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Qtldo loolted at the door onoa 11Dre. It ~ to be a siliple door, an:I looked 
just like one of the inany doors they had already gene tl\roulll to get here. a.it 
this aie just would not open I 

Olmllle the Silant llp(lke, hi• deel> hi1111ing voice 90Ullding like he'd eat.en gravel 
!or bl:'Mkfast.. "Maybe yo.i oculd try the open door spell again, Gllenve. Maybe 
it'll~ thia time." . 

"Maybe yo.i llhc1ild try to ..at\ it opml with your ugly lizard head! " Snarl eel 
t.ck Q.lenve. She had cast the spell at least blert:y times now, ard she was sure 
that if it wun 't cp!r'I row, that Cl'l9 KJtW spel 1 wou.ldn 't do it. 

"I.oolc," y.lpad Ralf. "1hia fic1lting gets us ncro.flere. What about the mysterious 
being W1D brcul1tt ua all back to life? He'• helpai us cut so far. " 

Qtldo resp:u:ied. "Kic1lt aa wll try it." 
Ralf tunm to the t!qJty rocmi, hia -11 dog-like body dwarfed by the size of 

the rocmi, ard called out. "al mwystericus one, how can we qet through this door?" 
'Ihe Voice boaned down, echoing thrcujlCJut the large rocn ard lorg c::haJrbers. 

tllst fell fl"Clll the roof, lltlllken loose by the tranendcAls scund. "I have no idea." 
Does thia m - !-.I.liar to yo.i? ~out yo.ir warderings in the 

l:llrlgeal, yo.i aametU- just carnot figure out how to solve the puzzle. Eventually 
the puzzle gets more frustrating than tun, ard that's \oohere the CJ'1 GUIDE enters. 

It's not just lllBlll1t for yo.i to read every clue arc! just follow alorg. That 
wouldn't be arrt tun. It'• •Wy to help yo.i with those parts of the OJngeon tlvlt 
yo.i just cannot figure cut, ard also to help yo.i !ird those secret roans that 
cxintain many uset'Ul itans. Al.Jrost all of the secret rocms in the dun'.3eon are 
mark.eel cri the maps, arc! there are always clues cri how to get to them if you 
cannot figur@ cut how for yourself. Good luck! 
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* PICl<IJG A Qww:ID. - 0Jt Of all tha 24 choiCMI you have, "'1ich are the bMt 
charact:.ers to pick? 'Jhat is ~ to you, of ocunre, but here are a fw 
suggestions, and the rauam Yiy you ai«:jlt want to take thm: 

• l«UF 'DIE BIJ(A - Yoo my want to tab hill not just because he has a fairly hi~ 
rudJer of Mana points, but alllO ~ he is the ally character to start with 
a Flask. 'Jhis ~ that you Ollll start practicinJ Pr1-t !lp8lla rl«:jlt away, 
and mite i-1.inJ potions lot8I you r-1 thm. 

• TIOOY ~ - She has the largest n.tJer of Ilana point.a trm all of the 
dlaract:ca. She aleo c:arra. a ~. "'1ich will --.tually be ~ to her. 
If you do t.ake her, k:eBI> her ..tly in tha beck far llllfety, and if you fall in 
any pits mite auni lllw has all of her health point.a ar lllw is liltaly to die. 

* IEY1A S1WD1SEEK - lll.ile l.adtinr:J in Mana and ~ in Health points, she 
carries the R:ipe, one of the ..t ~fUl n... 'lbere are I~ in._ pits, 
and there is...., one point w.re you ..t 90 dawn a pit to ocritirue. 

* FRESH CR USFD? - lll.ile Rairr.amatin} -y hllYe gi'llW1 'JhBra'l cpllJm in the 
story, it llh:luld not bot:her you! 'Jha reuarw you hllYe far Rairr.amatial are 
llill"IY: Not ally do you gat to ~ the charact.er to adt your own taste, you 
alao get the chaooe to get a lot m Mana and Health points. ltien you 
Reincamate a character, you ally C)llt your attrnut.. raised by a amall aautt, 
but "*1l'l'l yoo start gainirq 1-18, you gmt m health far .very 181181 yoo 
gain. startinJ frm no 1-1• at all giv. you .uiy m Health and Mana points 
later in the gzane than you would get if you just took the charactera at their 
wrrent 1-.1.. 

• PRACTICE - If you hllYe a lot of food, and a fCUltain is r.arby, yoo ai.qlt want 
to stq> and practice spells. 'lhis is a good wy to gain Wiz.ard and Priest 
ll!lllel.a, ard you can also throw thiJ9l to slowly gain Ninja leval.a. As aoai as 
YQJ uae ~ all Of your Mana, YQJ Ollll sleep to ngain Mana points ~dtly. Just 
mite aure yoo MYe .- provisiarw, u ._. 1-1.a hllYe vary little food. 

* 1lRn' Cl1l' ~ 'ICRJIES - '1\:lrdllla are nice, but it is ad! better to use the 
M!lgic Tordl spell. Yoo ~ want to t.ake alcn;i one or n.o t:orchB just in case 
yoo want to oc.naerV9 ycur Mana far other spells, but you will fin1 that usinJ 
Mllgic Torch spells far the 9:lBt part rm.Hy helps to gain Wiz.ard lll\l'e.ls. 

* R:>PE - uae this to clillb dawn pita. ey ccntin.Jcualy c1idtinJ al the "Clilllb 
IDm" optial, yoo gain Ninja 1-.1.JI vary fut. Ulle8 fa.zr stamina points. 

* nASI<S, M:1l' JtET ~ POl'ICH; - FlaU:a Cll1'I hold wter aa -11 aa poticn1. Salle 
of the levela hllYe no fCUlbliJw at all, 110 you ai.qlt want to fill 9:lBt of ycur 
fiaalal with wter lot8I you Ollll. Jr.Mil> a fat mpty, yoo IWY'8l' Ollll tell "*1sl 
yoo'll 1-1 a pot.ial. 

* Clfl'STS, HEAVY YEl' RXMY - 11lile explcriJI) the clnJaai, you'll fin1 a ruahlr of 
a-ta. It's a good idea fer your charactara to hllYe at least one c:twat -=ti, 
as they will be able to carry m food and other It... If the characterB 
start to C)llt C111'8rloaded, a good llOlutial is to pit the en.ta in the 
character•• ~ hand, ard drq> thm far Ctllll:lllt 110 you will not be slCIWll!d. 

* ~ IDIDDC 1'l'l!M; - Qt ._ of the 1-la, mmwter8 will be ho~ 
illlportant I~ IU:tl as Jcmya. How do you tell if the ...tar yoo killed was 
holdiBJ llCIEth1nq? lh!n yoo kill tha ...tar and it vani.slwl in a clood of 
-*a, if the manst.er - carryinJ anythinJ you will hear the '1bxl' of 
"1atevv it - carryinJ fallinJ to the gram. If you killed the Krl8ter by 
throwing 9CIMthing at it, you will hMr 0.0 th.Id&. 

* 'IJP.T•s GRM"EI - If a dear has a ..tal grate that you can - ~. yoo can 
also throw 8Cae weepans and mpella ~ it. c:nJ.y anal.I weepans will go 
~the grate, and it my ta>oa a fw thrmM to get~· 'Jha ally spell 

* t will 90 thrtu;Jtl the grate is tha ~isCl'l Dart spell. 
IFAVE t«> S'RM: umRE> -~ you - any Itaa al the gram or in an 

* alOO\/'e, at least pick it~ aa there oculd be .-thing~ un:lertwath. 
~ AF'1m IEA'lH - If one of your party -*>elil dies, and it ~·t look good 
or the r.t of you, try throwinJ ~ the former character asn-ied at 

the attacker. .AnythinJ you threw dam ._ ~. and ottai the master will 
retreat far the - J:9Ua'I they gat cut fral wder closinJ doar&: they dai't 
like the ocrwtant: ~. 
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FIQf1'DC KDf1'S 

• R.lf AND CI.tac - I haw feud that the tut.t way to uae the a:rrt:rola is to 
_,.... with the kllyt>ollrd, and to ma the ~ far ~ else. It'• ~ to 
you, as it'• easy to play with jl.Wt the mcme, bJt it you uae the keyboard as 
well you can nDl -.y "*1ile you're attacJciJ'l1 and out mpella "on the nDl" • 

• A FICHI!'RS BEST ~ - If you are having trt:U>le killing any wcrwters, an 
easy way to do lats of ~ is to hllY9 the sirwt.ara follow you into a closing 
door. f\.8t\ the bJtton to clc.e the dear, and the dear will attaipt to close, 
bashing the s:rister until it retreata or ia daatrcyw1. If the ...tar nit.raats, 
just qieri the door again and let the ...ter caae blldc. Yru hllve to stard in 
frcnt of the door the 'lih>le tDe ao the SJIWter doaal't ca11t t.hrrugh. 

