
SFcr!Clf CF n1ESE INS'lRUCTlOO. n1E THIEF CAN 00.Y WAR U'Anml ARKR 
IlJE 'ID SWIFT llJVEMENl' RESlRICTIOO. THE 'llilEF HAS UP 'ID 6 HIT POINI'S 
Pm S<IIL LEVEL. 
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FAQi CF 'IHE PLAYERS IN 'IHE GAME HAS CERTAIN IUYER ABILITIES AS 
FOl..UlJS: 

SlRE2Cllf - 'lliE SlRE2Cllf ABILITI IS A MF.ASlJRE OF 'IHE PLAYER'S ABILITI 
'ID LIFr CR K>VE ITEMS. 'IHE FIGn'ER Nmli HlGI S'llmCIH 'l'O WIW> 
WFAR:R>, · CARRY 'l.RFASURE, m::. A HlGl SlRE2Cllf sam: WlIL llDF.ASE 'IHE 
DAMAra OOt£ IN ClliBAT Al.(Bj WI'IH llDF.ASIR; 'IHE H«>IWULl'IY CF Hl'lTOO 
'lliE CPPCmNr. 

lNIEl.LIGEN::E - 'IHE INI'EILIGEN::E IS A MEASURE CF 'lliE PLAYER'S ~ 
AND 'llfINQH; ABILITI. HIGI INmLlGENCE IS Nm>m RR A WI1.ARD 'ID 
H«PERLY USE ~!CAL SPW.S. 

WISOCM - 'IHE WISIXM ABILl'IY IS A MEASURE CF 'IHE EUYER' S AOOHJLATID 
~. 'lliE <URIC Nmli HlGl WISOCM. ~ 'l'O ~y USE 'lliE 
HFMJll; SPllLS. 

IE>n'ml'lY - 'lliE DEX'mU1Y ABILl'IY IS A HEASURE1ENI' CF 'lHE PLAYER Is 
AGILITI AW REFLEXES. niE 'llilEF Nmli A HlGl lEl'mU'lY IN ClIDm 'l'O BE 
&JOCESSFlJL IN HID:rn:; AND REMJllIR; 'IRAPS. A HIGI IEl'mU'lY ABILITI WIIL 
ALOO ~ . 'lliE PlAYER 's ARD CLAs.S IlJE 'ID 1HE ABILl'IY 'l'O IXJa 'DIE 
OPRMNI''S AlTAO<. 

cmsrrrurrClf - 'DIE ~<If ABILl'IY IS A ~ OF 'lliE 
PLAYER'S STAMINA. A HlGl cms'ITlUI'I~ &Xm: CAN RAISE 'l1iE RlfBFR OF 
HIT IDINI'S A PLAYER HAS Pm S<IIL LEVEL. 

~ - 'lliE OfARlSM6. ABILITI IS A MEASURE CF 'IHE PLAYER'S ABD..l'IY 
'ID ATIRACT AND IDID R>WMRS. 

CH:E YOU HAVE ODSEN THE RACE, Cl.ASS, NAME, AND SEX OF 'lHE PLAYER, YW 
MUSf OOI'FIT n1E PLAYER WI'IH ARKll AND WE'.APOOS. 

ARKR - 'lHE R>ll.arlll{; ARKR IS AVAILABLE FUl RJROiASE IN BCYIH 'lliE 
PLAYER ~ AND AT 'IHE BLA<l<OO'IH'S IN 'IHE ~ PRCnWt. 

U'Anml 
PAIDED 
SIUIDED U'Anml 
ROO MAIL 
SCALE KUL 
OfAIN KUL . OOJD FRom:TIOO 
SPL!Nl'ED MAIL 
BANDED KUL 
PLATE Mt\IL . BEsr FRom:TICN 
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WEAPCm - 'lliE WFMWS USFABLE BY 'lliE PLA~ WILL BE LI~ FOR YOUR 
RJROIASE. SEE 'lliE TABLE IN 'IHE WFAPrn3 SECTICN FCR LIST OF WF.APONS. 

CDD - FACli PLAYER SfAR'IS WI'Ili A RANIXlt AMJlJNl' OF 0011) IEPEND}R; UPON 
PLAYER Cl.ASS. 'IHIS OOW WIIL OOI'FIT YOUR PLAYER IF YOO ARE CAREFUL. 
YClJ FIRST WILL BUY ARKR, 'IHEN WEAKNS. 'IHE AMJlJNl' OF OOW LEFT AFI'ER 
FAGI RJR.OiASE IS LISI'ED FCR Y<XR REFERENCE. 

