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CHARACTER RACE LIMITS

ABLITY SODNEr

STH STH i Wils nEx CioM CHA
HACE Male Female
Drewar| min | B 3 3 3 iz 3
s 18 (8% 17 18 I8 17 % ia
| il 3 - n 3 7 i
max 18 [7h) 16 18 I8 1a I8 18
Onome - min i fi T 3 3 (i} b |
rna B0y 158 1] 1:] 8 1] 18
Hailf-EH i | 3 4 3 f £ b
i L 168 (B0} 17 18 18 18 1] 18
Haiflley  min & f ] a ] 10 3
max 17 14 1# 17 14 18 18
Human mie X 3 3 3 3 3 5
[ail i 18 [0} 16 (50) 18 1B (1] 18 ia

max = maximum number for U abilly score, min = ménimum aumber for thet abiliity
score, (xxj = maximuam percertage for an 18 strenqin

HACFE MAX LEVEL BY CLASS;
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Questions or Froblems? A FORGOTTEN REALMS
Our maln business telephone number = (4 15) 964-1 333, We also have a FJ"LI'-"?' “ﬂ'li"l‘]ﬂ}'l‘iﬂg [pi( Yol. 1
Technlcal Suppod Hatline num ber; (815) 9684-1 200, 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,
O to 5§ Faclfic Time
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LIMITED WARRANTY

Sirategic Smulations, Inc, (S5 warants el e deskette(s) oo which (he erclosed program & recomded wil be
Iree from defacts in malenals and workmanship ke a period of 30 days from 1he dale of puctase. 1 within 30
days 0l purchasa the diskei®eis) prove defecisa in any way, you may relum the diskettais) o Siraiegic Simulions,
Inc_ 1045 K. Rengsior Il &wenus, Mowntan View, 06 54043 and 551 wil mplace the dskettels) free of charge. In
addition, if the dskefes) prove defctioe al 1rll1|'tlll|’ﬂﬁﬂ|hﬂ. the dicketisls) o 55| and 35|
'nllwluﬂ'rldniﬂl{lbhnl:hunrltl feach disk] plus 53.00 for chipping end handing. Californa resl-
diomts, add applicabile safes ta

1551 MAKES NO WARRANTES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE SOFTWARE PROGRAM
RECORDED 08 THE MSMETTE DR THE GAME DESCRIZED (N THIS ALIEBODK, THERR CRAALITY, PERFORMANCE,
MERCHANTARILITY OR FITNESS FOR ANY PAATICULAR PURPDEE. THE PAOGHAM AND GAME ARE 50LD &5
15" THE ENTHIE R2SK AS TO THEIR UALITY AKD PERFOAMANCE &5 WITH THE BUYER. IN KO EVENT WILL 551
BE LIABLE FOR DIRECT, MDIRECT, INCIDENTAL, OF GONSEQUENTIAL DAMAGES RESULTING FROM ANY DEFECT
1N THE PAOGAAM R GAME EVEN IF 551 HAS BEEN ADVISED OF THE POSSBILITY OF SUCH DAMASES. [SOME
STATES 00 NOT ALLOW THE EXCLUSION DR LIMITATION OF IMPLIED WARRANTIES O LIABILITY FOR INCI-
DENTAL OF CONSECUENTIAL DMAEES, 50 THE ABDVE LIMITATION 0R EXCLUSION MAY NOT APRLY T YOU |

ADVANCED DUMGEONS & DRAGONS, ADAD, and FORGOTTEN AEALMES are Srademarks mwned by and usad under
ligensa from TSR, inc., Lake Genarva, W LISA.

Gomyright 1888 Strategic Bimulabons. Inc. AR Rights Reserved. Copymight 1988 TSR, Inc. All Righls Resarved

Thesa rules, amy np printed material, and the competer programs, an Hepsy deks o ceissites
describod havein, e copyri ani inchede propristary informeation baonging o Strategic Samitatons, e and
TEH, Inc. Mo ona is permised 1o give or sall copies of this handbook, ary accompanying printed material, and e
MnmmhmﬁhHMwmnfﬂlm—mhﬂrﬁhmmmq
parson oo institution meept &5 provided for by wiitten agreament with Siratagic Simudations, Inc. and TEH, Inc. Na
one may copy, pholocogy, mproduce, Brarstte, or reduce to maching readable form (his. Barchook or any other
ﬂ%ﬂm&: privted material, in whole of in gart, without the price writien consant of Straingic Smutsticns. inc.

&y parsonfpersans neproducing any porlion ol thes peogram b ity Frerass, 1 any Meda, shall be guily o fopy-
:Elh;lﬂuihm wnd gabjnct to the dppregriate civil or crimingl legal aclion ai 1he discretios of the coeyright
|

'WHAT TI0 [W0 |F YOI HAWE A DEFECTIVE Disa

Each of our games undergoes exiesia playlestng per (o
and comect @y ENOrS i programming. Hﬂu'nr.ulhﬂ'n
@rrs may po wndetacted untll afior puslication. In addisan (o

lems with the disk dself W expariesce the indusiry sissdand of
digks. Bafore assuming thal & disk 8 defective, make sue ke
retmsd in s 05 delective wil fun Bne on ouf compuler Syelams.

senvicing lof Mighmen, spesd. of cleaning.

Fuiiie 'wou have 3 defeciive disk, please ieturn Ihe disk only (keep all ol paris of the game) 1o oul Cusinmer
Swpperi Depariment, along with 3 noip describing the problem v Fae ancouniseed. & replacomant disk will ba
provided upon ow neceipl of Be deleciive dick

Ebagld you uncover an anr in the progrem, reiurn both yeur game disk and any “sive game” deds e our
Sepport Cepariment. Flease enchosa 1 description of what was [@king place in The gama whan tha ernor
oozl Lpss onmction of S program ermo we wil retom @ upcated disk o yod.

Meways maka sore 30 inclode your name, address, and daytime Ideghone numder with ary comespondence. We
will do oo barst (o sea thal any problams are comected as soon o5 posaibie
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NTR CTI THE TRANSLATHON WHEEL
! ObU ON As your chamachers progress through the
Welcome to the officlal ADVANCED Forgotten Realms. they will occasianally
DUMGEDNS & DRAQDNSE compuler prod- flmd Dethieh |Dwarvish) and
ol Poo or Bamance. a FOROOTIEN {Elvish| runes. The wheel 1s a method of
REALMS™ fanimsy role-playing eplc. This transiatng those runes into Engllsh words
adveniure game |3 based on the rules and 50 ol CAR understnnd (hem. The
background created by TSH, Inc. with & Tramsiation Wheel has four pasts;

aoryllne cresed sapecally [or thls game.

The Pood oF Ramsance adveniure begin in
the fulned city of Phlan an the northemn
shore of the Moonses, whene adventurers
from the Svilized nabions ane tyfing to
mebilld this onceqaroid city. Your advemntur-
ers dtaet oud ps Beginning chasacers at the
{irst beved of experience and can advance
to higher levels as they help bring back
Phlan to Es {ormer glory,

WHAT COMES WTTH THIS GAME:

In addition to the game diaks, you should
Mt four other [bema [n your game.

THE HLULE BOOK

This is what you are reading, B vou have
garme play questions durng the course of
the game, sefer bo this boak.

TE ADYENTURER'S JOLURNAL

This contalns backipoumnd and nlroduction
to the Forgotten Realrms and the scenarios,
plus maps, rumors, and storles thal may
e true ar false. B alsd contains
Appendices, tables and reference informa.
tlon, o help speed game play, You will
eonilrm the true rumors and expose the
faise ones duing the game.

THE QUICK START CARD

This explains how (o san the game. make
mieny cholces, and indicabe lems using
your computer. it also lets you get dght
Inio the gamre without having to read
throwgh the rules.

Espruar (Elvish) Rines. Around the ol
slde rfim are the elvish runes.

Dethwek [Dwarvish ) Kupes, Just Inside
Lhe efvish runes are the dwandish mines.

Three Paihes. Spiraling out from the inalde
are three paths identifled graphlcally sse

Six Rimgs. Six numbened rings, each with
Lhree holes showing letbers, are locabed

LEsreG THE WHEEL
You can get many kinds of bnformstion
froem the whieel;

Five or Six Ledter Code Words. The com-
puter displays 2 runes and a path. Maich
up the two nines &nd read the |etier from
Tmgs | theough &, I the firg characier Isa
marmber, ignore i and read the fetbers from
rnge: 2 thowgh 8.

Three Leller Code Words, The compiter
displays 2 runes and a mng number, Match
up the two nunes and nead the letters on
thai Amg clockwise from the ... Fath.

mﬁﬂm =, Darvish l,
Hend Around Rlng 2, Code wond
fa LLEX,

pr—

Transiaie Elvish (Espraar) to Engilish
or Dhwarvish (Dethek ), The compter dis

plays & llst of Bvish runes, Maich the
Transiate Esprusr Tab to each Elvish Rune,
one at a tme. Read the English letter In
Fing 1 of the ..... Paih. Read the Dwarvish
mine g the Transbse Dedhel Tab,

Translate Dwarvish (Deibek) o
English or Elvish (Espruar). The comput-
er displays a list of Dwanvish nines. Match
the Translabe Dethel Tab to each Dwarish
Aupe, ore at a time. Aead the Engish let-
ter in Ring 1 of the ,.... Fath. Read the

GETTENG STARTED QUICKLY:

You can get right Into playlng Poou o
Rasisrc g by iising the Instructlons on your
Quick Start Card and using the characters
provicled, IF you have any questions s yau
play, refer back o these rnules for a com-
plele explanation.