• i:wa: ATrACIC - Another good way to kill SlrWt.ara ia to hit thm, then step 
bacJc before the ..wtera hit you. If you are in an q&'I roca, you can even 
circle behim the mawtera and hit thm before they tum back. 'Ihia will not 
work against BJnStars that .,.... twice u fut u you, or ...ten that don't 
really face any direct.ion. 

• SJl111' 'DI™ cur - If you are law on twalth pointa, and the ...ter in tra'lt of 
you rea- to die, .- mcrwtera can be tmprarily -=ared -.y by having an 
aipty action hard and aelectinq •war cry• trca the attack -.i. It my not 
work ri<#lt -.y, bJt it will .wntually. sc-tJMa add& to Priest mcperienoa. 

•A SAn: PlACE 'IO Jm>T - If you r.-1 to x-t, a good place ia in the battaD of a 
pit. AlJKJSt all pits have a ~l!pOltation Field to gat you back~. and if the 
...tar you ware fi~ ia aromd "1twre you teltlpOl't bade ~. you can throw 
spells and WlllllllUB into the field to wipe out yaa- attackar. 'Ihia wmial well 
on llMll 4, ~ you rei- twal .... PUtple warm. 

• IXlJBlE ATrACK - Yru can gat b«> att.adal at once by uaing the wepcr1 in the 
c:haracten hard riqrt: befCll'8 you mst a lptil.. If you cut the mpell first, you 
will not be able to uae a wepcr1 until rer:.ollVed trca c:utiJq the apell. 

• cmac SWl'lOi - ror an item that hM a la11 reorNWY t.De attar uae (lilce many 
of the more ~ ~) , j\Wt .witch it rapidly traa character to 
dlaract.er (in their action harda) and you can \99 it again irwtant.J.y 1obile the 
atherw are l'80all9l"ing. 

MllGIC KDf1'S 

• S'IMINA POI'IQf - Ra1- yaa- staaina b9yoR! ita l1Cll:lllll. 1-1 for a 1obile. 'lhe 
a:Jre power you pJt in the •pell, them pointa you get. 

* SHIEID VS. SFEUS - Protect.a you ( --.bat ) fraD mmjiall. spells. 'lhe 11Dre 

power you pJt in the lptil., the lCO}ar the lhield lasts. A dotted li<#lt blue 
line~~ of yaa- character'• me.,._.. thia llhield ia on. 

• SHIElD vs. WFAFaf - Protect.a you trm P1fsical attadm. 'lhe m power you pJt 
in the apell, the lCO}ar the .nield l.aata. A dotted blue line aunan:ls your 
chal'1ICter I. tx:lxlm "'*' the .nield ia on. 

• JWUC ~ - i-.... a trail of blua foatprinta on the ground ~ you 
walk. 'lhll foatprints stay until you walk bade O\l'er thm. 

• WISIXJt POI'ICfi - Ra1- yaa- W.i.adml b9yoR! ncnal. 1-1 for a "*1i.le. 'lhe llDr8 
power you pJt in the mpell, the m pointa you gat. 

* ~ 'lHnQf WAIL - IArt11 you - thrcul:#l walla, doors, anything I 
• VITALl'IY POI'IQf - RaiaM yaa- Vitality beycn1 ita normal llMll far a lohl.le. 'Ihe 

m:Jre power you pJt in the apell, the more pointa you gat. 
* HD.Um POI'IQf - Gi'-- you bade lost twalth points, ard alao 1-1.a injured body 

parts. 'lhll 11are power you uae, the m pointa you get. 
• a.IRE R>I!Df POI'ICfi - If a character ia poiacnad, thia potion will C1II'8 him. 

'l'he ID level potion will cure any poiaan. 
* RlISQf CI.aJD - 'lhis thrcwB a bolt that, ~ hittirg a wall or a mawt.er, 

e>cplodes into a poison cloud. th!.- the -=rwtera are trawad, they will 
UBUally at.ep out of the cloud u aoon u they can. 'Iha damllge the cloud does 

• and hew la11 the cloud stays depa'1d on the power you pJt into the apell. 
~IBILrlY - I.eta you beocllle invisible far a very ahort time. 'lhe mcnst.ers 
Will.the just warner aroun:I until you beocllle visible again. 'lhe m power you use, 

la'lljer the spell lasts. 
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• LtQfl'NDC IDl.a' - 'lhroll9 a bolt of lil#rt:ninJ that ecplodM when it hits a 
s:nrt:.er or a wall. If thllre is m than aw m:nlt:er in a space when it hits, 
all of the ~ will be dmBJ!d, but the s:nJt.er that was hit will have 
twioe the damage dcnll to hlll u the other -=nstena. 'lhe more power ycu use, the 
more damage the bolts will do. 

• UGfl' - a lllJn! powerfUl vmaicri of tha Jllgic nm:ti. 
• [£XTtlU'IY ronc:N - Raiaes yair dllDct:erity point8 for a "'1lle. 'lhe m power 

yai use, the !IDnl points ycu get. 
* MM>IC TCRJ{ - Raiaes the licjlt lewtl, hDw ad\ licjrt: ycu get and hDw lag it 

lasts depeRI on hew ad\ power ycu \J91!. 'lhiJI spell is additive: ycu can cast 
several at onoe to mintain hic:jl llll.lllination. Yoo don't have to wait for the 
li<jrt: to dill before castin;J this apell. 

• FJRE1WL - 'IhrcW9 a ball of fire that ecplodaa "-1 it hits a wall or lllln!rt:er. 
If there is more than aw IDlBt.er in the space "1ere the Fireball explodes, all 
of the mcniters will be dmnaged. 

* smm:mi PC1I'ICN - Raises yair stza1gth point8 for a 111:rl.le. 'lhe 1Dre power ycu 
use, the more points ycu get. 

• SHIElD vs. FIRE - Raises a llhield that prct.ects ycu trmi fire (e.g. Finhllls) 
'Die m power ycu tme, the lCDJ8r tlw llhield lasts. An acti:w Fi.re Shield is 
in:ticat.ed by a gremi dotted linl around yair cbaractar'• baxl!s. 

• roJro{ mRI' - nm:- a bolt of poison that poiscna a s:nJt.er WB1 it hits. 
• Hl\R4 toHP.'.I'EJUAL IEilGS - 'Ihrows a bolt that dllmgea crily nc.rHlll.terial 

beinJS. 'lhe more power ycu ,,.., tha m ~ thi9 bolt does. 
* IlllRl<NESS - lDWl!rB the licjrt: 1-1 the - way the Li<jrt: spell increMes it. 
* OPEN IXXlt - thrcws a bolt that will crily open brt:too doonl. 'lhe ID powered 

spell always ~ any doar that the llP9].l can open. 'Ihis spell can also be 
uaed to cloee cb:Jrs. 

• VEN rorICN - u- a flask to cnete a Vl!N poticri. 1his destroys the !las.It. 
• 7.aClmfAA - craat88 a -1.C#ltl- ail9tano9 called 1.(l(MHRA. 
• ~ PC1I'IClf - c::r.te& a potion to ngain lost Mllre point8. 'lhe 1Dre power ycu 

use, the m point8 ycu get back. Ell&'! the .-: powerl\11 ltma pot.ion does n:rt: 
give ycu very mny point8 back. 

• SHIELC6 - Fi.rashields and other lllhielcta are additive if m than aw are cast 
at cn:ie. 1h!n the first cne ~off, the next cne starts. 

• JtSl' fDf ~ IS 'IHM' - You can find hew powerl\11 any pot.icri is by pic:Jdrg 
i.., the potion, and hllvirq a cbar1lcter with either a priest or wizard level 
look at it ( mld the Ib!a cri the ~ and click ) . You will - hew liUCh the 
Item weic1is, and rlcjrt: next to the picture of the Item ycu see the power synix>l 
that ahcwB hew powerl\11 that potion is. 