\illm 'lliE PLAYER IS OOI'FITI'ED 'lliE fficrnAM WILL usr 'lliE RJR.ClIASES' AN'l 
OOW LEFI', AW AfK YOO IF 'IHIS IS CXERECT. IF YOO ARE SATISFIED Wl'lll 
YClJR RJROIASES 'IHEN A <Y> WIU. a:Nl'INlJE 'lliE fficx;RAM. IF YOU WISH 'ID 
awa: YOUR RJR.OlAsES, A <N> AN.5WER WIIL GIVE YOO A OOIQ; OF QW{;}R; 
YOOR RJROIASES. AT NJ TIME CAN YOU BUY K>RE 'rnAN YOU HAVE OOLD 'ID PAY 
wrrn. 

fficrnAM 2 : DFA'IH 

'lHIS ~ ~ 'IHE IXJN'..jEIN ADVENIURE, 'IRFASURES AND KlNSI'ffiS 
'lHE PMITY WILL ENOlJNI'ER. 

'lHE ffiOORAM CAN HANILE PARTIES OF UP 'ID 4 PLAYERS. IT IS sumFSI'ED Nar 
'ID TAKE LFSS 'rnAN 2 PLAYERS IN A PAR'IY UNLESS 'IHE PLAYERS ARE VERY 
S'lR(H; AND EXP:mnNCED. 

AT 'lHE START OF 'lHE GAME 'lliE ffiOORAM WIU. ASK FOR 'lliE NJMBER IN YOUR 
PARTY' AND 'lHE PLAYER OODES cmI'A!Nll{; 'IHE INFORMATICN NEEDED 'ID PLAY 
'lliE GAME. 'lHE CDDES 9iClJl.J) BE LISI'ED IN YOUR MARQiIK; (AND Firnrit-[;) 
CIIDER. I \ilXJID SlmEsr FUl1'Il{; A ~Cl<U FIGHl'ER UP FRON!', WEAKER l'mE 
VUlNERABIE PLAYERS IN 'lliE MIDDLE, 'IHEN AOOrnER FIGHI'ER AT 'lliE F.ND. 

'lHE ~ WI1L 'IHEN REVlll¥ 'lHE PLAYER mtE CN FAGI PLAYER AID AfK IF 
'lHIS ImmHATICN IS ClEREcr. IF 'lliE INFOOMATION IS CXlUIBCl', A <Y> 
ANSWER WIIL <XNl1NUE 'lHE PR<nWt. A <N> AN.5WER WIU. ALLG1 YOO 'ID 
CXIWX:l' A PLAYER'S CDDE. 

CUSS ~ USF.ABLE IN 'IHE GAME 

FIGmll 
CllRIC 
'lllIEF 
WIZARD 

·Bal & ARR™8, ~, DARI', IWX;ER 
DARI', MACE, rwx;ER 

~'DARI',~, MACE 
DARl', rwx;m, MACE, SPELLS 
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WFAPCN DAMAGE 

WFAPON DAMAGE (MAX. PER soor) SllJI'S PER IDUND 

ARRCx.1 8 FOINI'S 2 
S1r.mD 8 FOINI'S 1 
DART 4 FOINI'S 3 
MACE 6 FOINI'S 1 
Jl6.GGER 6 FOINI'S 1 
BARE HANOO 2 FOINI'S 1 
SPELLS SEE SPEl.L SECTICN 

WIZARD SPEllS: 
FIRsr LEVEL AND UP: 

MAGIC MISSILE - 'lliE MAGIC MISSILE SPEI..L 5mm OOE CR K:>RE MAGIC 
MISSILES 'IHAT lJNElUU:K;LY ~00: 'lliEIR OPPCNENI'. 'lliE MAGIC MISSILE 
IDES BE'NEEN 2 AND 5 FOINI'S OF DAMAGE. 'lHE NJMBER OF MISSILES CAST 
PER SPEIL OOES UP Wl'IH EVERY n.D ~ UVRS. FlRSl' LEVEL CASTS 1 
MAGIC MISSILE PER SPEIL, 'lHIRD LEVEL HAS 2 MISSILES,PER SPEll, El'C. 

'!HIRD LEVEL AND UP: 

FIREBAIL - 'lliE FlREBAlL SPEIL CAUSES AN EXPLOSICN 'ID OCClJR MQGST 
'lliE OPPCNENI''S FORCE, DFSlROY!N} CR WUN[)Il{; 'lHE OP!Uma'. 'lHE AKX.INI' 
OF IW1AGE ImE IS DEPEND:mr CN 'lliE gau LEVEL OF 'lliE WIZARD. 

SIX'IH LEVEL AND UP: 
DFA1li - 'lHE IFA'IH SPEl.L SLAYS FRCli 1 'ID 20 OPPCMNI'S DEPmDil{; ON 

'lHE LEVEL OF 'lHE IX.N;EIN YOUR PARTY' IS EXPl.(lUN;. 'lHE DEEPER IN 'lHE 
IX.N;EDN YOUR PAR'IY IS IN, 'lliE ~ NJMBER OF OPPOOENI'S SLAIN. 