READING THE RULE BOOK:

This book Is divided Into sedions descrb-
Ing how Lo manipulate the game by using
L mreenus on the screen, The menus ame
lsts of commands that vou choose aocond-
Img oy the Instructions on your Culck
Belerentce Card,

Cenirad 1o the game |5 the concept of the
‘active characier’ The active character (s
highlighted an the character display, Any
conmmand that affects a slngle character
alfecia the actlve character. Commands
that alfect the Whole party do nol requilre
an active characier.

In combat the aclive charscter is plcked
mwomatically accordlng to the chamciers
initlative. From other menus the active
character may be changed before choosing
any Commands.
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All commands are memu bhased, IF a come-
mand affects the whole party, inticale ihe
command a3 Ested In vour Quick
feference Casd. If the command affects
one charmczer, Indlcate the charscier and
then the command.

Exmnpie: To look & 8 cheraders fems
indicate the character, choose View, and
then choose lberms. The computer dis-
plays & list of the chamciers Kems and
the Rems’ readicd sate for combat,

Menus are displayed elther vertically or
horizortally, Vertical menus are used to
make a cholce of someone io act, such s
& member of an adventarng party, or
samething to act upon, such &8 one Lem
ot of several carried. If there are more
cholces than will it on the screen &l once

you can change pages using Mext and Prev
commands (o the Pg U'p and Py Dn heys.)

Horlmontal memas ane sty of commands
glving the options of what the charscter
ican oo of what you can do to the charac-
ter. When space permiis. each horizonisl
mend s preceded by the menu e, This
ks sel off by a colon and Is not an optéon
on the meni. Menus are shown with thelr
title and each command In the rules. As an
example, the Encamp Menu contalns com-
rands for Save, View, Magic, Hest. Alter,
Pood, and Ex®. i |s shown as:

Encamp Menus:

EMCAIP BAVE VIEW WADIC RERT ALTIN Dxif

Unless othersise speciied the Exit com-
mand on amy menU e you Lo e et

hiiher |evel menu. On many compuiens
the Escape hey acis &s an Exll command
from any menu,



CHARACTERS AND
THE PARTY

WHAT ARE CHARACTERS?

You create charadens o sicompllsh
quests [n the Forgotien Reaims. Characiem
are differentiaied by their Race. Abllity
Scores, and Class, Severl charmciers are
needed to accomplish the missions pre-
semed hete, These characters makse up a
Farty. Por maxdmuwm Aeadbility, you should
have & halanced party with characters of
different Classes and races,

TIE SIX FLAYER RACES [N PooL oF
Aaniance

Dhwardf, Thils |8 & cumnlg race of surdy
workers and craflsmen. They have no

mugic of thelr cwn, but are resisiant o
migic. Dnearves can advance up to 9k
lewel as fighters, and any level &8s thieves.
They can be fighters and thieves at the
sarre e, Dwarves can see [n the dark
uslng Infravision.

EN. This 5 a longived mace, As tall as
memans but slimmes, they can be Aghlen,

Fighter magic-user thieves. They can
advance to 7th level as fghters and 11th
leved as maghc-esers, and any level as
thieves, Eives also have a better chance of
finding hidden objects and can see In the
dask uslng infravision.

Gooume. Members of this mace ae shorter
ame simemer than thelr cowsins the
dwarves. They can go up bo Gth level =
fotders, and any level as thieves. They can
b fighterthieves,

Nal-EIf, These hybrids kave many of the
virtues of both himans and elves. Like
elved, they can be mone than one ciass &
once, though they can advance only Lo Btk
level an magic-users and Bth level s fight-
era Like emans, hall-<ives can be clercs,
and unlike humans, combine 1 class
with ciher ooy,
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Maifllng. These folk are abowd kall the size
of a human, hence thelr name. They have
Itibe ability with magic, bul are resbsdbnl bo
iis Infiences. They can be fighiers,
thieves, mnd fighterthicves, They are lims-
ed to becoming Gth leved ightems. but have
e llemits ae ieves.

Mismans, This bs U fmos common playes-
race n the Forgotien Reatms, They have
unfimited progression as fighters, magic-
isers, clesics, apd thieves,

ABILITY SCORES

The compauter randomly genesates (e abill-
Ity scowes that every acdventurer kas. There
ire aix abillty scores; all have some effea
an the play of the character, Abdity scores
e bewsed] on @ mnge from 3 low) to 18
(high|. Each Characier Class |see below)
has a Prime Regubste shiilly score. A Prime
Requisite of 15 or mone increases The
amount of Expedence (see below) the
characier gels from adventures,

Strength (Sir). This [s the measure of
hiow maech a charmcier can camy and how
misch damage he can oo In & fght. The
Frime Fequlsite for fghters |s strength,
Fithters with an |8 strength also have a
percent vahue from | bo 100 {listed as 0]-
)], denoting the highes poosible natural
character strength,

Intelligence (Inl). This i1 the measure of
how much a characler can ulimately mem-
offze, The Prime Requisite for magic-users
is Intelligence.

Wisdom (Wis). This is the messure of @
charscter's abliity to undersand the wirya
of the world and interact with It The Prime
Requiste {or cierles |8 wisdom.

o

Dexterity {Dex), This |s the measure of
the marikal dexterty and agliEy of the
charader, The Frime Requisite Tor thieves
fs dexterily,

Constitietion (Can). This ls the measune

of the overall health of a charscer, It influ-
ences both Hit Points (see below) and the

chamcier's chance of surviving the elfects
of a mise-demd spedl,

Charisma [Cha). This is the measure of
how well the characier interacts with other
characiers. [ |5 somelimes a factor when
the Charader has an encounter with Non-
Flayer Characiers, usually called MPCa

Each character also has two other mpor
tant vaiwes: Mil Poinls and Experience
Folnts,

HiE Folnts (1P} This chamctesstlc
derlved from 8 charsder's constilidion (he
galns a bomus to kis ML Polnds per level
his constitution s aver 14), ks level, and
his character class (see below). Every tme
a character [s kit [n combat. he loses HF. &
charscter with many HF can survive far
longer In combat than one with few HE.
When a character reaches O HFP he |8
Unconsclous and may e Deylog or Desd,
depending on how much damage he las
taken,

Experience Podnts (XF). As a character
has advermures, ks monsters. and 8oy
milates tressune, fue galis Fperlence
Falnts. When he has enough XF e can
increase (n level, becoming mone prof-
clent [n his class. The computer
track of AP Every characier starls o frs
bevel with O XF.

CHARACTER CLASSES

An advertiner mist be o least one of the
following character classes, & human
advenurer con only be one class, non-
humans can comblne chsses, A characier
with combined classes has maone playing
opbions, but he achances more siowdy [n

his professions because he |a doimg more
than one thing at & Ume and his XF are
divided up amomg his elasses,

Clerfe. The cleric [s a holy crusader who
[ighis for Ehe causes ol his religon, [ee o
religious restrictions. he cannot wse o cut-
fingg wesapon U draws blood, such as a
sworr] or gn armw, bt can use any fomm
of armor and use crushing weapons, such
a4 & mace, He casts holy speiis that can
hend and suppon his friends and atso wses
his matural holy power (o delve away
undead, Some maglc kems are aciuaily
holy objects that only a clesic can use, &
cleric galns 1-8 HP with every advance in
bewel to fith bevel, plus any comst|llon
bonus, From 10tk level on, he adds 2 HP
per beviel, without constBulion bamas.

Fighter. The Mghter can use any form of
armor or weapon including magic ones,
but mmcest pther magical [tesme, and all sy
lcal spells, are bevond kim. A fighter gains
1-10 H* plus consthutlon bonus with esch
acivance in level through Bth level, With
the I{Rh level, he gains 3 HF per level
withoet constitutlon borus.

Mangfc-Liser. The magicaser ks potentlally
the most character class. but he
slans ol weak, [nitlally, he has very few
HF. In addition, he cannot memorize many
spelin. and must carefulty husband his few
Spelts untll he gains more theosgh
advancement [n bevel,

The beinning magicaser [s given four
first-level speits In fls maglc book. He can
add one additional spell (o hls magic book
every time he advances a bevel, e can
also sribe spells into his magle boak rorm
scrolis he fmds in e cotrse of his adven-
fures,
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In this game, mapc-users canmol tse ey
form of srmar or ary weapon other than a
dagper or safl. However, Lhere are many
magic Rems only a musjic-auser can e, A
magic-user gaing | -4 HP with every
advance in level through 11t level, plus
cofestitution bonus. Af | h level and

beyond he gains ondy | HF per furthes
level

Thiled, This Es the thief of the sagas, who
Leses trckesy ard misdirection-Instead of
brife fome-to win his objectlve. This is the
oy profession in which demi-humans
sy elbsmb ms (ar as sy huean, ndeed,
halfilrggs and elves are especially adept [n
this crafl. To be a proflcent thiel, a chamc-
ter must have & kigh dexterity.