• MMA, MNfA, ~ - If a cbaracter hM too fw ltma points to cast a 
llpe].l, you can have hill cast the first fw aydx>lll, then sleep to get all of 
his Mana bl!!lcJc to oatplete the spell. SClllet:.iJm!s ycu my want to write out the 
syllables for a llP9].l to prepare to uee it. nu. lets ycu sleep or wait to 
regain all of yair Mana points and ycu will hllWI a spell r-iy bes.ides. 'Ihis 
can get in your way if ycu ad:tl!nly hllll9 to cut another spell: You may want to 
jl.Bt cast a power sylllbol that will ~ wl.l for Slllt spells ycu can uae. 'Ihis 
'WICll'l't - as liUCh Mana, but it i9 a lat mare flexible • 

• ltiIQI cm:? - Althcult the Lic:jlt:niJlg Bolt spell oosts 1fm'8 fltJna to cast, the 
Fireball spell actually does a lat mare dl!lmage. You do get a lat more Wizard 
experience for cast.i.rq Lil#ltnirq Bolts. 

• WAIL OF IXX'M - Arri wall can be a Wlllll of doam if ycu are lltarrlin;J next to it 
and cast either a F.irehlll or ~ Bolt spell into it. 'lhe spell will 
explode agair8t the wall, injurirq all of your characters! If you were castirq 
the spell with a hi<#l level of power, this is a good way to Jcill all of your 
dlaracters at cn:ie and RESI7IRl' the game 1"'he.rt! ycu last saved it. 

ITl!M LIST 

• ~ CXlSS - Prot.ection fraa wter elaBltals. 
* 'lHE HEI.LICN - Tranfere +10 Anti-Fire points • 
• ~ - +3 Hana points • 
• GEM OF N;ES - Use "" food and -ter twioe the narmal rate. 
* IUI.MJIEr - +1 Li<#lt Level. 
* J&IEI.. SYMM. - +15 Anti--19gic. 
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* ft>O\Nf FmAL - Ra.1- the a.ract:.er'• Wizard level by c:ne. 
* ~ - Tnm&fers +10 Wi.8clcm point8. 
* ~OF Nfl& - Tnulafers +10 Wiadal points. 
* YD1 STAFF - Wizard staff. ~. Dispel ( Harm Nan-ftaterial Beirgs ) • +4 Mana. 

'1his .taff has liaited use. 
* STAFF OF ~ - Wizard .taff. Firaahield ( Shield Vs . Fire spell ) Dispel 

( Im. Nm-Material Baings 8Pell ) • +10 Mana. 'Jhia 111:.aff has limited use. 
* ~ - Priest .taff. Bran:Ush ( scare ) ' Fireshield ( Shield Vs. Fire ) • 
* ~ (with Rlwm'gml) - 1111/'0ka ( Randclll l!pell ) ' f\Jae ( Harm ~terial 

bein:Js ) , n\llCCBIJB c PUtll a n\llCCBIJB wall in trmt of you ) • 
* sa:PmE OF LYF - Priest 808ptre. Haal ( Ulle9 Mana ) , Licjlt. +5 Mana. 
* STAFF - +2 Mana 
*STAFF OF CINI> - Priest .taff. Brandillh ( 8Carm .- w:nater8 (- B:S1Ster 

list) ) 
• SNME STAFF - Priest 111:.aff. Heal ( UaM Mana ) , Bran1ish ( scares spiders ) , 

+8 Mana. 
• ~ - +12 Anti-Fire 
* BDIS OF SPEED - n- allow you to be C1Y'8rloedad without alowing down. 

IWOIC'AL 1'IFAKNS 

• MM>IC'AL !DX -~ w:irwt.en. Grem'l l:x:Dc89 last twioe u lcrg as Blue. 
* 'ftXliWID - Wizard. aw. ( st:q> att:adt ) ' Spe.ll.11hield ( Shield Va. spells ) ' am 

Fireshie.ld ( Shield Va. Fire ) , +(; Mana. 
* vmPAL BL\IE - Wizard. ~ ( Hull Ncn-Mlltarial Baings ) • th!rl Disn.¢ is 

\.mal, the character gaiJw Wizard mcperiance. +4 Mana. 
• FUMI'IT - Fireball. Limited me. 
* EYE OF TIME - Wodc& libl the Gi--. ec.. Ibdted U.. 
• l'UI« - Wizard. Fintle.11 (~ ix-rfUl Fi.nltlall). Limited use. 
* IDl.ll' BL\IE - Wizard. ~ Liqrt:nin:J Bolt.a. Lillited use. 
• STCHlmC - Wizard. nm- Liqrt:nin:J Bolt.a. Ibdted use, glows when rinj is 

still active. 
• ~ - Priest. aw., Spell.llhitid c Shield va. Spel.18 ) , 1taa1 c uaes Mana ) • 

+l Mana. 
• ~ SPIT - +7 Mana. 
• 'IHE DQJISITCR - 'Iha~ ix-rfUl ~. 'Barzerlt' opt:iat ~aft.er use. 

'lhis takal a Ntlle to I'8CX1Wlr traa, tart: it can do a lot of dmnage. +2 Mana. 
* HAROCIEAVE - A very sx:-rtul WlllllpCll. Barzerlt opt:iat awears after use. 'lhis 

takal a Ntlle to recover from, tart: it can do a lot of damage. 
* tw:l!: OF <RD - +5 atren:fth. 
* SI>.Ym - I:bes 11Dre dmnage than a nm:1lllll arrow • 
• IEllI7' - +l Mana. 
* lt::Ri OF PEAR - Scares Mcnatera. 

• AIM:E 
Leather Jerkin Leather Rlnts Leather Boot.II 
Mail Altetai Leg Mail Hema\ 
Elven Boots Armet 
Wooden Shield larqa Shield small Shield 
Leg Plate Sardals Fine R:Ee 
Grellve Of Dllrc ~leyn Of Dllrc Plate of Dllrc 

Hei!vier than nannal. 
Grellve of l¥te ~leyn Of 4'tA1 Plate of 4'tA1 

Lic1lter than nannal. 
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Mithral Mail 
Elven l:n.lblet 
Helmet 
Tor&o Plate 
lb:kler 
HelJll of Dllrc 

Helll of L¥te 

'lbradn:J star 
Rapier 
Slinj 

Mithral Aketcra 
Elven lt.lk.e 
cascpe 'n Cl'.>if 
Foot Plate 

Shield of Dllrc 

Shield of L¥te 



·~ ~ Flask 1tltanlkin 
Chest Magnifier 
Blue Gal orarge Gal 
Mirror of Dl!Wn 

• rorICH> 

Scrolls 
())ins 
J(eys 

EE Mana JaJ stnnJt:h ~Vitality VI Hllllth V!H Pl:>iaon Gas 
DJ.IN Wiadca ftJL Firebll.11 ltM'lf tqioi.Jiat Kif stamina YA Shield Vs. NMpclw 

•JUI« - n- can ocm9 in~ fral aia to tour, bJt taal.ly there are four. 
~ are pretty taqt, and will u.ally qiw ycu a good fie#lt. oocaaialally · 
the "'-i.es will run~ aft.llr ycu hlMI killed aia er m. 

• ~ - A good food ~. ~ llCllWtc9 lllW'l't too bad. on the lCIMr 
levels they hllve a lot of Jfllalth point8, bit they dcn't do mch ~per hit. 
SCI-9 can cxme in~ of cnl, blo, er four • 

• Ka Ml!1llSA - AM.l.ly taqtl 'D1llly acbJally dcn't haw mny Hlllllth point8, bit 
they are ancred 80 -11 that they are wry hard to hit. '1Jwy .-t.1- poiaon 
ycu lhl1 they hit, bit t:twir poiaon is w.>t am will war off. '!be best t.bm to 
hit thm is "1l!n they are attacldnJ, am the ti.t wy t.o kill thm is to get 
thll!lll IA'1der a door ard thm clme it en thm. You can al.80 gat rid of thllll by 
hllvirq an eqJt:y actim hllld am ..i.ectin;i •wr cry• trm the attack mni. It 
my taJoe a cxq>le of tri•, bJt --.tual.ly the Rock MldJM will be 8Cll%1!ld off. 
'Jhis will rot last far la11J, 80 do 1ihlt ycu r-1 to before they oane bacltl 'Ibey 
are al80 wry slCJif, hllvirq ma attack for .wry two of yours. 'lhey al.80 oane in 
grc:q:s of one, two, or four. 