IT IS POSSIBLE 'ID FIND A MAGIC FIREBAIL WAID AM'.N}SI' 'lliE OON:;EOO 
'IRF.ASURE. IBIS WAND CASTS 'lliE SAME 'IYPE CF FlREBAlL AS A WIZARD'S 
SPELL. FAQ-I OF 1liESE FIREBALLS IDES UP 'ID 36 POINIS CF DAMAGE. 'lHE 
FIREBAIL WAND IDES NJT HAVE 'ID BE WIEI.DED BY A WIZARD, IT CAN BE USED 
BY Alfl PLAYER AS UN; AS IBAT PLAYER POSSESSES 'lHE WAND. 

A SPEIL CR A FIREBALL WAND CAN BE USED AS N.fi RmJI.AR WFAFOO IS USED. 
SIB <n1BAT SECTION. 

LISTENOC AT rooRS - w-IEN 'lHE PARTY' ENCOONI'ERS A IXXR, 'IHEY HAVE 'lHE 
OPTION OF LIS'I'ENOC AT 'lliE IXXR. BY LISTENOC AT 'lHE IXXR, 'lHE PARIT 
MAY HEAR 9JUNU5 FRC11 BEllilID 'lHE IXX)R. IF A 9:XJND IS HEARD, 'IHEN 'IHERE 
IS A VERY GOOD OIANCE 'Il-IAT 'IHERE ARE mNSTERS BEHOO 'lHE IXXR. IF 
IDll-IJN; IS HEARD, IT IS SI'llL FOSSIBLE 'ID ENCXXJNI'ER K>NSI'ERS BEHIND 
'lHE IXXJR. 
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IF YOU LISTEN AT 'lHE IXXll FOR OE 1liAN cm 1URN PER IXXll, 'lliE SOOND 
(Cll IAO< OF) 'lHAT YUJ HEARD WIIL REMAIN 1HE SAME FOR AIL SUCCESSIVE 
LIS'I'ENOC ATrnfE1l'S lNI'IL A NEW IXXll IS ENClXJNI'IBED. 

CLERIC ABILITIF.S - 1HE CLERIC PIAYER CAN A'ITEMPI' 'ID 'IURN AWAY ''UNDFAD 
~" SlJQ{ AS 9<El..E'lWS AND 2!11BIES. 'lHE Cl.ERIC ALSO HAS HEALIN; 
SPELIS 'lliAT CAN BE USED TO RFSI'OOE PI.AYmS HIT POINI'S. 

CLERIC SPElLS -
~: 'lHE a..ERIC'S HEALil{; SPEU. WILL RFSI'OOE BEl'WEEN 1 AND 8 OF 

A PIAYER Is HIT POINI'S. 1HE RECEIVIN; PI.AYER c.ANNJI' RECEIVE OE 1liAN 
'IHE STAKl'Il{; RlMBER OF HIT POINI'S AND A DEAD PI.AYER c.ANOOl' BE 
RESURREx::'l'ED BY 1HE CLERIC. 

'IlillF ABILITIES - 1HE nIIEF HAS 'NJ VERY SPF.cIAL ABILIDES 'lHAT ARE 
USID IN PIAYOC 1HE GAME: 

FIND/REMJVE 'IRAPS7.: nITS ABILITi .AI..I.alS 'lliE TIUEF TO FIND AND REM>VE 
'IRAPS FRICll 'ID OPllffi{; 'IRFASURE rnESI'S. IF 1HE PAR'IY FINffi A QiEST · IN 
A RCXJi, 1HE CHESl' MAY BE llX>BY-'IRAPPED. 'lHE 1lilEF ~ ATI'EMPI' 
OPllillC 1HE 'IRFASURE OiFSI', SINCE CNLY 1HE 1lUEF CAN DETECT 'IRAPS. 

HIIE IN SHAin15'7.: 'IBIS ABILITi CAN BE USED IIJRIK; 'lliE FIRSf ROUND OF 
CDmAT ro ATIDIPI' ro HIDE, K>VE AROUND 1HE ENEMY, AND STAB FR<l1 
BEHIND. STABBOO FR<l1 BElIIND IDES IXXJBLE r:w-w;E TO 1HE OPPOOENT. 'ID 
USE 1liIS ABILITi: 

FIRST CDmAT KllND 
ffOIPI': IDES ''NAME''WISH 'ID FIGil'? 
~:H 

IF 1HE 'IlUEF SUCCEID5 IN HIDOC 'IliEN 'IBIS WIIL BE DISPI.AYED. IF 1HE 
'IlillF OOES tvr sua:EED 'IliEN AOOlliER CliANCE 'ID FIGHI' WI1L BE OFFERED. 