Thileves st stick 1o leather-hased armeor
andl have a restricled st of weapons. A
thief gains 16 HF with every advance R
leved, pius constibutlon boaus, through
10th level. They galn 2 HE, withosd consti
tuthon baonais, per kevel thereafter,

Muiltipie Classes. Monhuman maces can
sometimes be o combination of classes,
When a characer [5 mone than one class,
nls HF per level are averaged among the
classes Imvohved. Howewer, his experientce
Is split between the two classes even when
he cannot further achance in one of them,
He galns all the beneflis of both classes in
rexgard to weapons and equipiment,

ALIGNMENTS

Allpnrnent |3 the philosophy a charcies
fhves by, While the actlons of & chamcier
are under your comrol, the chamcier's
allgnmsent can affect how MPCs in the
garne view Him, The compauter provides all
the possible Mignments for & characher
and you can chonse any of those you wish,
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Lawful Good. Followess of this alignment
strictly inberpres law and order, bt they
it these principles to bring all the bene-

s Lo the soclety.

Lawetfid Mewiral, Followers of this align-

ment view migpilatlon as al-dmportait, ak-
ing & mbddle road belween good and evil

Lawdud Evil: Followers of this alignment
befSewe In the rulership of the strong and
the ensivemnent of the weah,

Piertral Good, The Tollower of this align-
mem belleves there must be some reqpils-
Uon In combinatlon with freedomas if the:
best Is to be brought o the workd,

True Meatral, A fodlower of this alignrment
belleves that everything rmiest be hept in
balance-aw aned chans, and pood and evil-
4o malntain workd harmony,

Mewiral Evil. The followesr ol this aign-
ment considers law and chaos (o be minor
conalderstion & lang ad evil 18 baowghl o
Lhe workl

Chaotle Geod. Mollowers of Wl alignment
value rapdomness and freedom, bul also
waloe llfe and |ndividunl welfare.

Chaothe Mewbral, Followess ol this abgn-
rrent walue randormmess and dlsopder over
elther vl or good,

Chaothc EFL The Chaoctle Evil characher
dlisclaing laws and order. knoness and
g} eels. e seehs posltions of powes
glary, and prestige In & systemn nuled by his
oam whirma,

STAKTING EQLIFMENT

Each chamacier bs pssumed o have starting
equlpment Incheding clothes, boots, lack-
pack, money pouch, food, water, tinder
o, and filmt and sbeel. The charscer's
on-sceen G5t of ems only Indudes |mpos-
iard Hems such As weapons, anmor and
magic Kems.

PLAYING THE GAME

To play Poo or Rasssce you need o party
of characters. You can e the peaty of
chamders provided or you can create yous
DTL

CREATING A PARTY OF
CHARACTEHRS:

A party |s a group ol chazacters vou have
generied and saved o the save game
(Eal fior wse in misslons. You may have ap
i Flayer Characlers (ealled PCs or char-
actera) In your party & & tme. You can
control up to B characters |n a qaene, bl
the remalning two sioks are lefl open for
h.l‘l'.'u}mlrthﬂ::ll:r:imﬂ_'fhlrtuf el
along the way,

When strting a garme. the Al screen you
see I3 one with possibons for e vial infor
mation about the charscers in Uthe party
and a meni with all tee ways of putting
Lq:pﬂ'granqduumrlnﬂpﬂly.MJ!Lht
Party Creation Meni,

Party Creation Memtic
Crusiw Raw Chanciar

{Oirwp Charsciey

Wiy Characier

Trwia Characier

View Chanciar

Add Character To Pardy
Rermiews Chiaractar Feam Pary
Load Saved Gama

Erwn Corment G

Bagm Aduentarieg
Exit fa D05

The lollowing describes the results of uslng
each command.

CHEATE NEW CHARACTER

This is the opportunity to bolld an adven-
turer from scrabch, This (esds you through
a serles of menus fo help you define the
charader.

Fick Rece Meme This gives you the
chaolce: of the the six meces a player-charmc-
ter can be in the Pomotien Realms.

Flck Gemier. Alter you pich a charsclers
race, you plck thelr gender. Gender affects
e possibie stremgih of & character and
what sort of portmaiis you will hive 1o
choose from to represent the chareter,

The compuier then randomiy genercs
the abilky scomes that every adventurer
hias, Orce you kave seen Lhe ablllty
scores, you may hive the compuber noll
apein and & will randomly generate a differ-
ent character. Otherwise, you may sccept
the rolls, and take he charscier & gener-
ated,

Il you sccept the mils, you sl kave the
opportunity 1o alter the charscier o match
your own character from the AD&DS® game
by s the Modify Charscler command
described er

Flck Charse ber Class, This glves you the
choice of the class of classes yoalr charc-
ter by guakiied for based on his rmoe and

ability scores

Pick Allgmment. From this menu the com-
puiter prosides all the possible Allgnrments
lof & character You can choose the one
you wish

Aamie Characier. Your cholce of name for
a character |8 enilely wp bo you. You can-
ned use more (kan 15 eiters 0 a name.

The compder displays the complete char-
acter screen and glves you a chance (o
save: the charscier. If you save the charac-
ter, It Is written bo the save game dlsk b
ecorme one of the reqular charscers you

play.
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AL this time Lhe compuler generates a por-
krai of your chamcier. You can choose

both the head and body of your chirscters
portralt. You then choose the weajon,
head, and coloes for your chasaciers com-
bt lcon (the Fgure thist represents the
mhw.kﬁﬂmm:ﬂrﬂnp
seciion for insirections on how o alber
combe icons.

ExiL. Promi any of these memis this com-
rand brings you back to the Fary
Creation Meme

DROF CHARACTER

This command |3 only wsed wihen you
feevef wimnt to play with a partlcudar charse
ter again. It ellminaes the charmders
record from the aave game disk and leaves
& spaie bn which you can creale a new
character to fill,

MODIFY (MARACTER

Yird sy bofng your favorite beglnnlng
ADED® character into the Pool o
Aausance. Creste o character of thie proper
race and class and then modify it to match
your non-compuier ADSDE chareder, You
can sdjust the created characters ablilty
scores and HF. The chamcter must sarn at
0O XF and with no ibermas beyond those he
can buy with his [njtial gold allowance.

TRAIN CHARACTER

Use this cammand when a chamacter kas
attained enough experience to advance &
lewel [see Appendices), This bs avallable al
the star of an adveniure and when the
pany travels io the Chilid to pet training.

The computer asks who [s to traln, and

checha the curment XF of the chrscier |f

he has sufficlent palrls, the computer sub-

trcts the cost of the rainlng from the

charaders current money and the chare-

Lﬂ'aﬂk'ml level This akes no game
me,

A
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A character can only advance as hilgh as
the highest lewel charecter willing Lo irain
him. In the Tralnlng Hall of Phlan, the ma-
imum (imis are Bth level Nghter, Bth bevel
thief, and Gih level derlc and magicaser.

VIEW CIARACTER
Thls aflows you o View a Characier, as
described wnder tha heading below,

ADD CHARACTER TO PARTY

This command allows you to plck party
mrermbers from previously used characiers
Lhis are on & save game disk,

REMOVE CHANACTER FROM FARTY
Since a party may ondy Include 8 player
charactern, you camn use this command to
write a chammcter (o the save game disk
and then substitube ancther with the Add
Character To Farty command, The Saved

characier will replace the previous entry
for that character on the save garme disy.

LOAD SAVED GAME
This command brings up a previous advern
Luring party from the save game disk.

SAVE CURRENT GAME

This coremand puts the group you are cus-
rently constriscting onto the save game
disk fier fulure reference. Then some ver-
slons will aliow you to ext the game.

BEGEN ADVENTURING

When your parky ks resdy to go, wse this
cormand ta return to the game. Follow
the on-screen bo et hack lnto
the game and you are mady Lo go with

youir new party of adveniumers,

NON-FLAYER CHARACTERS (NPCs):

In the course of & game, the parfy can mn
Into many characters controfled by the
compiter. They may talk to the party,
atiack the party, asdd even offer to foin the
pearty. These are knoun as Non-Fayer
Characiers, or NPCa,

There are three Jinds of NACa: those you
car hife & the Tralning Hall to achventune

——
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with your party, Alllng |6 the teo slols pos-
sible [n @ party that you cannot fill with
player characiers; those who voluntesr Lo
Joln the: party {or 8 speciflc misshon o
quest; and these wivo wont joln the party
bitat willl v either lnformotbon or o fight

WIAT YOU CAN D:D BT MNPCS

MPCs thel want bo join you are treated lhe
youer player characiers, with a few differ-
enoes. Remember that you oily have room

For 2 MPCa IF you have a full party of 8 play-

er chamcters. During an adventure you
mary find FFCs that you want to add ko
yole party, You should seldom have mone
than 7 chamscters in your pany so there is
room o add the MG

The computer commands HPCa In battle.
They have Momie. Il things ame going hady
For the party, they may mun, even you
dont wank them [o.

You can gve M'Cs tresssire, which may
help thelr momee, but you cannct trace
thelr fiema to other charmctem, [IF they die,
however, you can use the Trade Rems
Funciion o take their lems,

LOYALTY

MPMCa can s be tralbors Insinuated imo
your party, depending on the way the
adveniure goes. They can s on you and
pve information to your enemies, and
even turm on you n battle. MPCa can be a
bl help, but don't trust themn nevery it
atlon,

.