* BWE MDNIES - n- ocm9 in ~ of aia t.o tour. '1Jwy alwyw carry cl\bl 
that stay behin:1 lhl1 they die. '1Jwy do a lot of damge per hit with those 
clubs, ard ecmmt1- a part of your body can be dallgeli by their hits. On all 
level.a, cnl ID powier poiaon bolt will kill thlllll 

• GIAHl' ~ - n- den •t hllYe mny hit points, bit tJwy are wry hard to hit. 
LUrs ~ wmpe, ~ are vwry fast and gllt blo att:aclal ( or two BM!IB ) for 
f!Nf!rf me of yours. 'D1llly alJDrt alwyw poiaon ycu W... they hit, ard the poism 
will kill ycu before it wars off. 'lbe fastest wy to kill thm is to use a 
Firebll.11 llpell, ard an CJf JOM[' Fi.ntall will kill Giant Wllspll m arr:t level • 

• RJRPIE l«:RI - ,,_ provide food ,.., ycu kill tlmn, bit rot wry good food . 
'Ibey will poiaon ycu "1en they hit, c1d the poiaon ta>cm a la11J time to wear 
off. 'D1llly always oane in pairll, ard --U- me will run ~ ~ ycu kill 
the other. 'lbe i:-t wy to kill ti- is to hit thllll, step to the aide, ard 
ci=le thllll until ycu can hit again. 

• Gl£6T - on- are ncn-wrt:erial bain:Js. '1Jwy ocm9 in CJ?Q'9 of one or two, ard 
if ycu kill ma the other will ~ run ~· 

•™ID ~ - 'J!w are tlw biq brot:hm:w of the &Cl ••, ard a lot 
nastier. 'D1llly do rot give ycu food ~ ycu kill thllll, ard they attac:k with 
poiaon bolts ("'1icti they throw). l'Or:tmataly, tlwy do rot hllYe mny Health 
poi.nta ard can be dillpatc:t.d withcut too mch tramle. Ba caretW., thcurlt, the 
poiaon bolt.a can poiscn you. '!hey can cue in llln/ l'Ullber q> to .four. 

* 11..Yn«; SNAl(E - 'lbllee .,..,. fast, anl do a lot of ~ per hit aa well as 
poi..sonirq ycu ~ they hit. Yru can dMtr'l7f ~with four t.14 powered poism 
bolts, ard can alao kill thl!lll pretty easily with a cxq>le of Fixeballs. 'Ihey 
are alwya alone. 

• SKEIEn:fi - 'Jheae carry bath tbldM'I Shields ard hlc:hims. 'lhey are rot too 
ta.Jr:jl at first, rut m the lCIMr 1-.1• they get a lot talgher. 'lbe Wooden 
Shields are rot very meflll (look at what good they were for the Skeletons!) 
ard as~ go, Falc:hiaw are orm of the worst~ ycu can have. 

* f'I.Oo\TilC EYE - Not too t:cu11, rut thay can throw arr:t spell! 'D1llly usually throw 
Fireballs or Li~ Bolt.a at the low paMr" l-1a, rut if you trap them 
behird a door they will cast an "*' door spell to ~ the door again. 'lbe 
easiest lillly to kill them is to stanl abcut two apaoes b!lc:k, wait for them to 
throw a spell, then dod:Je the spell ard run t.,.:> to attack. 'lhey oane in grQJpS 
of one to four. 
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• S'1Q{E OOU14 - Very tcJlJ:j\I '1hey all\ do cl.me to 300 Health pointa dlmmge every 
hit, and can ai.o injuni body put9 u wl.l. '1hey carcy Stcl'l8 Cl\U that are 
lett behind ~ they die, bJt tha ~ wi~ of the Stcl'l8 Cl\U mbls them 
hard to carcy u a WllllpCn. 1bare are two ( mort~f ) easy ways to kill them: 
one a to lure them \Sdar a door, me a -iic bax m them, and then cl.oae the 
door and haclt away. '!ht. i9 ~ far the stone Gol- c;JUllldinq the Item in 
the alOCMI behind the two doors. 'Iba other way a far the stone Gol- c;JUllldinq 
the Finistaff. '!hay are tnA*S in the Ill*» ...twra they are W1til you get the 
Fu-taff. You can get in front of them, hit tt.a, and 1:\D"I badt bafore they hit 
you. It •Y take a 1'hil•, bJt 9YW"ltually they will be ~. You always 
~ just one at a tiJlla ( that'• all they rwml ) • 

* ~ 'DIIEf' - n- do not~ you at all. '1hey will ~~to you, and 
you will ~ a ~itd-1 bati>li.rq ....S. If anything was in the lett ham 
of the dlaractar the ll1ini.rq 'lhief - goi.rq after, that It. will be taken. 
You •Y get the It.Im badt by Jcilli.rq tha 'lhief, ar aa.t.1- they will drq> the 
Item they stole --.place in tha roaa ar in another part of the hallway. '1hey 
do not hllY9 mny Haalth pointa, bJt are hard to catdl Cl'¥:le they 1:\D"I llWlly. 'lhu'e 
a always one at a ti.ml. 

* Gl!NEJUC KH1Im - .J\.t as the - uy.. Awrag9 ar.cr 1-19, and it does 
ally about 30 hit pointa d-,,a per hit. Qily ~one at a t.iJE. 

• KIOOEl' M:H< - can cast mpella like Floati.rq Eysa, bJt in about the aid:lle of 
the power 1-.1. Not too mny Health pointa, they always lMWI food VlBl'I you 
kill them. a- in pairs ar alone. 

• GINfl' RAT - n- giw you one ar two oru.ticka "*-1 you kill them, ~ 
them an -=-!lent food source. '1hey hllY9 a lot of Health pointa, bJt are not 
too hard to hit. '!hay do a lot of~ per hit, and can mDY8 fut. 'lbere is 
no &aB'f way to kill them. 

• GINfl' sa::RPICfi - 'Dllly hllY9 a lot of Hiie.1th points, they are hard to hit, they 
do a lot of ~ per hit, and they poi.an you Wmi they hit. 'Dllly JIDll8 biioe 
as fast as you ( "'*-' they want to ) . '!bare a JI) easy way to kill them, in 
fact they are alao hi'1Uy x-i.stant to all llp9.lla, with the DCl!ptim of the 
poisc:n dart spell, lottldl worb bmttar than arry other mpell. I 11U1J:J1!St you 1:\D"I 

arourd them and 1- them alone. ~ they will ignore you far a little 
"*1ile. '1here can be ally one per llpKlll, bJt they won't always be alone. 

• WMm El»4ENrlU.6 - ~ are n::n--terial bein;Jii. 'Dllly hllY9 a lot of Health 
points, and can do a lot of dllmrJa, bJt they are vm:y slaw. ~ they attaclc, 
they can hit arry dlaract.c', not just the orwa in the front. 

* SPElL VINE - n- are n::n--terial t:Jein:Ja. '!hay look lilte a bn:h of vines 
hanqi.rq down !rm a gia. gl<*le. 'Dllly ai.o can throw arry apell, near the tq> of 
the power level. .J\.t before a Spall Vi.Jw outs a mpell, it will tum 
coipletely aolid and this i9 the best tiJlla to hit it. If 11 Spell Vine feels 
that it a in dllrll}ar, it will dt""R'9'll" and mDY8, but it will lltill be nearby 
Balll!lohere • 

* ANl'Il(NIGHJ' - n- are oaapletely \nlffectad by llpalla. '!hay lllCllle at the 
normal ~. but they get two attadcB far ww.y one of )'QJrB lllll to their 
hllvi.rq 11 SWord in eadl ham. thsl they die, they l81lV8 behind a oaiplete suit 
of plate mil and their two ~. 'Iba 1-t way to kill them a to [\D"I arourd 
them and hit them in the baclc, ar -.ti them with a door 1'hi.le you're f~ 
them. 

* GIAHl' SPIIER5 - n- hllY9 11 lot of Health pointa, but they are not too hard 
to kill. If you wnnt to acare them off far a little lobile, you can '8nln:li.sh' 
either the Fi.restaff, staff of Cl.aws, ar the Snake staff. 

*FIRE ~ - LiJcB the Nater El-rutl•, but they stay in one place. You 
r.lly dcrl't r-1 to kill them unl.- they are bloc:lci.rq your path. After you 
kill one, llrDtller will 8RJ8llI" after a 1'hi.le. 