IF 1HE 'IBIEF SJCCEID) IN HIDOC, 'IliEN IN 1HE SECOOD <DfBAT ROUND 1HE 
~ WilL UPDATE YUJ rn 1HE 1lilEFS ~. rn 1HE 'IBIRD <DfBAT 
ROOND \UJ Wiil. BE HlCMPl'ED WI'IB: 

PIQ1Pl': 00 YUJ Wllil 'ID STAB FR.CM BElIIND? 
ANSWER: y 

CDtBAT - RANIXl1 AND NJr SO RANIXl1 ~ WILL ATTAO< 1HE PARIY 
llJR]N; 1HEIR ElCPLCRATICHl. 1HE PAR1Y HAS 1HE QDICE CF ATTAO<OC OR 
Rllfill(;. IF ·YOU OIX>SE 'ID RUN, YOO MAY NJr MAKE IT. 1HE ATTAO< 
~ CF INITIATIVE IS DErmMINED FAQ{ CDIBAT ROUND BY 1HE 
PIUlWt. FAQ{ R.AYER Wiil. BE GIVEN 1HE ODICE ro FI<Hl' Cll NJr ro FIGfi' 
FA<ll CDmAT ROONI>. IF A PI.AYER OOES WI' FIGil', 'IHFN 'lHAT PIAnR WILL 
tvr BE ATrACJ<ED. 6 

PI.AYERS ARE AWARDED EXPElUElO: POINI'S FOR AIL K>NS'ml.S KILLED , 
t:nJEVER, IF A PLAYER DID WI' FIGHI' AT LEAST OOE ROUND OF FA<ll CXMBAT 
SEXµNCE, 'IliEN ID FXPERIElO: POINI'S ARE AWARDED 'ID 'lHAT PI.AYER. 

IlJROC 1HE CXl1BAT ROUND, FAQi PLAYER'S STA'IUS WilL BE DISPI.AYED CN 1HE 
OOITCl1 OF 1HE OCREEN. 'lHE ATTA(]{]N; l'mSTER Is STA'IUS IS DISPI.AYED 00 
1HE TCP OF 1HE sraEEN. . 

ffiClfPI': U500 WiAT ~? 
ANS'WER: S (USES S\DID) 

B (USES IOol) 
D (USES DAKl'S) 
G (USES IWXEl) -
M (USES MACE) 
N (USES MRE HANIB) 
W (USES SPEU.S) 
F (USES FIREBAU. \Wm) 

AFI'ER ODOSOO A WF.AKN 11-IE CFNl'ER OF 'lliE SCREfN WILL CLEAR AND A 
SMAIL YELi.al RECTAlGE WIIL APPEAR CN 1HE CENI'ER LEFI' CF 1HE Sc:mlN. 
'ID USE 'lHE WFAPOO AND SEE YOUR RESULT, ffiESS ANY KEY. 'lliE YELLaJ 
~ WILL EXPAND F'R(}f LEFr 'ID RIGHI' 1HE DISTMO: ~AL 'ID 11-IE 
EFFECTIVENESS OF YOOR ATTAO<. 1HE DAMAGE ImE WILL BE LISTED AT 11-IE 
END OF 1HE SHC1I'. FAQ{ TIME AN OPPCMNI' IS KilLED A SMAIL BL\O< 
'lRIAlG.E Wiil. APPEAR IN 'IHE UPPER RIGil' ~ OF 1HE SCREm. 

WHEN THE ~ ATTACK 1HE PAR'IY, 1HE Scm:EN CLF.ARS, 1HE K:NSTERS 
ARE LISTED AT 'lHE TOP, AND 'IHE PARIY MEMBER IIDER ATTAO< IS LISTED 00 
1HE BaITCM. IF 11-IE ~ MISS IN 11-IEIR ATTAO< CN 'lHAT PAR'lY 
MEMBER, A \olilTE RECTAtljJ..E WILL APPEAR- IN 'lHE CFNl'ER OF 1HE sraEEN. IF 
DAMAGE IS OONE 'ID 1HE PAR'IY MEMBER 'IHFN 1HE AK>UNr OF DAMAGE WILL 
APPEAR CN 'IHE OCREEN. 

'lHE DEEPER 'IHE PAR1Y CDES INID 'lHE IlnQm, 1HE sracx;ER 'lHE K>NSTmS 
BECXJ1E. 1HE 'IRF.ASURE AND EXPERIENCE POINIS AVAIIABIE AUD INClIBASE. 

'lRFASURE - 'IRF.ASURE IS FCllND CN ovmcntE FOES AND IN ROl1.S OF 'IBE 
IlJtQm. THE PRCGWt AWARil) 'IRF.ASURE AW SPLITS IT UP BENEEN THE 
PI.AYERS Alml1ATICAILY. 

&lfE SPF.cIAL 'IRF.ASURE ITEMS MAY BE FCllND IN THE ~. THESE ITOO 
HAVE DIFFFfilNI' EFFECTS CN 'lliE PI.AYER POSSESSDC 1HE ITEMS. 'llfESE 
SPEOAL ITEMS ARE: 
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RFSULT 

+"X" 'ID HIT Slil>RD n«:RF.ASES HIT PROB. AIN. BY "X" 
+''X'' BRACERS CF IEFENSE* DEXm'ASES .ARKll a.ASS BY ''X'' 
+"~' AtllLFl'* 
+''X'' IUR; CF HIDI'ECTIOO* 
FIREBALL WAND* 

"'' '"' '"' '"' '"' 
'"' "" '"' '"' 1111 

SEE FIREBALL SPEIL 

*USF.ABLE BY (BUT WI' RFSIRICTID 'ID) A WIZARD. 