VIEWING A CH&MC'I'EH

THE CHARACTER SCREEN:

The character screen appear wheneves
you use the View command, The chaeacter
screen displayn the chamcier's name, f@oe.
and age. [ also dEspinys his alignment,
character ciass, and ablllty score. The our-
rent wealth of the characher |5 also shown.
Initkally, the computer penerates 3 mandom.
nuimber between 30 @nd 160 Ingold
pleces. which the character can e in buy-
by Mls equipiment. Later, & the character
accumidses wealth through ks edvenlus-
ing. Lthere are several eniries on the soeen
showlng the copper jeces jop), sllver
pleces (5p), elecinim pieces (&5, gald
pieces (gp), platinum pieces (pp). gems,
arm! jewelry. The valiie of colns are |lsted

in the Appendices, the value of gema and
Jewelry vary and are found wien they ane

apjaralsed,

Thie screen also shows the character's cur-
rert level, his earned XF amd his current
HF. If the HF are highlighted. the character
has taken damage that has not been
heaied, The number shown |8 his current
HF, mot his pormal NP, Dnce the characer
has healed ad the damage, the number
reverts to mormal.

Thee Armor Class |8 shown as AC: the ower
the AC numbser, the beiter the armos. Then
It shows the characiers Ready weapon and
what armor he [ wearlng, This (s followed
by the charncier's To HiL AC O (THACO)L
The |ower the chinrsctbers THACO, the bel-
Ler Mghter e 1s, This is followed by the
damage the charscler does, whith
depends on his strength and the weapon
b has ready,

The |ast entry |s the Charscier Status, This
s an Indication of the crment healh of the
character. The Chomacier Suatus can be:

A
The charactes has pos@ive HP and can
move and fghl noremalky.



The chamcter has exactly 0 HF. He canpol
o of fhghd, bud |8 In no danger of dylng.

DY TG

The character will die n 8 shot perlod of
Hme unless the charstier [s handaged ar
healing magic Is applied. If the character [&
bandlaged his statis changes o
Unconsclous, Heallng magic will make him
O igaln, In the course of a combat, a
chamacier who is Dying has a chance of
becomlng Dead unless he is bamdaped
fsee Combat), & character who suniveaa
com bl In Dying status |s siomatlcally
assrmed to have his wounds handaged
after combat and becomes Unconsclous.

DEAD

The chamcter has died. He will be brought
with the party (Essume he [s set down dis-
Eng any combat) and can possibly be resur-
recied with & ralse dead spell from an MPC
cleric. The chamcer's aciual chance of
helng mlsed when the spell [ used
depends on his constitution,

FLED

The character fled from the previouws bat-
tie. After a battle |3 over, he can rejoln the
party as Il nothing kad happened, and
regjaln his previous stabis.

GOME

The charmcter has been destnoyed by drag
on flame. a disimegrate spell. or some
other form of tolal destruct|on. He cannot
be Halsed from the Dead,

VIEW DFTIONS:

To Inspect the actlve character choose the
View cormmancl. This brings up the View
Meni,

View Menu:
W ITED: BPTLED TRALE [AOF X

T

ITEMS

Lislng this command aliows you to see
what [Lery the character |s carrylng. The
characler's fems and thelr combat ready
sisius are dispayed. An lem that is not
Ready cannot be used. Mot all commards
Im the Toem Menu are always avadlnble,

Item Memr
FEALT WNE TRADE DALF SALVE JCIN BTLL ID EOT

Readdy. I you want to ready or unready an
Item. you can use the Ready command to
chanpe the status of the weapon, armor, of
other ltem. A chamacter has several restrie-
tlons on what he can use, Basically, he
cannot wee mone than tvo kand-beld Bems
&l opce. Thus, he cannot have ready o
sworl, @ shield, and @ bow ot the same
time. Arows ane assumed 1o be ln 8 quiver
and can be Readied at 1 tHoes, haigh
they cannot be wsed umbess a how Is
Readbed a8 wed,

Use. This command means the character
Is golng to use an ltem. In Combat, you
will be asked Lo Indicate the target (see
Combat for tarpeting) and proceed back to
the Combat Mema.

Trade. i you use this command. the
screen swiches to the Party Screen and
ashs which character you are trading with,
Indicate the character and the screen
switches bhack to the [bems Screen.
indicate which em {you can rade multl-
pie ltems Inoone transaction) b o go Lo e
other charscter and the lesn dlsaposars
from the Lrading charmcters st and reap-
peass on the lterm (st of the recelyving chas-
acter Remembes Lhod an NPC does not
flve up & Hem once he has i, unless he
I8 el

Drop. I this command s used on an Lem,
the [bem s gone, It cannot be retdeved. Do
et s this IF you wat to ghee the lbem to

SCETHEONC else, that's whal Lhe Trade Com-

mand Is for.
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Hatve. Multipee lterms such 88 BMOWSs G
often comblned onto one line. such as 42
Armown, Heive creates two Ines, each with
hall the numiber of [tems; such B two
linees each with 21 Arvows. Only ltems ke
armows, thal are shown &5 several [Lems on
one lnes, can e Ralved,

Jodm. Thia [s the oppoalte of Halve, If you
have several lines of arrows or a similar
Zem om the liems screen, you can use this
comimand on one ne and all stmilar lines
are. jolned with i The member of [tems
shown [ the total of the members in all the
former lines. o more than 250 of an [em
can be [olned on one Ene. NOTE: The
Ready status (Yea or Mo of the ltem
depends on the line that all te others are
Jolmed with,

Seil. This command |s described under
the Shop Menu,

B, This comemand is described wnder the
Shop Menu.

SPELLS

This = a listing of what spells a magic-oses
or cleric has memorred and & ready o
cast (see Magic Menu),

TRADE

This command (s used when you want o
transfes money from one chamcter bo
ancther, Indicaie which charstier you mm
trading with. and then ndicate which colns
arsd how much are to go o the other chas-
acter, The coins disappear from the trading
characters st and reappess on the money
recopd of the recelving character.

RO
Al s cormmiamd (5 used on money. e
money i gomne. £ cannol be retrelyed

After you create your party, you apper in
the civillzed secion of Phian, The party Is
resdy to begin adventuring

TSNS

Fhlan Is o very dangenes piace, The dvi-
llzed natlons are only now gaindng a

foathold, You can either wander amund
towm and run across damgerous situations,
ar repoet io the Ciy Councll of Fhlan They
wlll asslgn the party misslons and give
rewarts when the rmisslons are cormplebed.
Initim milssions are hocal in nature, |ater
ones are more ambltlous to mech both
your [ncreased expertlse and thelr opinlon
al you, Phlan is aplit info bwo seclions; the
clvitized sectlon [ contmlled by the sel-
tlers and the undvilized section Is cone
frolied by monsters. Afler youl clesar all Ehe
monsters [rom a block, setier move In
and & becomes chvillzed.

FUNYTS (A WiIC

As you mose amound the town and the
wllderness. there are three different points
af view: %0, Amea, and Widernesa,

b

This appears with the Adventure Menu amy
time youl are in bown, underground. or in
any Giher bulltup sres, |t shows a view of
the surrounding area as seen by the party.
It ondy show's ane Girection & a lme, 50
v sl rolale (e pary using the dinee-
tional controls |see Adventure Menu) to
see |n each drecilon. AL the same tme,
the screen shins what compass dneclon
the party |s facing and e coondinates of
their Iocatlon In thelr curment black,

AREA

Thes option |5 given in the Adventure Menu
when the 30 view |s shown on the streen.
This yiew shows the posittion of the pary
and an overhead siew of the sumouncding
arca. it can ondy be obtained In a 3D view,
It does pot appear in the Wildemness, There
Is oo real detall, just the poslibon of all
o cbetrictiong such as walls, trees,
wakter, efc. A cursar shows Lhe position of
Lhe party.

10
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WILDERNESS THE CITY COUMCIL

This screen shows when the party @ {ravel
Ireg in the Widerness, i displays an image
of the party moving through a map-lke
wilderness, || shows the anea anound the
party Tor 2 moves in each &Erection, IT
ihere Is an encoumier n the wilderness, an
image of the encountered monster
appears meak (o the loon showing the locs-
tlon of Lthe party. You will be glven all the
izsual opthons for the encountes (see
Encounters),

BLDCKS

Mot adventures take place |n one of more
bilochs of 16 squares by 16 squares, The
pary moves [rom block Lo biock by mev-
I Inbo m long corrdor with & low ceiling,
Simirs and caves with low celfings may also
miove the party from one block (o ancther,

TIME AND TIE FARTY

Frovm the moment the party bepins s
adveniures in Fhian. the clock ks Ucking,
Thie Jonger It takes a party Lo comjilebe 3
milssion. the harder & becomes.

MOVING ARDLIYD:

The lirst thing a new' party mwst do is
eqiEp =il from the Shops. Then & has o
get to the socene of ks adventures, There

are two winys of doing Lhis,

TOWR THAVEL
You can walk the party tio In-town misslomns,

having encounters along the way.

WILDERNESS THAVEL

Some missbons involve locations away
froemy Flan. The party iravels in the
Wilderness Potnt of View witll they reach
the location of the mission. The computer
keeps rach of the fime traveled,

CIVILIFATION:

The civillzed seciion of Fhian contalns a
number of locatlons ol inlemest (o the
party. Im the clvillzed section the party can
fined it infiormaiion, traln, rest and heal,
and buy and sl equipment.

This s where the chamciers meet the
Councll ard recelve misslons and news.

THE [MMCRS
The party may caich a boal & the docks bo

take them o otherwlss haccesalhle blocks
and Into the wilderness.

THE INNS

These give 3 sale aven in which (o FRest

fusing the Encamp Menu). Esch siay a an
Inn costs money, but once you begin your
sy you can rest as Jong as you Ske

Theese are rowdy plisces full of gossip, sto-
res, and Information.

