
































bows and quarrels, and slings and sling­
stones. 

Monster. This term actually includes human 
and other player races as well as ogres and 
dragons. In general, if it isn't part of your 
party, it's a monster. Monsters are not neces­
sarily hostile; some may be helpful. That's 
what the Parlay command in the Encounter 
Menu is for. 

Multi-Class Characters. Non-human charac­
ters may belong to two or three classes at 
the same time. Such multi-class characters 
split their experience among all their classes, 
even if they have reached their racial maxi­
mum class. 

Non-Player Character (NPC). This is a 
member of a player race who is not con­
trolled by the player. Some NPCs can be 
brought into a party. 

Party. The group of adventurers you form 
to perform the missions you are given. A 
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party can be reformed for each adventure, 
and even altered during the course of an 
adventure. 

Player Character (PC). This is a member of 
a player race who is controlled by the play­
er. The characters in your adventuring party 
are PCs. 

Spell. This is a magic incantation that can 
alter the nature of reality. Magic-users, clerics, 
and high-level paladins and rangers can cast 
spells after memorizing them. If the spell is 
cast, it is gone from the user's mind and 
must be re-memorized. 

Spell Book. The book a magic-user carries 
his spells in. If he doesn't have a magic 
book, he has no spells to memorize. 
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APPLE II AND IBM COMPATIBLE COMPUTER INFORMATION: 

Many of our games wil l work on Apple II and IBM compatible computers. Most of our games will work on an Apple II GS in 
the Apple 11 emulation mode. 

If you own an Apple II GS, Apple compatible or IBM compatible computer we suggest that you consult with our Tech nica l 
Hotline at (408) 737-6810 any workday between the hours of 9 a.m . and 5 p.m ., Pacific Time, to see if an SSI game you're 
considering purchasing is compatible with your computer. If we have insufficient data to determine compatibility, you may 
wish to purchase the game and test for compatibility yourself. If the game proves to be incompatible, you may return it within 
14 days with your dated receipt and we will refund your money. Or, if you return the game within 30 days , you may exchange 
the game for another. 



LIMITED WARRANTY 

Strategic Simulations, Inc. ("SSI") warrants that the diskette(s) on which the enclosed program is recorded 
will be free from defects in materials and workmanship for a period of 30 days from the date of purchase. If 
within 30 days of purchase the diskette(s) prove defective in any way, you may return the diskette(s) to 
Strategic Simulations, Inc., 675 Almanor Ave., Sunnyvale, CA 94086-2901 and SSI will replace the diskette(s) 
free of charge. In addition, if the diskette(s) prove defective at any time after the first 30 days, return the 
diskette(s) to SSI and SSI will replace the diskette(s) for a charge of $10.00 (each disk) plus $3.00 for ship­
ping and handling. California residents, add applicable sales tax. 

SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE SOFTWARE PRO­
GRAM RECORDED ON THE DISKETTE OR THE GAME DESCRIBED IN THIS RULEBOOK, THEIR QUALITY, 
PERFORMANCE, MERCHANTABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM AND 
GAME ARE SOLD "AS IS." THE ENTIRE RISK AS TO THEIR QUALITY AND PERFORMANCE IS WITH THE 
BUYER. IN NO EVENT WILL SSI BE LIABLE FOR DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGES RESULTING FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF SSI HAS BEEN ADVISED 
OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION 
OF IMPLIED WARRANTIES OR LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE 
LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU.) 

ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS, and the TSR logo are trademarks owned 
by and used under license from TSR Inc., Lake Geneva, WI. USA 

Copyright ©1989 Strategic Simulations, Inc. All Rights Reserved. Copyright ©1989 TSR, Inc. All Rights 
Reserved. 

This handbook, any other accompanying printed material and the computer programs, on the accompanying 
floppy disks or cassettes, described herein , are copyrighted and include proprietary information belonging to 
SSI, Inc. and TSR, Inc. No one is permitted to give or sell copies of this handbook, any other accompanying 
printed material and the computer programs, on the accompanying floppy disks or cassettes or listings of the 
programs on the disks or cassettes to any person or institution except as provided for by written agreement 
with TSR, Inc. No one may copy, photocopy, reproduce, translate or reduce to machine readable form this 
handbook or any other accompanying printed material, in whole or in part, without the prior written consent 
ofTSR, Inc. 

Any person/persons reproducing any portion of this program for any reason, in any media, shall be guilty of 
Copyright violation and subject to the appropriate civil or criminal legal action at the discretion of the copy-
right holder(s) . · 

WHAT TO DO IF YOU HAVE A DEFECTIVE DISK 

Each of our games undergoes extensive playtesting prior to its release. Through this process we hope to 
uncover and correct any errors in programming. However, due to the complex nature of our simulations, 
some program errors may go undetected until after publication. In addition to errors in the program, there are 
occasionally problems with the disk itself. We experience the industry standard of approximately a 3 to 5% 
failure rate of duplicated disks. Before assuming that a disk is defective, make sure to check your disk drive. 
Up to 95% of the disks returned to us as defective will run fine on our computer systems. Often the problem 
is with a disk drive that needs servicing for alignment, speed , or cleaning. 

Should you have a defective disk, please return the disk only (keep all other parts of the game) to our 
· Customer Support Department, along with a note describing the problem you have encountered. A replace­

ment disk will be provided upon our receipt of the defective disk. 

Should you uncover an error in the program, return both your game disk and any "save game" disks to our 
Customer Support Department. Please enclose a description of what was taking place in the game when the 
error occurred. Upon correction of the program error, we will return an updated disk to you . 

Always make sure to include your name, address, and daytime telephone number with any correspondence. 
We will do our best to see that any problems are corrected as soon as possible. 
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Questions or Problems? 
Our main business telephone number is (408) 737-6800. We also have a Technical 
Support Hotline number: (408) 7 37-68 IO, which you can call if you have problems 

with your disk or need a clarification of the game and/or rules. Both numbers can be 
called every workday, 9 to 5 Pacific Time. 