WHEN A SPEx:IAL 'IRFASURE ITEM IS FOUND' THE PRa;RAM WI1L usr IBEM AND 
AFTER YOU HAVE E.5CAPED THE~. IBESE 1HXJlD BE ASSIGNED 'ID THE 
PLAYERS 1HAT WI1L CARRY IBEM IN FUIURE EXPEDITIOOS. tDDffiS CF IBESE 
SPEX:IAL 1RFASURE ITEMS ARE AWARDED EX1RA EXPERIENCE R)INI'S. (IN IBE 
~ PR<IlWf) 

ESCAP!l{; THE llJt{;EDN - WHEN IBE ClliPANY IS RF.ADY 'ID ESCAPE IBE 
~ AID TAKE srocx OF IT'S 'IRFASURE AID EXPERIENCE roINrS IBE 
F'Cl1..(lIDI; ~ 1HXJlD BE USED: 

PRaiPI': ID YClJ WI~ 'ID AINAJ.¥:E? 
ANSWER:N 
PRaiPI': ID YOU WISH 'ID 'IRY 'ID ESCAPE? 
ANSWER: y 

THE PAR'IY WllL, UNDER M)Sf CIRCll1SI'AN:ES, HAVE 'ID FIGHI' IT'S WAY our 
CF 'IHE IUQm. 

\HN THE PAR1Y HAS ESCAPED' IBE ffi<IlWf WilL usr 00 THE SrnEEN AIL 
PUYERS 'IHAT SURVIVED 'IHE EXPLrnATIOO ALQN'.; WTIH 'IHE EXPERIENCE 
roINrS, OOID AND SILVER 'llfAT THE IL<\YER EARNED CN TIIIS ADVENIURE. IBE 
mcx;RAM WI1L AlSJ L!Sf AN'( SP&:IAL 'IRFASURE ITIM5 FOUND. 

'IHESE EXPERIENCE roINrS, OOID, AND SILVER, AL<ID WIIB ANY SPECIAL 
1RF.ASURE ITEM> SlDUID BE CX>PIED ONIO PAPER FCR USE IN THE NOO PRCUWI 
('IUw'N). 

AFTER 'lliE PAR1Y HAS ESCAPED 'IHE llJt{;EOO 'IHE'l REl'URN TO 'IHE INN OF IBE 
~ JJRAGOO. IBE PAR1Y STARIS IN THE ca-tm RCXJ1. 'lliE Im CF THE RID 
~ IS I..OCATED IN A SMAIL BORDER 1™N 00 IBE EIX;E OF IBE 
WIIDERNESS. 

UPCN mr.amm:; 'IHE '1™N PR~, YOO WilL BE ~ lD1 MANY ARE IN 
YOUR CXl1PANY. IBIS NUMBER SOOUID BE OOLY 'lliOSE '!HAT SURVIVED 'lliE 
EXPUEATIOO. IBIS IS IDT ALWAYS 'IHE SAME NJMBER AS YOO STARTED THE 
ADVENIURE Wl'lli. 
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'DiE ~ WIIL 'IBEN ~ FA<ll PLAYER ' S NAME, IBE PLAYER CX>DE FCR 
FA<ll PLAYER, AID THE INFOOMATICN NEEDED '!HAT IS WI' ClllrAINED IN THE 
PLAYER CDDE. IBIS arnER INFOOMATICN WilL BE FOUND CN THE PLAYER 
HISTORY OfAlIT FCR '!HAT PLAYER CN THE 'IRANSFER PAPER FRCM THE IAST 
~. 

CNCE nIIS INFORMATIOO HAS BEm ENI'ERED, THE 1™N ffi<IlWf WilL REVIEW 
'I1iE ~TICN 00 FA<ll PLAYER AND AS.< IF 'nlis IS CX>RlUO'. IF IT IS 
IDT, YOO CAN CD BA.a< AND CilRECT IT BY .ANSWER.IN; <N>. AN ANSWER OF <Y> 
WllL CXN1'INUE THE PROORAM. 

WHILE SI'AY!N; AT THE Im 'DiE PAR1Y MAY VISIT THE F'Oil.aJOO: 

BUY/SEU.. ARKE. CR WEAPCNS 
BUY SUPPLIES 
BUY/SEU.. JElolEl.RY CR GF1'fS 

RCXl1 **** 
~ IDl1 LOCATICN INITIATES THE END~ 'ID THE GAME. 'lliIS 
s~ c.ALClJLATES THE PLAYER' s POSSIBLE mraF.ASE IN SKIIL LEVEL 
DEPEND!l{; CN THE PLAYER Is EXPERIENCE rornr 'IUI'AL. IF A PLAYER 
INCREASES IN ~IIL LEVEL '!HEN THE PLAYER'S NEW HIT roINrS AND CYiliER 
VARIABLES WIIL BE INCREASED ACCCIIDIN2Y. 

