




























































3RD-LEVEL MACiE SPELLS 
SPEll llAME WHEll Riie AREA DURATION ROBE 

Blink Both 0 1rfivl Red 

Dispel Magic Both 12 3x3 s While 

Fireball Cmbl 10+1vl 213 rad Both 

Haste Both 6 4x4 s 3r+1/lvl Red 

Hold Person Cmbl 12 1-4 2rfivl While 

Invisibility 10' Radius Both T 2 dia Red 
Lightning Boll Cmbt 4+1vl 4,8 Both 

Protection fr. Evil 10' Rad Both T 2 dia 2r/lvl White 

Protection lr. Normal Misl. Both T 1Vlvl While 

Slow Cmbt 9+1vl 4x4s 3r+Mvl Red 

4TH-LEVEL MACiE SPELLS 
SPEll NAME WHEN RllG AREA DURATIDI ROBE 

Bestow Curse Cmbl T 1Vlvl While 
Charm Monster Cmbt 6 White 

Confusion Cmbt 12 2-16 2r+Mvl White 

Dimension Door Cmbl 0 1 Red 

Fear Cmbt 0 6x3 cone 1rfivl Red 
Fire Shield (2 Types) Both 0 2r+1/lvl Both 

Fumble Cmbt 1/lvl 1 1r/lvl White 

Ice Storm (Dmg only) Cmbt 1/lvl 4 dia Both 

Min Globe of lnvlnrblty. Both 0 1r/lvl White 
Remove Curse Both T White 

STH-LEVEL MACiE SPELLS 
SPEIL llAME WHEll RllG AREA DURATIOI ROBE 

Cloudki ll Cmbt 1 3x3 s 1r/lvl White 

Cone of Cold Cmbt 0 .5 s/lv l cone - Both 

Feeblemind Cmbl 1fivl 1 White 
Fire Touch Both T Special 1r/lvl Red 
Hold Monster Cmbt .5fivl 1-4 1r/lvl While 

Iron Skin Both 0 Special 1rfivl Red 

6TH-LEVEL MACiE SPELLS 
SPEIL llAME WHO Riii AREA DURATIOI Rollf 

Death Spell Cmbt 1 Instantaneous Both 

Disintegrate Cmbt .5fivl Special Instantaneous Red 

Globe of Invulnerability Both 0 1 1r/lvl White 

Stone to Flesh Both 1/lvl Permanent Red 

Flesh to Stone Cmbt 1fivl Permanent Red 

7TH-LEVEL MACiE SPELLS 
SPEIL llAME WHEN RIG AREA DURATION ROBE 

Delayed Blast Fire Ball Cmbt 1 O+ Mvl 2 rad Special While 
Mass Invisibility Both Mvl Special Special Red 
Power Word, Stun Cmbt 5fivl 1 Special Both 

BTH-LEVEL MACiE SPELLS 
SPEIL llAME WHEN Rllll AREA DURATIOI ROBE 

Mass Charm Cmbl .5fivl Special Special Wh ite 

Mind Blank Both 3 1 1 day White 

Otto's Irresistible Dance Cmbt 1t . -2-5 r White 
Power Word, Blind Cmbl .5fivl 3 dia Special Both 

GLOSSARY OF AD&D® GAME 
AND COMPUTER TERMS 
Ability Scores. These are numbers 
that describe the attributes of the 
characters. There are six ability 
scores: Strength, Intelligence, 
Wisdom, Dexterity, Constitution 
and Charisma. 

Adventurer. This is a term for one of 
the characters you play in this game. 

Alignment. This is the basic philoso­
phy of a character. See Alignment in 
the Character Classes section. 

Armor Class (AC). This is a rating 
of how difficult a target is to damage. 
The lower the AC number the more 
difficult it is to hit. 

Character. This is another name for 
one of the persons you play in the 
game. A party consists of up to six 
characters. 

Class. This is a character's occupa­
tion. For example mage, fighter or 
cleric are classes. 

Command. A one or two-word option 
in a menu. Activating that command 
allows you either to view another 
menu or have your characters 
perform an action. 

Encounter. This is what happens 
when a party meets a monster. You 
are given a menu of choices of how 
You want to handle the situation. 

Enter. The act of giving a command 
to the computer. How this is done 
varies depending on the computer. 