THE THARING HALL

Thia Ia whem the characiers can recelve
irmining from NPCs of higher leved and add
starting PCa. This displays the Party
Cretlon Mema so that you can wse the
Traln Character cormmand,

THE SHOFS

Nere the characters can buy their Infigal
equipment and kaler sl same of their
treasure and upgrade thelr equipment,

Shop Menin
NUT VEEW TAKE POL FRASE APRRAILE EEIT

Bary. If you use this command, the com-
puer iispiays a list of lems avallabic and
their cost. IF you try to by something you
do not have the money for, the computer
tedls you so, I you Ery bo buy something
that will overioad youw the computer tells
youa that, fo0.

——— - —
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Vlew. This [s (e same screen as shown
for this command in olher menus with the
acclithon of the Appralse comsmand b Lhe
Wiew MemL and the Sell and D commands
In Use lterms Menw.

5P, Use the cursor to highlight any em
you witrtl 1o 2]l The Shop will make an
offier and yoo can elther sell or not. I you
dedde to sell, the screen asks you one
more time (o be sure, then the ftem ks

Fome,

The shops [n Phlan are very busy: no lbem
soid o a merchant remains for kong, IF you
sell an kem. &won't be there when you go
back,

10, This comemand ks used to pet & maglcal
evalaation of a maglc tem. The shop

charges you for the service of [dentifying
the magic om an lbem,

Take. |f you have left money through the
Ponl or Drop comemands, you can use thils
comesand to plck & up agaln, Indicate that
you want o take money and who will take
it. The computer then displays each type
of coin avaliable and how many of each
coin {here are. You ndicate how many of
the coins the charncter tahes, One chamsc-
ber can fahe all of the coins if be has the
sbrength Eo dio 80, or you can allow each
chamcter to take a share.

IF s bry to plck up more than the chamc
ter can carmy, the screen displays a mes
saije adylng "The chamscier s overloaded'
and will mot let amy more ol be put on
the characier, Remember, carmying lots of
colnage slows a charscier down [n combat.

Fool, This command makes all the pary
mermbers drop a8 of thelr money info one
poal of imoney. All purchises made o the
shop come out of this certrall poal,
Amything lefl over can be pleked wup again
sl (e Tahie Meni,

- _‘: o o
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Shure, This command plcks up all the
money bn the poal, divides it nlo shanes,
ﬂﬂmlmﬂtm.

Apprafse. This is used in Shops to get an
appraisal of any gems and jewelry the char-
acier has. The compuinr ashs wha gema
and jewelry are {0 be appraised, and offers
A price on the Indicaled gem or jewekny,
Onoe you have recelved a price, you may
tahe & and the lem |s sold. The money |s
immediately put In your money record. if
worl do not want bo sedl mmedlstely gems
and jewelry are a bot easber to Carmy than
colns), the gems amd fewelny become
Iterms and g0 from the money record on
the Chasacter Screen (o the Remas lsk and
cian b sold off of that Hst (ke any other
em,

THE TEMFLES

The temple will cast clesical beallng speils
{or & price. When you enter the tempie, the
Tempde Menu is presented. Except [or
Head, the commands on e Temple Mem
are the same as those on the Shop Menu,

Temple Mema:
AL TICW TAKE MO, Ak RE APFRASE EXT

Heal. This command displays & |lst of the
healing spells the clerics will cast. Indicate
the spell you want cast. The computer dis-
plarys the cost and asks you bo conflrm that
you still want them to cast the spell. The

o of a spell may vary depending on the
reciplent and clroumstances,

1%
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ADVENTURE MENU

The Adventure Menu alicws access to all af
the maln functions in the Poow o Haowsnee.
Thils e shows elther the current 3-0
phcture af the area |n frord of the party and
the stmius of the party (If In 8 lown sdven
ture], o the area smound the party (f in the
wiiderness), If any party members are
Injjured, their hit point numbers (showing
how many they have now) are highlighted
for easy recognition. There are seveml
commands avallable bo you from thia
FEEnL,

Adveniure Memun
WV WO CART ARGE [RCAMF JEAADY 00w

MOVE:

This [a the coemmane] to move the party,
How the party moves [s shown on the
Quick Reference Card provided with the

game for your coempaibes,

In 30 travvel, the Party can move foreard,
move backwirda, tum right. or tum left
Hormally, each movement forward or bach
puis the party Info ancther square and
takes one mimee of game Hme. Tuming
keepa e party in the same square and
takes mo game Bme. H the ity has
Search on, maving one sguare Lakes 10
mdnides

In the Wilderness, the pady can move In
amy of elght direcHons, Moving one squan
takes a hatl a day of game ime, Search
meotle s no effect in the wildemess.

VIE &

This displays the Character Screen, as
described bn Viewing a Charctes,
CAST:

Thils comsmand sends you Lo e Cast Memi
80 your ective chirstter can Danow & msghc
spedl, See lhe section on Magic for a

description of how o cast spells and thelr
elfect

13

AHCA:

This shows an overhead view of (he apca

around the party. If the pasty (s lost or in

unlamiiar teriiory this cormimand may mot
be avaiiahle.

ENCAMF;

This command sends you o the Encamp

Menu. This s a very important part of the

game, and s described |m detall | Es own
Seriion.

SEARCH:

A party can move In Search Mode. witich
takes 10 ménudes of game tme per move.
This allows e pasty bo carefully seanch the
gerel Uhey e pecelng, B sbe glies wisn-
dering monsters a greater chance to (fnd
thermn. You ondy need 1o hit the Search
command onoe Lo star tee paty moving
B Search speed, [hen hit the command
aquln laber bo resel them bo normal mowve-
ment. You do not need 2o hit Search for

EVETY MOVE.

In Search you are assurmed to be cheching
for secret doors, mapplng, moving as
sllently as possltile, hding ln sny availahbe
shadows, and generily beling as careful as
possible

If you never go to Search mode, you will
mun [nio fewer wandesing monsters
(e yiou mne froving (Estes) but have
much less chance of finding concealed
treasures or taps before they are sprumg,

LMK

This command |5 used Lo jook & a squane
more clissely, 88 I your pasty moved info
the aquare agaln. If the pary is moving &
normal rate, then A Look cosmmand trenls
that petrtScular squane as | the pasty moved
imto it In Search mode,

ENCAMP

This command |s tesed] in several menus o
tahe tme off and try to rebulld charachers
and the party. i s used to handle day-io-
day functiona mech as saving the game.
resting to heal, or memorize spelis
(described wnder Magic Menu). and chang
Img game Bems such as game speed or
party order.

Encamp Menia
(EWCRMP- SANT VIEW BMAGK SENT ALTEH EXIT

SAVE:
This command saves the characters aned
garme A they are. Chech the Quick

Reference Card for my sysiem specific
detalls of how Lo save your game.

VIEW:
Thils dapdays thee View Menil o8 deserbed
wnder Viewlng a Character. In camp, this

s nol displey the Sell llem or 1D com-
mands

MAGIC:
Magic ia o very Important part of Foou or
PFanwsesce and |s described later ureder [ts

own heading. Maglcal Speils can only be
memorzed while the party |s In camip,

REST:

Ope ol the most Imponant sspects of the
Encamg Meni s the chance (o meat.
Characlers calch thelr normal sheep with-
oalt havieg Lo go to camp. However, Lo
memorze spells or heal nalurally, specific
rest ime [ necessary,

Par every 24 unintermupled hours of resting
in camp, every wounded chamder regalne
ane hit polnt above and beyond any reoov-
ery galned from healing magics.

The Initlad resting time |s established by

amyone who |s memordng spells. The
screen will show the days, hours. and min

ubes necessany fof the spell-sing mem-
b ol the: pagty bo memorise (of pry (o)
Lhe spells they wardl Lo memor e
Memorzing any spells at all tales a minl-
priiey of fous hotes. Third beve apells Lake
a minirem of i hours, See the Maglc
Menu for fusther description of memorizdng
fpedi,

Best can e interrupted by amy random
encounter, Only take long rests n safe
places, such as inns, hideouts, or secure

bulldings.

Resl Memus
NEET MCREASE DECKREASE foT

HEST

Onee you have determined the full me
o wint the party to rest, thls command
starts them Featisg,

INCHEASE

This comrmand adids to the thme that (he
party will stay In carmp, usually for resting
to regaln bost hit polnis. Every 24 uninter-
rupted hours |0 camp restores | HF o
every Injured member of the group,

DECREASE

This command decreases the Hme to be
spent In carmp. This may mean that charmc-
ters do not memorize all the spells they
want ar that characters may not recoyver all
their hit polnta, bt sometimes ime con-
strairds are part of the adventure, and the
party camnot spend all the time 1 wants
resting,

ALTER:

This command [s used 1o change the hasic
makeup of both the party and the charac:
ters who are part of it You ane given the

loliowing rmema

Alter Menu:
RATIA; DADER DROP SPECD KON IS EXIT

14
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OHDER
This command allows you to recrgandne
your characters for combal, You can place
charscters [n the fimt or second k. The
first fiowr characters are In the first ank,
where they will meet enemles kandio-
hand, the rest are ln the second rank,
where they can use spells and misslle
WESDANS,

The compules ashs who baes position
number |, &bt and reforma the

with position #1 on top, when all the choic-
4 are musde, Poaiton of NPCs can be
changed with this commansd.