AT THE Bffi:INNIN; OF THE R(X}I SEXµNCE THE ffi<IlWf WI1L AS.<: 

IDES "NAME'' HAVE ANY NEW MAGICAL ADV.? 

IF THE PLAYER NAMED WAS AWARDED A SPEX:IAL 'IRFASURE ITEM FCR THE 
ADVENIURE 'lliEN 'IHE ANSWER 10 'IBIS Q.JESTION SOOULD BE YES. THE PR<rnAM 
WilL '!HEN NUMERICALLY usr THE SPECIAL 'IRFASURE ITEMS (SEE 'IRFASURE 
SEO'IOO) AND WAIT FCR YOU 'ID QIX)SE 'lliE mMBER OF THE ITEM 'ID BE 
AIDED. 

IF THE NEW MAGICAL ITEM IS REPU\COC AN EXISfll{; MAGICAL ITEM, (I.E. 
A+3 'ID HIT Slil>RD REPIACJN; A+2 'ID HIT Slil>RD), '!HEN THE ~ _WIIL 
PRaiPI': 

NEW, CID? 
YOOR ANSWER IN 'DiIS EXAMPLE W'.XJLD BE: 

3 '2 <ENI'ER> 

'llilS WlIL REPIACE 'DiE EXIS'I'IlC +2 'ID HIT Slil>RD WI'IH 'DiE NEW +3 'ID HIT 
S\UID. THE NEW HIT ffiOB. AIN. W'.XJLD AlSJ BE CALOJLATID AUroiATIOOLY 
BY 'IHE IROORAH. IF YOU ARE REP!AC]}{; A tol-HAGICAL ~ 'IBEN 0 SIDJID 
BE mmm>· AS nE OID VAUJE. 
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'llEIB ARE &Im OF 'DfE MAGICAL 'IRF.ASURE rnM.S nfAT 00 N<JI' RQJIRE 
REPLAWIENI' BUI' ARE AIDITIVE. (I.E. A+l mJIEI'). IN 1liE CASE OF 'IHESE 
AIDITIVE- rroo, orosoo 1HE RIGn' rllM RJHBER IS AU. 'lliAT_ IS NEEDED. 

WHEN AIL OF 1liE PLAYER'S NElJ MAGICAL ITEM> HAVE BEEN ENl'EBED (CH: AT A 
TIME), YOO CAN EXIT 'IllAT PLAYER BY ~ <N> 'ID nIE MAGICAL ITEM 
~. J:F A- PLAYER HAS ID NElJ MAGICAL Imf) 'l1iEN <N> SlllJID BE 
ENrmED AT 'lHE FIRSr ERCH'r Fm 'IlJAT PLAYER. 

- WHFN rtN!sHID WI'lli '!HE PLAYER Is NElJ MAGICAL Imf)' '!HE ~ WilL 
11iEN DISPLAY 'lHE INFCIM.\.TICN CN 1HE PLAYER HISTillY CHART 'lliAT NEEOO 'ID 
BE OwaD AS A RESULT CF 'lHIS ADVENIURE. 'lHIS INFCEHATICN 1'IJST BE 
'IRANSFERRED 'ID 'IBE APPROffUATE PLAYER HIS'mlY CHART ID IT WllL BE 
AVAIIABIE FCR 'lliE NEXl' ADVENIURE. 

PLAYER HIS'ltllY CHART 

FACll PLAYER WilL NEID A PLAnR HISIUn' ClfARI' 'ID KEEP 'IRAQ( CF HIS/Hm 
~- IN 'DfE GAME. AS EXPERrm::E R>INI'S, HIT R>INI'S, SKill. LEVEL, 
E1'C. :n«m:ASE, 'IHE APPBOERIATE _ NElJ VAUJES SlllJID REPLACE '!HE OID 
VAUJES. 

YOO KJST KEEP 1HE NEW INFCIM.\.TICN CN '!HE PLAYER HIS'ltllY CllART. SHEEl'S 
-AVAIIABLE. 

nfE '!OWN ~ usrs '!HE NEil VAUJES' (AT 'IHE END OF 'IBE RCXM 
S~), AW nIESE SlllJID BE 'IRANSFERRED 'ID '!HE PLAYER HIS'Jm.Y 
CllAKI'. 

ECPIANATICN CF PLAYER HIS'llllY CHART :rI'OO: . 
PLAYER CXDE - 'IBE PLAYER OODE IS A 27 -CllARACI'ER SIRIN; VARIABLE 
CXNrAINIH; AU. 1HE INFCEHATICN CN '!HE PLAYER NEEDID 'ID PLAY 'IBE GAME, 
'!HE CX>IE SlllJID BE ENl'EBED AS A Sl;N'.ll: LINE CF DA.TA. 