* FIRE ~ - n- hllV9 a lot of Hiie.1th pointa, and like to throw high power 
level Fireballs. 'Ibey always ~ in pairs ar alaie. 'Iha best way to kill them 
is to use a -iic bax to tr.ze them, then kill them before they wake ~· 

* RID rwa::Ji - can throw arry lwel P'inball, bJt they are USUlllly hiljl power 
mes. lihn it bites, he inj~ a body part, and cm.- lots of~. 'Ihe Red 
Dragm has CN&r 1,000 Health points so the best way to kill it is to Freeze it 
with a Mllgical Br:Xlc, and then threw ~ potions and poiean cloud apella at it 
lobile you attaclc with your WMpel'W. tillSI the Red Dnlgan a killed, it collapses 
into II pile Of lk'agan steakJI, the 1-t food there a. Qily one Aad lk'agan. 
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• UR> aoa; - 'Iha dark half of tha ar...y lard. Ill can throw arrt llpall at ycu, 
and \Xlll!llly at the Kif PllMr ltMll.. If lard a.. feels in darger, he will 
sbply telepcrt. If a ...ta- ia ~ ycu and lard c:baos, he can also 
teleport the .:.nrter ~. l"artl.nltely, lard a.. has a 1oMSknms. He is easily 
trigtrt:ened way by I.Be of the "War cry" attack qitioo. To learn hew to easily 
defeat him, - 'Did.i.rg the~· aec:tioo. 

• A N:711!! Clf ~ ll'!DQI: ~ tha ...ta- ia nan--t.erial., this 
mars that ycu can't hit it vith nanal ncn-mgical waparw. Yoo alllt either 
use the Harm Nm-Material Beinga spell, er me certain wapaw. It ia best to 
use the ""811pCD!J, as a'I the l~ 1-.ls ycu will me ~ lllCBt of your Mana 
before the maisters die. 'lhe cjlOSt a'I 1-.1 4 will be destroyad by cne ID 
powered Harm Ncn-Mat.erial Beings apell. Ncl'Hn!lterial beirgs are also able to go 
right thr'a.ql closed doors, closirg a door a'I them will not harm them. 

* ten: Clf 'IHE MAPS - All of the Mlpl are aligned. 'Ihis ~ that if ycu fall 
down a pit, or go down a flight of atainl, ycu can tell where you are by just 
loaldnj at the same spot a'I the next nip. 'lhis wy you can easily cta:::Jc if 
anythirq ~ is in the bottan of a pit. All of the Items ( inclu:Urg 
¥eys ) that you can fird are lllrted vi th a '+' . At any • + ' lllllikin;J, there may 
be just cne Itan, ar there my be mny. Note that a very few of these '+' 
synix>ls irdicate ~rtant t:rMsures carrie:i by llDISt".ers, and the nr:nrters may 
not be in that spot lotlen yell Cjl!t there. SUd! treasures are alway& placed BO 
that you vill fird than eventually, just~ your eyes cpen. 
Yoo nl!!ller have to C]l!t to a secret roan to finish the gmM, al~ the Items 
you fird in these roans vill usually make it easier. If there seems to be no 
way to C]l!t to a roan, cta:::Jc above to see if it is the bottan of a pit. N, s, E, 
w, in the clues irdicate directicrs. 
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• U!llEL 1 - '1be Hall of Mirrcn. All ycu naed ia m the mp. 

* 1l!YEL 2 - 12 ~. 10 8cz •• 
look caretully. Sam lalyw llnl hud t.o lpCJt: m the floor. 

A) ~ the butta'l to rwYWll the -=rwt alOCM!. 
B) 'Ibis l_. cpew the pit around the CClml!I'. 

c) aie ~ plate qierw the dear, one plate elm. it. step m the openinq 
plate, then go arourd the other orw. 

D) Eadl of ~ plates qierw ard clc:m9 either the back ar forwrd CJl!lte. '1be 
fastest vay t:hrcull iw to step m the first plate, step mc:Jc, ard then just go 
lltraic:trt forwrd t:hrcull the CJl!l~. 

E) 'Iha~ plate r-9 to hllve ... wic#tt m it to hold the door qien. '1be 
ti.t choice iw that boulder to the N, tut ycu Clll'\ me any Item ycu writ . 

F) 'Ibis field teleporta ycu to the 1+1 t:wo Ill*'- N. '1be field E of the 1+1 

teleporta ycu mc:Jc. 
G) PUt an Item m this ~ plate t.o hold the pit lb.It. 
H) To x-1 the -.age, jl.Wt put an It. m the~ plate to the E. 
I) '1be butta'l opaw the dear, the ~ plate clCBM it. 
J) To open this dear, flip the l9118r fc:.1r 11(-=-s E ard fc:.1r llplllCM W. 
K) To croas the pit, wtard in the field ard ~ any Item. 'Ihe pit will close, 

and ycu get Wiat ycu drq:pd back at the Ital .mt. 
L) To get the chest, bllllh the door with a ~ ( the clim is bmt ) • 
M) To qiert the dear, put a OCRJ8r ooin in the faritain. 
N) 'Ibis lf!Mlr" cpew the ..:rat wall orw 1p!108 S, blo ipllC88 W. 
O) 'Ibis le1rer qJerW the doer one apace N, t:wo 11(-=-s E. 

* IZVEL 3 - 9 lb:X ~. 20 Blum Mlllni•, 12 "--i•. 
Yru dcn't ~VE to, tut with AIL the gold Jmyw, ycu Clll'\ get ... uaefUl. Items. 

A) U9e the butta'l to q>en the -=rwt -11. To get put the field wait until it 
blinks Off ard then run past it. 

BJ To get the chmt, ycu r.m to pJlllh the but:tcn m the -11 to the E of the roan 
that holds the c:t..t. '!he dWBt will then be t.alllpClrted to one of the other 
roam. ~ the butt.en of the roaa 1llhm'8 the c::Nst goes to until its been in 
-=!'I roam moe. '1be l.ut roaa will t.alt!pO?t it into the hallway you're in. 

C) To open this -=:ret wall, me the Mirror of Dllwn to OCJYer the eye m the wall. 
D) To open this door, irwert. t:wo gold ooirw in the alot. 
E) U9e your mgic - the q>en door mpell - to qiert the door. 1hen have your 

stra-gast c::tiaracter throw an Item t:hrcull the door. '1he Item will lard ai the 
~ plate, closinq the pit. 

F) llrrj Ital in the al<XM! ~ the door open, tut ycu naed the ooin. 
G) PUt the ooin fttm (F) in the alot to open this door. 
H) A oq:ipar ooin opsw the 9llCr8t wall to the E. Pl.Mlh the butta'l I1!!119aled to q>en 

the ~ -=i-et wall. 
I) '1hiw buttcn qJerW the -=:xwt wall ttlN9 ipllC88 S. 
J) '1hiw buttcn cpew the -=:rwt door fc:.1r apaoea to the 1f lcrg ~ for your 

ctllU:acterll to step fiw times. Hit the buttcn, and uee the keyboan! to go left 
fc:.Jr U-, then forwrd. 

K) '1his butta'l will tum ai the field blo ipllC88 N far fc:.Jr 1118CXlrds. 'lhrcw an 
Item into the field, and it will lard ai the pressure plate, closinq the pit. 

L) '1his butta'l will cloae the pit to the W lcrg enough to step 3 times. Hit the 
buttcn and run bedaolardll twioe. 

M) '1his buttcn dl.ablea the pit at (L) • 
N) '1his buttcn qierw the -=i'8t -11 to the N. 
O) 'Ibis ~ plate cl~ the pit to the N mly Vtlle it has Wll!!i<trt ai it. 

PUt an Item ai top of it befont crm.inq the pit. 
P) '1his buttcn opaw the dear to the E ard teleporta llhat.ever was ai the pn!SSUre 

plate at (0) to the N aide of the pit, openinq the pit. To get b9ck across, 
throw an Item OY'8r the pit crito the~ plate. 

Q) Ineert the Blue Gem here to open the door to the E. 
R) To qiert the door, ycu r-1 a Gold ~. '1he ruttan irwide the roam cp!r1!I the 
~ wall two 11p!tOBS E. 

S) st.ER:>inq ai this pressure plate permanently q>erW the -=:r-et -11 that (J) 
q>eflSd tenp:Jnrily. 

T) "11 illusic:nuy wall. JUst step~. 
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• 1EVEL 4 - 1 Giant 11811p, 1 Chmt, 6 1tx* Ml!lmM, 16 sc:rwr11, 22 PUrple 
Nana. 
niere u. a.mature tar PUrple-... and JtJdt Md.Jlas. 

A) Ulle a WllllOl to bub the dear Cl*'I• 
B) To gat t:hrru:ll the 911te to the W, i-- the buttm and nri rli#1t frur t.illll!ls. 