DROF

This commaned allows you to permanently
drop a character or APC from the party.
Once dropped. the chamcter |s gone from
the pardy and his curment version will mot
bse saived Il you then wse the Save com-
mand Lo save the game.

SFEED

This command controla the speed of mes
sales presented on the screen, If you ane
having trouble reading mesges befors
Lhey dlsappear, s Lhe Slower cormmand.
Il messanes seem (o Lake forever to get off
Lhe screen, e the Paster command, Note
that once you have used this command, it
affects all sibeegeert mesages, snd you
Ay hanve 1o reuse the commaned [ lsber
measages are (oo (sl or too slow,

Speed Memn
EFEED: LOWER FANTER EXIT

HoON

When a charscier [s creabed, he |5 glven a
combat lcon. When the party |s In Combat,
each party member's [con deslgnates his
poshtbon and genersl faclng on U soresn.

Thee lcon command is used to change the
chamders loon. You cmn customine this
lcon b represent the charsciers favorSe
wWeaDoms, armot. and color. You may wani
b o thls wihen Uhe charscler plehs uwg
AEW WEAPGIL

15

. 3 e T o —
. # i 2 o - ,
E— i

e

Farls, You can alter the weapon (which
controts the rest of Lhe body shape) or the
hesd af the keon. You are shown hoth the
Ready leon chassder and the charaders
Action lcon (which shows the chamcier
attacking),

When you e done choosing the weapon
and head. you can refect the new form or
accept B The screen shows you the new
and ol verslons of the Ready and Actlon
loons,

Farts Mema:
FARTE: WAPOS MEAD [x0]

Caolar. You use Color to alter the color ol
virtually every part of the lcon, as shown
on the screen. Some of the areas you can
alter on the loons do ot cormespond bo the
terma given in the memi. Por Instance,
changing the shieid color for @ characer
with a bow or crosshow actually chanpes
the: codor of the arrows or quarrels, Play
with the lcons commands antil yoal get a
Teed for how' these variables work,

Color Mem
WELPDS BOOY CAF BAW DHELD ARM LEG 22T

Slee. Large size cons are ussally used for
humans, chves, and half-elves. Small slee
loons are wsually wsed for dwanves,

gmomes, and halfings.

Slre Memi:
BIEL LAMGEMALL EXIT

Exilt. When you are done, use (his com-
mand. The compeiter will ask you o cone-
M any changes o your [cons, Make your
cholte and the computer retumns to the
Alter Meni,

—
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FICS
Thils command governs when charncier

and encounter plctures will be displayed.

Flcs Mieman
P CRARACTERS QW/OFF MOENTERT DWEFF EXIT

Characiers On/ONT. This cormmand ges-
erns the portraits displayed with the char-
acier atalistics when you 25 the View
command, Characierns On shows the plec-
bures when you view s character;
Characters O hides the pichumes. Having,
the chamciers hidden slightly speeds up
the game since the computer does not
have to bake the time (o load or draw the
poartrai each tme.

Moasters OaANT. This command governs
the plctures that appear during encoum-
ters, Monsiers (On shows the anlmated plc-
ture when the monsters get (o the closest
e [ an encounter; HSonsters Off hides
the animated plciures,

ENCOUNTERS

When & party conmes acroas NPCa ol any
hinidl, (here |5 an encounter. The compuier
provides a quick gimpse of who the party
hns encountered, then asks what you sant
ow el

The compiter defermines whether both
parties see each other, the HPCs sarprise
ithe party, or the party surprises the NPCs.

If the party surprised the MPCs. the pary
can attsch . petting a free
round to wittack |n which the MPCs cammol;
metallate. This opportunlty mast be (aken at
ince or surprise |8 ost.

IF hostiie MPCa surprise the party, the FFCs
ican attack immedialely and get & serdes of
attacks in without retalistion by the party.

If the HPCs do not swurpetse the porty, the
compuer offers these eommuinds,

e ="
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The party stachs the NMCs, Who goes first
in decided on the basls of inklative, which
I explained bn the Combat secthon,

WAIT:

This command allows e MPCa Lo declde
wihat 1o oo, They may wall, comba, flee
advance {If mone L 8 sqEme sy of
pariay (If in the same square).

FLEE:

If you see MPCS you think your pasty can-
nok kil successfully, use thls command
to ran away. I successful, you may fes

willetty, risking getting lost I wisicoessful
{Because e MPCs can move faster than
you i you go o combal.

ADVARNCE:

If the MPCs are 5y away use Lhis command
to approach them, Once the NPCs are adja
cent to the party the Advance command
will bz peplaced with the Paray commarnd,

FARLAY:

LUse this command o speak with MPCs that
are adjacent to the party. Choose a chamc-
ter to speal for the party, Flck the chamc-
ter who you think will make the best
Impression on the NPCs. Then, choose one
of five possible abifudes for deallng with
ihe MPCs,

Farlay Menus
FABLAT: BIEGHTY LY NEFK NECE ABIEME

A DGHTY

You try to demonsrale your siperionty (o
the nferior cresstwnes you are deallng with.
Some encounten onfy respect an alr ol
superiorty and are Impressed encuagh to

coopernte; this ls also a good way to make
them resentful and attack,

|6



You try to et information out of the MPCa
without them realizing you are dolng so.
Some MPCs will realize you are trving bo get
something out of them and will become
hostlie.

FIEEER

You are milld and unassumbing In hopes
Lhsi the MPCS will think yoe are nol worth
atacking. Of course, some MPCs atack
meek apponents, icause they are easy
pickings.

MICE

You try to be friendly in hopes the RFCs
are. friendly o you. Some MPCs do not
choose ko e endly o anyone.

ABLSIVE

Yoia by bo biowbet Information oul of the
FEPCa It Is best not to do this imbess you
hawe Lhe power b0 ack up your thieal,

The compuler assmes youl are a8 efec
tive as possibie in the atlilhsde you call for.

COMBAT

In frary adventures e party wil have Lo
fight o deleat the enerny. bn combat the
computer determines which characiers
(adih player characiers and NPCs) kave [nl-
tiathve (Le., which poes flmst) and depics
hat person and his nearby compusiols.

If thie character s a PC Uhen the playes wil
coisirol his sctions. [f the characier b an
NPC, or a PC under compater control using
the Quick command, the computer deler-
mines his actions.

INTTING THE TARGET:

The abdity of an attecker to kit & tamel
with a melee weapon (swch as o sword,
spear, o flat) or @ misslle weapon (such &
B ba'w OF CrOSShoW) depends on the
chance Lhe altacker has of hiitbng the
Arvrenr Class of tye Langet. This | repre
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senied Dy a number calbed the THACD, The
lwrer the THACO the betier the chance to
hit.

A tanpet's defense bs hls Armor Class, or
AC. This |s Influenced by the armor woe,
plus the desterity of Use target and any
benelit various maglc spells may have,
Magc has another method of hitling & tar
el sed Uhe Magic rules). The lower the
Armot Cless mumber, the beites the armoe

The number needed for an atiacker to hit a
tampel |s the miacker's THACO minus the
tampet's Armor Class, The atiacher hits fa
random mum ber fromm 130 |s greater than
or equeal o this nurmbser. Thus, o person
with a THACO of 18 needs a 1% or mome to
hit Armor Class 4, Armor classes can go
into negative numbers, &o the same char-
acter trying to hit Armor Class -1 would
mveed to get m 18 or betier,

In o combat, the fimt and second aitackemns
sirike of the defenders front, The thind
alincher sirines ol the defender's rear,
unbess all the attackem are adjacent. The
[ourth amd any addiBlonal attackem strike
at the defenders rear. The defender's AC 5
subetantially retuced against rear aliachs

A thlef [orma the only exception to the
nubownalle [acing rules I the thief siacks
from exncily oppoalte the fimd sttackes, he
can bhacksiah, A ackstab has & belier
ichance of hitiing Lhe defender, and doea
additional damage when & does hit,

LIS IT¥Er POSSILE WEAFPONS:

A character may not use 8 misslle seapon
if he has an opponent nest to him. H he
has niy opponent next to Al he can e a
milsslle at Eyone In his lne of sighl. The
Mext and Preyv cormimands Wil only olm st
Lamgets In e sltachers line of s
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BEGINYING COMBAT:

Each character can be controlled manually
or by the compuler Ak the beginning of
combat each chamcier is controlied the
same o he was in the previous combat.
Ay charscter under mamsal control may
e turned over to the computer uslng Uhe
Quick command. All characters may also
be slmastaneonsly switched to mamsal con-
trod or computer control, Check your Quick
Reference Card for the commands issed on
YOILIT BYSOEML,

EXECLTING OOMEAT:

When a comba beging, the screen shows
e area around the character with the
highest Inkiathve, The entire party may not
be on the screen o the same time, and
one can rarely see all of the monsters at
one time. The compaiber indicales the
sctlve chisracter and |[sts hls name, cument
condition, armaor ¢lass, and curment ready
WS [aleTL.