NAME - 1HE PLAYERS NAME MAY BE ANY <nmINATICN OF AI.PH-NUMERIC 
CllARACHI'ERS WI' KEE 'l1iAN 8 CllARACI'm5 IN LElGIH. 

SKill. LEVEL - nns IS 1HE ClJRRENl' SKill. LEVEL OF '!HE PLAYER. AS 
_ EXPERllNCE IS GAINED, '!HE g(IlL LEVEL WllL INCm'.ASE. 

ARKR a.ASS - nns IS A REPRESENI'ATICN CF '!HE PLAYER'S ABILI'IY 'ID 
DEFEND HIM.5ELF /HmSELF. 'IHE FINDOO AN:> WF.AROO CF >Ni MAGICAL rnM.S 
WI'lH A +"X" ERCYl'EX:'l'ICN VAUJE WilL LCMR 'IllAT PLAYER'S ARKR Cl.ASS BY 
''X''. (SEE MAGICAL rmt.S, 'IDifi SECITCN), IF YW ~ YClJR EXISrOO 
ARKR 'ID A BEITER HIDnCTICN ®IE CF ARKR, YOO' SlllJID SEU. YOUR OU> 
ARKR. 
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a.ASS - nns IS 1HE PLAYERS CXXl.IPATICN AND CAN BE: FIGil'ER, CLFRIC, 
WI2.ARD, <R 'lHIEF. 

RACE - 1HE PLAYER CAN BE EI'IBER A HUMAN, ELF, llJARF, OR HALFLOC. SEE 
'lliE RACE SECTICN OF 'lliE PLAYER PRmRAM FOR DESCRIPITONS AND 
ATNANfAGES/DISATNANrAGFS. 

SIR,INr,WIS,ETC.: SEE ABILITIES SECTION OF ~YER PRCGWI. 

HIT PROBABILI'IY ATNANfAGE - 'lHIS IS A VAilJE DEI'ERMINED BY A PLAYER'S 
SffiEN;IH ABIL!T'{, 'lHIS VAilJE CAN ALSO BE INCREASED BY c.ARRYOC A +''X'' 
'ID HIT WFAPCN; (SEE MAGICAL ITEM.S SFCTICN IN TO..N FR<aAM). IBIS 
VAilJE IS AIDED IN~ 'IBE GAME FRCGWf ClfE(]{S 'ID SEE IF nfE PLAYER 
HAS HIT WE OPR:NENI' IlJRilC CDIBAT. 

rw-w;E AUJUSIMENI' - 'IlfIS IS A VAllJE DE'I'mMINED BY 'IBE PLAYER'S 
S'IRm;'lH ABIL!T'{. IBIS VAllJE IS AUI'Cl'fATICALLY ADDED INIO 'lliE DAMAGE 
ImE WHFN 'lliE PLAYER HAS HIT AN CFPOOENl' IlJRil[; CilfBAT. 'lliE c.ARRYOC 
OF A +"X'' DAMAGE SVJRD INCRF.ASES 'lliE PLAYER Is IWIAGE AUJUS'IMENl' BY 
''X''. {SEE M<\GICAL ITEMS SECTION CF '!OWN FRCGWI) 

EXPERIENCE - IBIS IS 'lliE VAilJE CF 'lliE R>INI'S EARNED BY EXPLCllOC 'lliE 
llJtQOO, FINDOC 'IRFASURE AND KllLOO M:N5'l'ERS. EXPERIENCE R>INI'S ARE 
USED 'ID DEI'EBMINE SKIIL LEVEL. ONLY OOE (1) g(IlL LEVEL MAY BE GAINED 
FCR FAQ! EXPLCEATICN OF 'lliE llJtQOO. AT TIMES, 'lliE NUMBER OF 
EXPERIENCE R>INI'S BELCH;IN; 'ID A PLAYER WIIL BE GRFATER 'lliAN 'lliE 
AlfiJNI' NEEDED 'ID RAISE 'lliAT PLAYER IDRE 'IlfAN CNE SKIIL LEVEL. IF nITS 
HAPPENS '!HEN 'lliE PR(X;lW1 WilL RFSEI' 'lliE PLAYER'S EXPERIENCE R>INI'S TO 

-1 LESS 'IlfAN 1'£EDED 'ID RAISE 'lliE PLAYER 10 'lliE NEXT SKIIL LEVEL. nITS 
NEW EXPERIENCE rooo 'IDI'AL WilL REPLACE 'lliE EXISTIN; HIGHER VAUJE. 

HIT IUINI'S - 'IBESE ARE 'IBE RJHBER CF-R>INI'S DAMAGE 'IBE PLAYER CAN TAKE 
BEFORE 'lliAT PLAYER DIES. HIT R:>INI'S CAN BE RFSroRED BY A CLERIC'S 
~ SPEU. (SEE CLERIC SFCTICN). WHFN 'lliE PLAYER ESCAPES 'lliE 
IlJ?{;H:fi, HIS/HER HIT R:>INI'S ARE FUILY RFSIORED. 