'lhe 1-- will qien the 911ta again. 
C) To get the Item, pit the hand OYm' the alima drain and click. You vil1 row 

bllv9 a gold key. 
D) An lllusiaiary "'111. .:ru.t step t:hrru:ll· 
E) Dwert.in:J a ooin vil1 tum m the field blo ll*llll SW. 'lhia field vil1 not let 

s:rwteI1I pasa. 
P') A gold key in the lock tume m thia field. 'lhe field tel.eparta you to (H) • 
G) Bash this dear to q>ert. 
H) If you \.-! the gold My mar (P') , thia field will tel.apart you back to (F) • 

It will aJJo tel.9PQrt ...t.m:el 
I) An illuaiaiary "'111. .:ru.t lltAlp ~. 
J) A sa-z- g918nt.inq roe.. A vwry good foa! 8Cllr08l 
IQ nu. tuttCJn q>el'W the -=rwt "'111 to the w. 
L) An illiBiaiary w11.U. JUBt step throql. 
M) Sany, you bllv9 to tr. hiJI. 'lhrcll anythirq at hiJI and a aq>le of thing& will 

hl!RJen. A ~ "'111 W of hiJI vill qien, the door bl~ the stairs will 
open, and 12 PUrple Warm vil1 mw t. lurttinq behird the door at (N) • 

N) Bash this door to open. If you •rr-:t the pr.iamer" there are b.lnches of 
pu:ple worm behird thia door. 

O) It is rurrelltly un>cn:lwn hell to gat to U- l:OCl9. 

• IEVEL 5 - 2 sa '•• 6 '1'1ntacl.9d sa ••, 6 nyin:J SnaJcea. 
'Diere u. Generators far both the nyin:J Snab9 and the Tettacled Sc:nmmexs. 
Wlltdl out far Flyin:J 8nllJme in the Acea of the Pital 

A) '1ht. ..:rwt "'111 vill Cl*'I ( nl-in:J a Flyin:J Bnlka ) WlSI you pick ~ the 
staff of Cl- ( 10 ~ N, 6 ~ W ) • 

B) To get t:hrru:ll the pit roe. eafely: startinJ trm the firet 11f8C9 inside the 
roan, go E, E, W, E, N, W, N, !, 1f, !, N, N, E. Now you are inside a mmll 
rcxn. Get the Ii- hen. P'rm the 11f8C9 a.tare .-.terin:J the pit roan, go w, 
W, w, s, s, s, w, w, N, s, N, "· "· w. Now you are back inside the hallway. 
'lhe i:-t way back le not t:hrcul1 ~ pits, rut t:hrc:u#l the aac:ret wall at 
(E). 

C) An illuaicnny "'111 • .:ru.t lltAlp throql. 
D) An illusiaiary "'111. .:ru.t etep t:hrru:ll· 
E) To cpen thia -=xwt "'111 me the tuttcn frur 9l*lll9 N, ~ 9l*lll9 w. 
F) To get t:hrourll thia roan follow ~ dixwcticsw: P'rm the first 11f8C9 inside 

the rcxn facin:J W, go rie#Jt ( pick ~ the llirror ) , back, forward, left, 
rie#Jt, back. Now you are in the hallway. 'lhe finrt field you - in the field 
roe. will tabJ you back to the beqirnin:J. 

G) '1ht. l_. clc.m the pit blo 111J!110M S. 'lhe ~ plate beya1d the pit 
qimw and clmm the pit aa wall. 

H) Bash the door to open. 
I) Bash the door to qien. 
J) 'lhia buttm cp!llW the dear nm<t to it. 
IQ To gat to the hict:len roal fl-~ !, pJlh the buttm next to (IQ • 'l\Irn 

around, press the tuttCJn ona llpKJB E. Go back to the first tuttCJn, press it. 
Go three 9l*lll9 N, ona ap!!ICl8 W, and press that buttm. Go all! spioe S, press 
that ruttcn, go all! l!IJl808 N, pr-.. that buttm again. Go all! BplOI! N, four 
~ E and press that tuttCJn. Now the aac:ret wall bolo llp80l!B S will be qien. 

L) '1ht. bJttcn qww a ~y almq the l'Drth aide of the roan to get you 
t:hrru:ll the illusiaiary wall. 

* Ll'!\IEL 6 - 5 Giant WUps, 10 Floatirq p;y., 20 Skaletaw. 
You mly r-1 three of the fiw Irm lfeys to gat to the next level, rut you can 
get three Gresl Magical Baxes if you hllva the rest. 

A) rut a Blue Gm in the alcove. 
B) rut the 8:JW in the alCOYe. 
C) rut a gold ooin in the alCOYe. 
D) rut the Mirror of DllWn in the al<XMI. 
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!) ~ opan t:hi9 hictiln alOCMI, )"CU 11.t place the canw::t l1:m in all frur of the 
alCXM!S. 'Jhe door will Clpll'I vi.th thrM n-. ( A IDf, the Minor, a Gold 
O>in, and a Blue Gm ) 

F) tlm'8 's hew to open the door: Sblrd ~ in front of the door, then push the 
18'1/t!I" to the W. New tum to the E, and )"CU will - a field. Taklt any It.em ard 
.tit dawn imide the field. 'Jhe Ital will dt~r, ard the door will open. 
To get the It.em back, just 9tep into the field, get the Item, then push the 
buttan to clme the pit ard get cart:. 

G) To open the l!llEICl"et wall, push the two clmmt bJttaw to the 8llCret wall. 
H) n-rt a gold piece into the hole in the wall to open this secret wall. 
I) 'lhis buttan qierw the -=r'8t wall to the S. 
J) 'lhis buttan q:ierB the -=ret wall at (IQ • 
IQ 'lhis buttan q:ierB the aecnrt wall at (J) • 
L) To get to this roca, you aJBt hllY9 slaal..taw c:hlainJ )"CU. lJJre the Mal.tent 

crrto the pressure plate three st.pa N, two steps E. tlW1 the slaal.et:orw are 
staniinJ ai the plate, me a Magical Bax to llalaa thm mt.and llt.i.11. New the 
-=ret wall alxluld be gene, ard you my go into the xoam. If the akeletais 
lMVe the plate before you hllYe lert the roca, you my opan the wall again by 
pressirg the butta1 to the N, wt it will clme after you l811V11. 

M) 'lllll!n you look Mllll'8 the button !. mrtcB:l, you will not - a button wt an 
ircri rirg attached to a plata. see the red 9Cl1ltd1 in the ~ ric#lt 
han:1 earner? '!hat'• the button. It qmw the ll8Cr9t wall l"llDCt to it. 

N) '1his button qierw the aecnrt wall to· the N. 
O) To get past thia door, wtd1 hew the fields blink ai ard off. Both fields 

tnnepart you to the lll'.Jl!I08 in trait of the firwt field. 'Jhe llOB1t before the 
field dilJllRlEl"I'll, step forwrd with your han:1 in the llpOt. to open the door. 
Before the field (Jl!ta you, press the button. tllile the door iB qianirg you 
will be telt!!pOrt.ed back again. 'lb get to the door llplO&, no Clll! can be 
OYerloadadl J\lst tu. ~t ard run put eadt field. You dcn't need to 
wan)' about the fields <rl your wy bade. 

P) Have your strtnJast character thrall 9alll!thinq 1J4tt dawn the lcrg oorriOOr. If 
you look aroum the space you are Cl"I, ard it the abject did not cane blldt, 
then you my uae the lllllin hallwy to go down to the gate 1"hidl will be open. 
If IU1B of your c::hanlc:tenl can threw that tar, you can also open the gate by 
hllvirg a dlaract.er stud rJ4tt in trait of the gate ard throw eanething snrul 
( lilaa a ~ ) thn:u1l the gate, and then IJteR>irg aside. If the dlanlcter 
can throw the It. 9XZICtly -.wi spacM, the Ital will be tramported back to 
the llpOt. you thral' tran, go t:hn:lulj1 the door again, and lard <rl the pressure 
plate ai the other side of the gate, at "1idl point the door will q:ien. 

Q) 'lhis ~wall is qiened with the button to thew. 
R) '1his aecret wall is qiened with the buttan two llpllCll!lll W. 
S) '1his field t.eleparta you CJ\/W' to the field at M . 
T) 'lllll!n you press this button, not aily do you opan the door to the E, wt you 

alao rel- two cplrtets of sk8letanl trm bllhinS the two aecret walls to the 
s. You &ll!lt cpidtly run irwide, kill the slaal.et:aw there, ard if you want a 
nst, uae the bJtton to the E to clme the door. 

U) To open this door, uae the buttan frur l!llplOeB s. Eadl of the Jll!lrlted pn!!l8llre 
plates closes the door, ao you need to run thrtult before the door bashes you 
<rl the heed. 

V) 'lhis field t.eleparta you to the field at (S). 

* LEVEL 7 - 5 staie Gol-. 
You aily get one 'l\mp:>iae IG9y, .., cho09e caretul.ly. 