Experience Points. Every encounter 
the characters have yields experience 
points for every character depending 
on how successful the encounter was 
for the party. A character who gains 
enough experience can advance a 
level. 

Facing. In combat, a character faces 
a certain direction. An attack from the 
direction he is not facing has a greater 
chance of doing damage. A character 
will always face an opponent if he has 
only one opponent. 

Hit Points (HP). This is a measure of 
how healthy a character is. Damage 
from weapons subtracts hit points 
from the character's total. When he 
has lost all of his hit points, he is 
unconscious and dying. If his wounds 
are bound by another party member, 
he is simply unconscious. 

Icon. This is the small picture of a 
monster or a character seen during 
combat. Character icons can be 
altered using the Alter comma·nd in 
the Camp Menu. 

Initiative. This is a semi-random 
determination of which character in a 
combat acts first. The characters with 
higher dexterities have a better 
chance for a higher initiative. 

Level. This describes the power of a 
number of different items. The power 
of characters, dungeons, monsters and 
spells are all described with levels. 
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Character Level. This is a determina­
tion of how much experience a char­
acter has. The higher the level, the 
more experienced and important the 
character is. High-level spellcasters 
can cast high-level spells. 

Spell Level. Spells come in degrees 
of difficulty. The higher the level of 
the spell, the greater the difficulty. 
Only very experienced magic-users 
and clerics can learn high-level spells. 

Magic. This term covers spellcasting, 
enchanted items and any other 
application of the supernatural. 

Melee Combat. This is hand-to-hand 
combat with weapons such as swords, 
spears and fists. 

Missile Combat. This is ranged com­
bat with weapons such as bows and 
arrows, crossbows and quarrels and 
slings and slingstones. 

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 necessarily hostile; 
some may be helpful. 

Multi-Class Characters. Non-human 
characters 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 
maximum class. 

Non-Player Character (NPC). This is 
a member of a player race who is not 
controlled 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 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 player. The charac­
ters in your adventuring party are PCs. 

Race. The species characters may 
belong to in the game. For example 
human, elf or dwarf are races. 

Spell. This is a magic incantation that 
can alter the nature of reality. Magic­
users, clerics and high-level knights, 
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. 

THAC0 (To Hit Armor Class 0). This 
is the number that a character must 
make or exceed to hit an opponent 
with AC</J. 

IBM COMPATIBLE COMPUTER INFORMATION: 

Many of our games will work on IBM compatible computers. If you own an IBM 
compatible computer we suggest that you consult with our Technical Support Sta_ff at 
(408) 737-6850 between 11 a.m. and 5 p.m., Pacific Time, Mond~y t?rough Fi:iday, 
holidays exculded to see if an SSI game you're considering purchasing_ 1~ ~ompahble 
with your computer. If we have insufficient data to determine compahb1hty, you may 
wish to purchase the game and test for compatibility yourself. If the game proves t? 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. 

ADVANCED DVNQEONS & DRACiONS, AD&D and DRAQONLANCE are 
trademarks owned by and used under license from TSR, Inc., Lake Cieneva, WI, VSA. 

Copyright 1991 Strategic Simulations, Inc. All Rights Reserved. 
Copyright 1991 TSR, Inc. All Rights Reserved. 

These rules, any accompanying printed material, and th~ computer p~ogra~s, on floppy 
disks or cassettes, described herein, are copyrighted and include propnetary mformahon 
belonging to Strategic Simulations, Inc. a_nd T~R, Inc. No _one is permitted to give or sell 
copies of this handbook, any accompanying pnnted matenal, and ~he computer programs, 
on floppy disks or cassettes, or listings of the prog~ams on floppy dts~s or casse~es to any 
person or institution except as provided for by wntten agreement with Strategic 
Simulations Inc. and TSR, Inc. No one may copy, photocopy, reproduce, translate, or 
reduce to m~chine readable form this handbook or any other accompanying printed materi­
al, in whole or in part, without the prior written consent of Strategic Simulations, Inc. and 
TSR, Inc. 
Any person/persons reproducing any portio~ of this program f?r an~ ~eason,_ i~ any media, 
shall be guilty of copyright violatio~ and sub1ect to the appropnate c1VJl or cnminal legal 
action at the discretion of the copynght holder(s) . 