EXPERIENCE ADVANrAGE - 'IlfIS IS A PERONI'AGE VAUJE 'lliAT IS 
AlJI'Cl1ATICALLY AIDED INID YOUR EXPERIENCE R>INI'S GAINED Fm FACll 
ADVENIURE. 'lHE EXPERUB::E ADVA'N'f){;E IS BASED CN H!Gi AB!L!T'{ SCXlRES IN 
'lliAT PLAYER'S FREFElUUD AB!L!T'{. 

HIT R>INr AUJUSIMENI' - 'lHIS VAUJE IS AN AruUSIMENI' OF A PLAYER'S HIT 
R>INI'S BASED CN 'lliAT PLAYER'S CXliS"ITIUITCN ABILI'IY SCXEE. 'lHIS VAUJE 
IS AlnlliATIOOLY AIDED INl'O 1HE PLAYER'S HIT romr 'IDI'AL FACll TIME 'IBE 
PU.YER INClIBASES IN OOIL LEVEL. 

FIND/REMJVE 'lRAPS AND HIDE IN 9fAIXMS - 'IHESE PERcmrAGES ARE USED BY 
'IHIEVES. (SEE 'DIIEVES ABILI'l'IES SECITCN) 
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ARKll - '!HE PLAYER'S WFAFCRi (IlDJJDOO MAGIC.AL ONES) SHCXJID BE 
LISI'ED HERE • 

.IDID.RY - 1HE PLAYER'S GEMS AND JEWElRY 1XIOOl.D BE LISI'ED HERE. 

MISC. - AN'l <JlliER ITEMS '!HE PLAYER MAY PffiSESS CAN BE LISI'ED HERE. 

MAGIC.AL SPELJ...5 - 'IHIS VAUJE IS '!HE NJMBER OF MAGIC.AL SPEll.S AVAII.ABLE 
10 '!HE PLAYm. WHEN 'IHIS NlMBER IS EXCEIDED IXJROC AN ADVENI'URE '!HE 
PI.AYER IS arr CF SPELJ.S AND MJsr musr 10 <Jl'HER MEAN.S. 

GOLD/SILVER - 1HFSE ARE VALUES CF 'lllE NUMBER CF GOID AND SILVER PIECES 
1HE PLAYER K>SSESSES. 1 row PIECE = 20 SILVER. 

HINl'S FCR SUCCESSFUL ADVENIURES 

WHEN PLAYOO 'IBIS GAME, '!HE CEDER IN \,,H!Ql YOUR PLAYERS ARE LISTED IS 
'!HE OODER IBEY Wlll.. EXPI.Cm:,. FIGII', EI'C. '!HE FIRsr PLAYER IN LINE 
SlUlLD BE A SIBQN'.; FIGHI'ER 'IO BEAR 1HE OPPOOENI''S INITIAL ASSAULT. 1HE 
RFSI' CF '!HE PAR'IY CAN BE IN AN'l OODER, WTIH AWrnER FIGHI'ER AT 1HE END 
( IF ID5SIBLE). I FIND SIX PLAYERS IN A PARTI \iORKS WEIL. 

'!HE USE CF WIZARD SPll.I.5 SlUJll) BE <XlN.5ERVED UNITL ABSOWI'ELY NEEDED. 
AN'l PLAYER WI'IH A FlREBAIL WAND 9iOOl.D USE '!HE WAND ONLY IF '!HE PAR'IY 
IS GRFATER '!HAN 20 FEEr AWAY FR<li 1HE ENEMY. 

'!HE USE OF '!HE Cl.ERIC'S HEALil'{; SPEll.S SilJLD BE CON.SERVED AND USED 
ONLY IN LIFE AID DFA'Ili SI'IUATICNS. 

IlJll1N; ClllBAT, IF AN'l PLAYER IDES NJI' FIGHf, '!HAT PLAYER Wlll.. 001' BE 
ATIACKED. FCR EXAMPLE, AFl'ER '!HE WIZARD HAS FOlil{f '!HE OOE CX11BAT 
ROOND ~ 10 RECEIVE ExPERlENCE K>INI'S FOR 'IHAT OPPONENl', THE 
WIZARD Sl{)UlD ANSWER ID 10 FUIURE FIGHI' OFFERS (FCR 'IHIS CX11BAT 
~ CNLY). 

00: IAST WARNOO, IX> NJI' 'm.Y 10 EXPLORE AIL OF '!HE I:mUOO WHEN YOO 
HAVE A Ya.JN:; PAR'IY CF EXPiffiERS. IF YOO IX>, YOOR PARTI WlIL 001' 
REIURN. 

BY '!HE WAY, RlJmR HAS IT 'IHAT IEEP IN '!HE ~ THERE LI.E5 A NUMBER 
CF FABULOUS DlAM:IIDS. (IF I ClXJlD ONLY REMEMBER WHERE?). 

IASTLY, WATCH arr FOR 1HE ••••••••• 

aXD IDCX 
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