A) Yo.i need a RA x.ey to open this door, ard the other two in thiJI hall as well. 
B) '1he bJtton qierB the alOOYe. lh!n the ec:roll llll}'8 deep, it ~ level UI 
C) Uses 'l\mpoise x.ey. o:m:at.rw the Sol!pter of r-, an IlUILllet ard a Gem of lqes. ,._,,~ , 

D) Uses 'l\mpoiae IGly. Q:l1t:airw ~ 9pit, Boote of Speed. 
E) Uses 'l\mp:>ise Key. o:m:at.rw crcwn of Herra, and a Green Magical Bax. 
F) Uses 'l\mpoise Key. Orit.ains Fll!llll!blin, an::I the Bolt Blade. 
G) Yo.i need the JllJby Jtey frail level 11. If you're afraid of a sign that says 

there mic#lt be darger, how'd you !}et here? 
H) 'lh:is buttan opens the secret wall 16 Bp11101!B W. 
I) art:tai opens the secret wall to the S. Look urder the ash pile to the WI 
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J) 1hia bJttcn apaw the ..antt: wll ~ lplCm to the N. 
IQ '1b get the Fi.restaff, me the 1t111tv ~ fral 1811'91 12 in eithar of the two 

lcdcs. 11-. ycu get. the ru.taff, ycu rel- the two stone Golansl 
L) It is curnintly unkn::Jwn halt to get to this roaa. 
M) It is oirrently unkncM\ halt to get. to this roca. 

* LEVEL 8 - 17 "-!•, 8 611111.t:clw, 8 <lretm, 2 "1in1rg 'lhi..,_. 
'1here an Gl!nerlltors far all of the Bnlten. 'Jhe Fireball Generator throws a 
Fireball that travels thrcll4t wery 'IUrTrln1 Field. 

A) 'Jhe ~ plate oper8 and clOOM the pit to the W. 
8) ~ the 8K:1'9t w.11 two iplC99 W, Clllll llp!ICe N. 
C) q>er1ll the~ wall to tha E. 
0) It is unkn::Jwn Wilt this plate dam ( it c:u.ild t. a fllJae ) • 
E) step cri this plate, tum and wit. 'Iba -=rat wall llhculd ~dtly cp!n. 
F) ArDther unkn::Jwn plate. 1hia Ill.mo Wf'f be a fllJae plate. 
G) 'Jhe buttcri q>erW the ~ wall to tha E. 
H) '1he bJttcn cp!fW tha 8K:1'9t wall two ip1C99 E, Clllll 91*» S. 
I) 'lhis secret wall is qJrll!d by tha bJttcn four iplC99 W, cne 91*» N. 
J) A llllCker door, st.an:! in frmt of the door too long, and "111m! Yoo'll get hit 

by a Fireball. BllSh tha door to cpn it. 
IQ 'Jhe bJttcn to the S q>erW tha ..::r'9t wll. 'Iba bJttcn to the E ~ the 
~ field that let. tha Clllll Finball ga1llr1ltar ( by the '+' to the W ) 
threw fireballs ~. 

L) Use buttcri four ..--S to tha ! to cpn this -=rat w.11. 
M) 'lbe key to q>erl this door a tha crily It.an in the Diilin roan. 
N) Use a Skeletal ~ to cpn this aecret w.ll. 
0) 'lhis buttcri open1 tha ..::r'9t wall to the N. 
P) 'lhis aecret wall a qJrll!d ~ tha .iteletal )Illy a ~ (N) • 
Q) 'lhis secret wall is qa-1 with the buttcri to the NW. 

* LEVEL 9 - 2 Genarlc l'bWt:anl, 10 Giant Rats, 4 MUt:Jat M:lnlal. 
'Jhere an Galerlltara far tha Giant rata. 

A) An illusiav.uy wall, jmt mtAlp thrcll4t· 
8) 'lb cp!fl this aecret wall, .._ the bJttcn ti .... steps !, two step! N. 
C) Use the buttcri two steps S to open this aecret wall. 
0) See thllt ltM!r to tha S of (D)? mf'T '1aJCJf IT! a.it don't worry, if ycu did 

all ycu hlM! to do a qo down tt... stairs two ~ N to get ycur stuff 
bac::lc. If ycu did flip the l9119r, -.Im mra ycu pit it bade 90 that there is no 
pit rl<#Jt in frcrlt of tha door cri tha other side. Now qo "' the stairs three 
llp!IO!IB S, Clllll llpll08 E. Yoo will - a pit "' thanl, ycu aJSt fall thro..tgh it 
to cmt.imel 'lhal ll8t the gm trCll inside tha c:hest down in frmt of the door, 
and the door will open. 'Jhe buttcri to the N will new open ard cloae the door. 

E) Ellctl one of tmae ~ plat. ectivat.es a Fireball t:tmMer fraQ the 
~ite w.11 of the roan. '1b get. by, ycu hllw to pit arrt Itan cri Md\ 
~ plate, then .,... uidll cpidtly • the Fireball llhoats past. <nll! ll1l 

Ital a placed cri a plate, that plate a then Sllfe to step en. Olntirue 
placirg I~ en tha plates in:.11 ycu oan crms the roca Sllfely. 

F) 'lhis bJttcn qieiw to door to tha NW. M!lJoa mra ycu pidc "' the Cl:lbrmnitel 
G) 'lhis door will be open ~ ycu find it. Cloae it ri<#Jt tlWlly, as this is a 

Giant Rat genentirg roca. U9et'Ul food aJA>ly. 
H) 'lb open the door, place <l:iJnmdte ar ~in the alCXMt. 
I) Use the Skeletal Ke)' to cp!n the secret wall. 

* llM':L 10 - 20 Floating !!y99, 10 Skeletcnl, 4 "1inirg 'lhieves, 4 Gillllt 
SoarpiClllll. 

'!here an Galmatars far all the ...tars. All tha doors in the Giant Sooipien 
hllll.8 start cp!fl. 

A) All of the fields mlrb!d !wr. cri the 111p t:Ilumpart ycu to "'lhe Sna>oe, 'lbe 
deceiver" ~· J\Jst qo Wiere there an no fields mtrltad en the llBP· 

8) It's best to use the ICl!ly to qo thrcll4t tha door to the N. In Md\ of the W!l}'S 
a 1I01Ster holds a ICl!ly you 1-' ard ycu 111.Bt kill the 1I01Ster to get the key. 
'lb the N you amt fi<ltt a peir of noatirg Eyes, ard to the s a Gillllt 
Soarpicri. Hey, it's ycur dloioe. 

C) Uee the >cey ycu got frall killirg the IDlSter earlier ( Yoo did eee the >cey, 
rictrt:? ) to cp!!'l this door. 
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D) 'lhis field telepart.a ycu all the wy tack to the ~ of the l..,.i. 
E) n... ~ plat. tel~ ycu to the nmct ~ plate, in a circle. 

You are turn.! at eadl of the aamm'8, ., if ycu llt.p on facirq fonmrd you 
will get a bnlathtakirq vm of the wall• Nlh1ng past you. 'lhe bmt way to qo 
is to fi.rllt at.art facirq w, ti... llt.p •.i.dlMlya to the s without t:umin',J. You 
new can - all of the points that ycu can lltAip off of the plat.. Go around a 
fw ~ to gat the feel of it, and then llblp f~ one llp!ll08 before the 
actual llplll08 you wish to step ft"al. 

F) 'lhis bJtton - to rel- a buncft Of wcrwtana to the S, but it 'lllY do lllCnt. 
G) 'Ihia bJtton opens the -=i-et wall to the NW. 
H) 'lhe field isn't there row, but it will be after you qo to (Q). 
I) 'lhia button cpens the -=x'llt wall to the E. 
J) '1he button at (L) cpens this eacnit wall. 
JC) An illusionary wall. J\Bt .tap t:hrmr,11. 
L) 'lhis -=i-et wall is q8B1 with the bJtton E of (J). 'Iha button cpens the 

-=:I-et wall at (J). 
M) Use a Skeletal ~ to open this eacnit wall. 
N) Use the button to the w to open the -=i-et wall. 
0) 'lhis aa:::ret wall is qiall!d with the button N of (N) • 
P) SOOJ:pion roan - be careful in here, there are Giant SOOJ:pion Geleratora. 
Q) 'lhe button tumll on the field. 'Jhl field teleports you to (H) I (H) teleports 

you badt.. Get the Magnityirq Glass I 

* LEVEL 11 - 4 Nat.er El-*41•, 12 Blue Mlllniea, 21 Giant 1tulps, 2 lllinirg 
'Ihieves. 
'lhere arw c..niton far all the ....t..ra. Get all the Cl::iAJer Cbiml 

A) 'lhis apace taleporta ycu to the w11&1µ:ullng 11*J1! in roan 2 . 
B) 'lhis IJ*:ll! will tel.port ycu to the cm teep:i ding IJ*:ll! in roan 3 only if you 

entera:l the 11p!1108 trall the N Vdl.e facirq S. 
C) 1his aplllOe will talepart ycu to the wr:zeapordinJ 111*'8 in roaa 4 only if you 

sitar the llp!ll08 tran the E Vdl.e facirq w. 
D) 'lhis apace will tel.port ym to the wtteep:idirq llll90e in roan 1. 
E) 1his door !JI q8B1 by iJwert.irq the k8y tran roan 2 in the lode to the W ard 

-1tirq far a 1oo'hile. 
F) C¥ri the -=rvt -11 by uairq a mlid my in the lock in roan 4. 
G) ltlel'I you get the _,ro, all of the holes in the wll will rel- a cl.cu:! of 

poi.aon gas in order, lltartirq with the hol• neetWJt ym. If ym qo for the 
dear, ycu Wl'f mllo9 it, but stay Wliare ym are and the gas will di MfP"'lI". 