Characiem and MPACa move according to
each chamcier's dextersity and a mandom
mEaber generated by he compuiter, This la
calbed an Infiaiive Mumber and changes
with every combat round. Usualty higher
dexterity characlers move belomn |ower
dexterily characlers,

Tou may use the followlng commands to
handie your side of the badtle, If a charac:
foer canmol wse & command [sich as Turn
Tor a non-clede or Cast for a fighter or
thief] i does not appear,

The Combsat Memn
[IVE WEEW LIS LISE CART TN GUICK D[

MOVE

This |5 1sed to move & characler 8ni Lo
mitack. You siteck by moving the character
into mn enemy’s square. You can even
#tach party members, bis the comter
pives you a chance toabort such an
attack. if you disengage an enemy, he geta
a free attack 8l your back, a8 do olhers
you move by,

"":-“'l-.\_._. '.'-.:'J = :Jx

Some chandcten may have multiple
LTS En one fuim. Bows get two sEtecks
pet turn, High level fighters get two attacka
every other burn, All of a characier's
atincks ane taken agalnst his Ars target. I
the first target goes down with the firs
attack, you may aim the remalning attack
at ammher enemy.

Flighters may make a speclal form of multl-
ple attacks called a sweep. A SWeep may
attack several weak |arpets with & slngle
blow esch.

Reder bo your Quick Star Card to find oul
o 1o Fuove Lhe characier with yous par-
thcular computer The number of Spaces &
chamacler can move 15 reduced by the
weight carrbed. & chamacier weighted down
with colns or extra armor and wWeapons
cannol Frove a8 (sl &6 e coidld withos
the Eema. Bulky armor can also reduce
MROVEmERL

A character who |5 fester Uhan any enemy
can nm away from the: lght, eventually
running froes the battlelbeld. A charscier
whe |5 as {ast &s the faslesl monster, only
has a 50% chance of geiting away (othesr-
wise he must rermln untl the end of Uhe
fight). A character who |s siower Lhan amy
enexry cannot run off the edge of the Mght-
Ing mrea. A character who has run away 1s
na longer part of the fighl. He rehisns afler
the: fight |s cver.

YIEW

This s essendlally the same command
used any lme you wish o see 8 charder
Lising this, you can neady appropriatie
weapans o meet the fight In progreas,
Some options, such as Trade, ane not avall
abile |n the middle of combat. The Lise
cornimand shows up under Hems to allow
you bo use an hem. such as a wand, In
coemibat,

L]



This command |5 used (o pirm = aliack
imsing the Tollowing optlons.

Alm Memu
AN BEED PRV MARUAL TARGEY X7

Next. Use this command to look at all pos-
sihde lamets, staring with the one closest
then golng to the next closest. The com-
puber looks ol ALL poss|ble targets, includ-
img olher pary membens; domt shoot with-
oul ookl (Howeves, the compuder corr
flrma your order Eret. before shootbng o a
teammate. )

Prev (Previous). This ls the opposiie of the
Mext command. Use this command to ook,
at (e posmible targels starting with the one
farthest awmy and working hack towand
your charecier. Lsunally this |a a good way
ko find a good target withow! worklng your
wiy [hrough sl of yous PCa frsl,

Marusal, This command lets you alm amy-
where on e magp. 1L s ewecialy wseful
for finding opposing lesders and tangeting
spells with area effects,

Target. Il your characier has 8 ready
ranged weapon, of an lbem prepared with
the Uise commeand, this command shools
a e target you seleded,

LSE

Tis command allows e characler to use
any nor-weapon Rem. The command
terirgs wip Lhe same screen and men as
the tems command under the View Menu,

CAST

This ks only svallable o magicesers and
clerita when they still have spells avall-
able, Using this command brings ap the
Cast optlons of the HMagic Memu (see that
description of the Magic Rules), If kit
recently. the charsders concertration may
be broken @nd you wont be given the Cast
optlon.

e

Clerlcs com soemelimes desdroy undead
monsters of turn them away from the
party. This has fo effect on any other form
of monser. Sex the Appendices for a cler-
ics minkmum level bo affect varbous forma
of undead,

QLICK

This comprand burns oves contnod of the
characier to the computer. 1L is & good way
Lo hande fights anainst homles of less pow-
erful appanents. Once vou have estab.
lshed compider contrd for B character,
the cormputer contmls him b future fghds
] you Intermupt B

The commier uses ready melee or missile
weapsona and avallable spells, swibching
between them to the most appropdabe in
the situation. The compuder plays a very
afggreaslve game.

[+ONE
Thils eommand |8 used when & chirmees
has finlshed his tum,

rane Menii
GLIARD DELAT T RANDAGE IR EED DT

Ginnared, The: chamacier can adopt this teoilc
and slerply wall o Freeel any Stacker. This
means that he attacks the (st foe thal
mioves &d acend (o him befone the e
atischs kim.

Delay. This commund lets you delay this
characters sction by reducing his nitbghe
number by 1. i he ia the only one (o be a
the next lowesl number, i 5 his acifon
again, He can comtinue to delmy his actions
umtll all others hawe had thelr action or
that round and thenm he must tabe an
action or lose [

Quit You can signify you are finished with
this charmcter by uslng this Command.

This command only am=eas il a
member of the party ks dying. The charac-
fer fof whom the command appears can
use this comanand o bandane the party
miember and keep him from dying,

Speed, This comemand b8 described uncer
the Alter command of the Eacamp Menu,

IF THE FARTY FLEES:

As jong B8 any party member survives to
the wery end of the combat, the bodles ol
unconscious of dead pasty mem bers ane
assumed Lo be with the party. IF the party
Mees rom combat all unconsclous and
dead pay membem are permanently lost

I THE FARTY [MES:

IT ALL the party members ane slaln you wil
have o go back bo your last Saved Game
and iry agaln from that point.,

AFTER COMBAT:

When combat (s over, the screen will show
some confratulaton messxE, then pre-
sent & menu of commands. Il a command
does mol appdy 1o this aftercombat st
thom, [t will ol appeer.

Treasure Menis
WIEW THLE PO SAARE DETECT EXOT

ViEWw
See Inspect a Character. Al thls time you
can use the Drop commends in both the
fems menu and n the Charscter Screen
FTERLL

TAKE
This comemand ks tssed to plck up treasure.

Takie Menu:
TNKE [TEMS MOETY DX

Merns, Use this command (o produce a st
of lema carried by the monsters you have
overcome. [ more than one had a missle

weapin, all of thelr remalning misslles ane
lumiped intoe one Ene (If there are mome:

than [0, 00 are on one Erne aod the rest
an andther [Ine), Fregquently, the weapons
and armor used by monsters are sulsian-
clasrd mred Mot worth pecklig up &8 ressire.
50 they are it dsted,

If one character tes to plck up ioo many
ilems, the compuler will say he |5 over
lnaded and will not aflow the acguls|ton,

Moncy. The compater displays cach type
of coln svallable and how many of each
ciln there are, You Indicate how iy of
the edins Lhe active charscter tahes. One
charscier can tahe all of the colns B he has
the sirength to do S0, OF you can Bl
each character to take & share.

I you try io plck ugp more than the charac-
Ler can carry, the screen displays a mes
fdgje sayingl. “The character [s overloaded,”
andl will not let any more colrs be pid on
the charctes, Remembes, camylng lots of
colriage sives a characier down bn combe

PO

This command makes all the party mesm-
ers drop all of thelr money [nbo one pool
of money, It becomes part of the treasure
and the party members can use the Take
Menu to reapportion thelr funds.

SIARE

This comemand picks up all the money In
the treasure, divides & into shares, and dis-
tributes |t among the characters.

DETECT
This command casts a dedet msdgc from
the ciorent active character,

EXIT

This command |ets you leave the soene of
the battie. I there are still Bema that can
be plcked up, the machine will remind you
that there [ sl reasure keft. You can go
back Lo the Treasuie Memi or leave the

treasure and go to the Adverture Menu.
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MAGIC

Mage [s Inegral o Poo or Raesce. Both
magc-users and cercs can use maglcal
spell,

MHOW MAGIK IWORAS:

A spell can exist bn one of three forma: In
Memory, In Spell B, and On a Soroll.

In MEMOHY

A magcaaser or cleric who has a spell in
Memory ks sald (o have memorzed the
apell. M can cast the spell as shown n the
Cast command description,

N SFELL BHOR

Maglcusers write thelr spells Into a Spell
Book. They can onky write those spells Inio
the ool of which they have the abllity to
cast. The books are compendiums of
spells mrong which they choose the ones
ey want 1o memorize. Clerics do not
keep a speil booh. they slmiply pray each
day to get thelr speils,

Of A SCROLL

A spell written on an enchanted scroll can
be read by A clerkc or magicawser, depend-
Ingg om the knd of spells on the scall, A
mmaglic-wser mst cast the spel] resd magic
to understand the spells a scmll containg.
nce e hins done that, be can read the
spedl aloud at any time bo cost B, A clesdic
dioes not necd A read mag'c spell (o mead a
clerical spell on a scmoll, bt only a clerc
can read the spedl, Onoe ary kind of spell
has beer cast of soribed from a scroll, the
spell disappears

A pcAmser misy scribe the scroll sped
Into his sped] books for future memorlza-

ton. This erases the spell rom e somll

a1

Spelicasiers can get a st of thelr memo-
rzed spells from the Cast option of the
Magc Menu o from the Spells optlon of
the View Meni. They can get a st of thelr
spedls on scrolls from the Soribe option of
the Maghe Menw. Il 8 you want |s a kst of
avallable spells, be sure 1o exll belore you
aciually casl o sciibe the spell.