H) To open the -=:t'9t wall, ym r.m to qo tack Clll8r the prmsure plate two 
llJl!IClB8 N, one apace W. 'Iha button q:aw the ..:xrd -=:t'9t wall. 

I) You 1IJa'J tMntually gat one m Cl'OB9 io.y, but far row ycu only get one. 
1here arw diffetW!t ~ of KllWtmw behird mcti dear. Note that eidl of 
~ -=nrter P"wsagN' al80 ~ its particular -=nrter. 'Jhe door to the 
W holds Blue Maanies, the S o::ntainlJ Miit.er El-*als, ard the E cart.airs a 
IDr of Giant wasps. &di P"SMIJI! Ma two OCA>U" pieces wide. 

J) 'lhis button opens~ the -=ret -11 two BpllCBI s. 
IQ Ulle a Cl::iAJer Cbin in all the 8lot.s. startirq f'rall the SE wll qoirq 

CXU'ltetcl.ociodse, the alCXJYeB cxritain: Green Mmqical Bc:Dc, QleSt with focd, 
Cl'tlm ~. two Cl:JRler Cbim, Green Mmqical BcDc ard a fUL l:xJlt>, fUL barb, ~ 
potion. 

L) To open the -=:ret wll, hold a M9gnityirq Glass ( l!Jal the one tran level 10) 
CM!l" the eye. 

M) To open thiJI -=:ret -11, me a Slaalet.on ~. 
N) To reveal the al<XM!, ~ the l::luttal. 
0) We hllve 00 idea how to get to tt- ttll'M roan!I. 
P) A aeries of illusionary walls, just step thrcu;Jh. 

*LEVEL 12 - 6 Giant Spiders, 8 ~' 1.5 Spell Vines. 
Rl!ml!mblr, -=niters can carzy I~. 

A) 1his BWitch c:p!lr1B and cl.C8M .-!-invisible pita in the l.azge roan to the s. 
B) To open thiJI door, hit the bJtton at (C) . 
C) ~ the dear at (B) 
D) To open the -=:t'fJt door, pumh the button on the wall to tha !. 
E) 'lhe key far this door lies in the lmlllll roan behird the door at (B) • 
F) 1he key for thiJI door !JI held by the Antilmigtrt: behind the door at (E) • 
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G) 'Dtla is the butt.en that st.art. the pit clrculatirq at (M), am c.p!IW the door 
at (Q). 

H) A Spider CJllWl1ltinq ram. 111111> the door llh.ltl 
I) 'Ibe butt.en c.p!IW a ..:?Wt vall to the S. 
JJ 'lhiJI butt.en will c:p111 am clcme the ..:?Wt vall to the 1pider rom N of (IQ • 

It is qieri at first. 
K) CllOI! you step Cll the~ plate, ti.are! 'Iha ...rt: you step off all three 

OOorll will qieri, releasirq all of the Spiderwl A Spider generatirq roan. 
L) 'lhiJI butt.en q:ierw the door to the S, Vtll.e closirq the one to thew. 
M) 10 get past the rot.atirq pit, jl.St qo next to the ea;Je, -.it until its cycle 

taJtss it jl.St past you, then ron for it! 
N') Here'• the kl!)' you naed to get the Firmt:affl 
O) Uee the Skeletal Key to qiel'l the ..::ret wall. 
P) stan:t am wait by this ..::ret vall am it will qieri. 
Q) '1be brt:tcrl at (G) cp!rW this door. 

• LEVEL 13 - 11 Fini El--.tal.a, !5 Fire ll!lllcnl, lord CJlaoa. 
'there are Glnrrlltars for the Fini Dam:nJ am Fi.re Elanental•. 

A) PIJsh the brt:tcrl to qiel'l the -=nit. wall. 
B) Use a Skeletal Key to C}llin .-.traJDe. 
c) ~eports you diractly ~ to the roan of the rtM:>lvinq pit. 
D) Orgratul.atiCllBI You are 11C1W Cll the 1-.1 of lord CJlaoa. Sc:me genmal hints: 

Never stay in one place too lcn:J. Always SM! arrord, rut net in a lltraight 
line. Ard try net to bacJt into Fini El.ernental.B. You dCl'l't need to get the Item 
in the -11 roan, rut you aicjlt find it helptul. 

E) 'lhis field teleparts you bade to level 12 in the roan at (A). 

• ll!VEL 14 - '!he Rad tngm 
CllOI! you get the~ c;.m, all theed.ta t.yal2 1-.1 13 will be -1.ed. 

A) FUll the leY8r to the N to qiel'l the ..::ret door. 
B) Uee the wirged key fim 1-.1 7. 
C) M::Jst of thcea I~ mrlaad are .._ am .- are coine. n> net worry abrut 

either mtil you hllY9 daBb:oya1 the Rad t:lnlgtrt. 
D) '1be key for this lock is urder a pile of am... 'IO find the key, qo one spetOe 

N, am fiV8 ~ W. 
E) 'lb rr- the Power GEm, me the 1.0-JIMH-RA apell. 
F) 'lb keep the Power Gall, mrely pJt: the ti.restaff in the hard Cll the acreen, 

then Vtll.e holdirq the Fi.restaff, click on the Power Gan. 'Ihe Gem will 
dtMft'Mr, am the Fi.restaff will cNrge. All BOon as the Fi.restaff holds the 
Power Gal all Btai.r:wyB past level 13 will be cloeed. 

G) Uee any coin to c:p111 the door. 'Ihe door will llhut again as BOon as you go back 
thrcult the other qier1 door. 

• nam«; 1HE ~ - 'lbare are three JalClm ways to In:! the gmne. 'Ibe first ard 
m:lBt fmniliar way is to die. 'Ihia ia very aasy and you will be helped by any 
mcrater you met. '1b9 ..:x:n:1, .n-. diffiallt way ia to get the Fi.restaff, ard 
then brirq it l::edt ~ to the first 1-.1 doonl that you atart.ed the gmne tran. 
Im:d Librallul.UB will welocmm you badt, then taJce the Fi.restaff for himself am 
kill all of you. 1tl.ile it !JI one of the m:>re spectacular ways to get killed, it 
is net the oorrect ~ to em the game. 

• ~I If you r-i any fUrther you will be told bolt to daf-t lord Olaes. If 
you wish to figure this out far ycunelf, do net r-1 any f\Jrt.hll!r. 
'Ihe third, correct, way to In:! the gmne !JI to defeat Lord CJlaoa. You 111.lSt 
first of all hllve the Power Gem t'raD level 14 in the Firestaff. You will notice 
that ~ you get the Powier a- that there are 11C1W new cpt:.iaw far the 
Fi.restaff: Involrs, Fl.U>C0111J8, ard ~. 'lb defeat lord Cllaos, you aJSt first of 
all find him ard pJt: Fluxcagea in fNWr'/ mpace arrord him. You my find this 
ad! easier to do if you use the "War cry" attack to herd him into an outside 
oamer of the rocn. JI.a he !JI runnirq ~ traa you, he can't ..-. llp8].la en you. 
Keep an eye out far the Fire Dlm:nl tlD.911 • Mt.er Lord Omos is aun:nnB1 by 
fluxcagM, lltep in frcnt of him, and Vtll.e facirq him use the fUse q:iticn. I 
1«r1't spoil your tun in tellin;J you 'What ~. you'll hllY9 to find that out 
far }'Qmlelf. 
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