Thie Magic Menu
CAE] MEMCALT SCREE DISFLEY FENTERT

Casl Use these commands 1o Gt sjpells.
In combat the spelicaster |s the ourent
character. in camp the speficaster |s the
cumrent acthve characher,

Casi Menu:
CAST NEXT PREY EXi

The Cast Menu appears In both the Magic
Menu, and the Combat Menw, [t shows all
the speiis avallabie to the active charader,
Find the page with the spell vou wani to
cast. Seledt the Cast command. Then
select the spell to cast i, Il necessary, ndl-
cate the target of the apell, I you do not
{find the spell you want, you can Exit, In
combat, the charmcier can take another
option. Otheruwise the chamcter refurns o
the Magc Menu,

Once: cast, & spel| is gone untl & 18 memo-
rzed again.

Memorize For a characier to leam a spell,
use this command, which only apfsears In
the Encamp Memi. The computer displiays
& page from the active character's spell
bk jor & llst of possible clercal spells)
and you are offered the following com-
mands. Bemember thet Il & maghcaser or
cleric has the ability Lo leamn more [han
one spell of & level, he can learn the same
spell more than once.

Memorize Menin
MENAITE SEXT PREW EXNT
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Flad the e with the spell you wanl o
miemorine Seled the memonze com-
mmnd. Then Select the spell Lo memoriae
L. The “pages’ here are pages of the magic
q}dlmrﬂ.ﬂﬂmjﬂm& list of
already memorized spells,

Fcking a spell to memorize does not mean
that the spell s memorized. Learning a
spell takes 15 minutes (game time) per
level of spell, plus a perod of relaxation
befare starting to memorze one or more
spells See the Rest comemand in the Magic
Meml

iy one spell may be learmned & atlme,
thoaggh the spellcaster need only relax
cmee befone learning several spells. The
learning tme must be unintermupted, You
hawe bo g0 Lo Uhe Rest command and
spend thie tbme Lo memorze the spell. If
you have only been in camp bing enough
io memorize some spells, Uhose are
learmed and the olhers lost. The spells are
memorieed [nihe ofder you plck them.

Exarnpde: A magicisser decides to memo-
Hre I uses of magic missiie j@ s level
spell] and | eme of Invistblilty o second
feved speli]. This is a total of | howr of
fime for memortzation, plus 4 Bowrs redar-
atjon Hme. If the party is attacked befomr
the fIrst 4 hours are up, mo spefls me
fearmed, if the party is sttacked after 4
howrs and |5 mimtes n camp, the mapc-
user fas fearmed | magic missie spall,
After 4 hours and 50 minutes fe has
feamed baoth maghs misslle spedls. wod
after 5 hoirs be has leamed the nvisiblisty
spefl a3 well,

Once you have picked all the spells for
one charactes, you Exit the menu, The
computer displays the spells you have cho-
sen and asks you to confimm the choloes., [f
you conflom the choboe, you go bach ‘o the
Magic Menu and can select spells for the
nest character who needs 1o memorize
them. i you cancel the cholce. all the
chalees are mored and you muest re-select
all the characters spells.

Seribe. Use this command to [nscribe
spells the characier finds on a scroll ingo
hils spell baook.

Scritee Memu:
A HE NEXT PPV EXT

The eomgater daplays a1l the apells on
scrolls that the muggc-user ks cast e
miagic on. Find the page with the spedl you
wish {o acribe, Select the Soribe com-
mand. Then selec the spell to scibe B
from the scoll Into your speliloos. 1f a
spell 1s of too high a level for the character
tio scribe, the computer tells you s
Scriblng the spell emmses [t from the acrall.
Scribing takes the same time as
Memorlzing a spell. and 15 unsucoessiul
the total tlme 1s not aken.

DHsplay. Use this command to fimd o
whal magic spefils @ cumently working on
the party In camp. This serves as a
reminder of obvious spells working on the
entire party, such as bess or light, and on
Inctivichual members of the party, such a5
profeciion from evil or invisbiity, This also
reveals sublle curses not the
nature of the curse) on the party or Individ-
oals In the party,

Rest. To memorine spelis, one musi Rest
This takes you to the Rest Mem described
Inithe Encamp Menu descr
are not memorined untll the characier has
Tesed the necessary Hme.

The Exit command In this use of the Rest
Menu returns you o the Magic Mema, mot
Lhe Encasmp Meme

SFELLS AVAILABLE

A beginning magic-user |8 ghven foar frsi-
bewel seells when he lesves his master to
adventure on hls own. These are shown in
the spell book for the magic-usee. Each
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tleme the magic-user galns & level of exper!-
ence, he galns one spell, even thouwgh the
rise [n level may glve him the abliky to
bearn more than one new spell at & tme,
To galn further spells, he must find scrolls
In treasures and copy spedls he |5 capable
of casting |ato kis spell booh. uslng the
Scribe command in the Magic Menu,

CLERICAL MAGIC

Clesieal mingie B vesy sm e Lo mgeases
rangic. bt a clerc needs no spell books,
ASl apeils poaxilde fo his level are alwrys
avillable to a cleric, he need only memo-
flze them. Just what spells are avallable
cepend salely on the level of the cleric,

Therefore. when a clerlc finds scrolls with
cierical spells on them, be can slmply 15e
themn stmlght off the scroll, since they are
not samething he needs to Scfbe into a

spell boak.

SAVING TMROWS

Magic Is a chancy business, Many speiis do
nol necessarly affect thelr tapgets, This is
simulated with saving throwa In Pool or
Fanance the sving throw |s the chance
i the spel] has no &ffect or & beaser
effect on the character It ks cast on. Aaa
chamcher gains levels, his saving throws
Improve, and Lhe chance that magc
aiTects him |5 decreased. The final results
of any spell are shown on the computer
BLIEER,

Magic-uners have betber saving throws
against cast maglc of maglc from hbems,
clerica have betier saving throws agalnst
death and and dwarves and
halflimgs have betier saving throws versus

army form of magc.

THE SFELLS:

Some spells are quick and can be caxt in
combal, and some Lake an extra long Hme
o caml, Those that take extra Hme can only
be cast when wusing the Magic enu from
the Encamp Meni
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TIME AND: MAGHC

The durmibon of magic spells |8 lmportent.

A spedls durstion (s elihen instantaneous,

85 with modt damege spels; measured in

rounds. a8 with most oiher combal spells;
measured |0 turms, as with many detection
and protective apelis; of permanent,

When planning wse of spells tose n
miovement (siech as a find tmps), remem-
ber that one rownd equals one minuie of
game time and one turn equais 10 min-
utes of game tme.

THE SFELL LIST
The speils avallable for characters i the
Poo, or Bamece e

FERST LEVEL CLERN-AL SFELLS

Bless, This spell can onfy be used In camp
or commbat, and [t only affects nse char.
acters not In melee. it ghves a boaus of
one (o thelr THACO for sl rounds and rals-
es the momle of fdendly NPCs by 1. Use )L
In camg only IF yow kponw you are golng
Into combat immediately aftereand,

Cowrze. This reversal of biess affecis ene-
miea not In meles and modifles thelr
THACO and thelr momle by 1. Lisable only
In combai mnd lasts § rounds,

Cure Light Wounds, This can be wsed sy
time. The caster must be next to the tar-

pei (1 heals |48 polnts of damage.

Capse Light Woamds. This combat-only
spell causes 1-8 polnts of damage Lo one
adiacent Lamgel Louched by the caster.

Delect Maglc. This s simBar bo daled
el bt anly lasts | turn B detects the
presence of magle na | square by 3
suare area, but glves no detalls on the
type of magc.
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Frofection frowm Evil. This spell can be
wsed In combat or in camp when you
expect to 4o Into combat shortly, It adds 2
b biee AL of the character agalnst evil
minckers. Any saving throws caused by
aitacks of such monsters are at +2, This
sped lasts 3 rounds per level The caster
st touch the tanyet (which can be him-
s=lf].

Frotection from Good, This i essentinly
ihe same a8 proftecton from evil, but it
jrolects against the attacks of good cea-

fures

Hesisi Cald, This spell protects the recipl
ent agalnst cold, providing absalute jiobec:
ton apainst cold up to O Fahrenbelt and an
aliitional saving throw against codd-hased
gitachs. The duration s 1 tum per level ol
the caster, and the caster miwest touch the

Larget

SECOND LEVEL CLERICAL SPELLS

Pl Traps. This must be csd in camp. B
makes any traps In the direction the char-
acter |5 facing vislble to the characier. The
spell lasts for 3 turms,

HMold Ferson. This combat only spell holds
tmmoblle from 1-3 (cledcs chalee) cres-
tures of haumpn shape and stee.
The durstion s 4 mounds pus | round per
beved,

Kesist Mlre. This |s identical to resist eold,
bt it works against heat and heat attacks,

Hlemce |5 Hadius, This |s a combat
speell. It shences amy spell casting or dis
cussion in the radius, |7 cast on a person,
the radius fallows him aroasd for the durn-
thon of the spell unless he makes a saving
threny, If cast on an srea, e apell affects
evenvihing In that anea for the durathon of 2
roumcls per leved of the casber,

Slow Podson. This spell can b ised in
camp or combat. [ resfves & polsonsd per-
san for | hour per level of the caster. The

tamet of the spell then des unless a nelr
Eralige poison (& highevel spell only used
by MPCs) s cast on him.

Snake Charm. This spell can be cast [n
combat ondy. it (nfeences as many bt
poinks of snakes as the cerlc has hit
points. The snahes cease all activity for 58
Tonnds,

Spdefitul Narner, This s o combag spell
which cresies a lemporany maglc kem.
automatically Resdied. |t can strike at
ringe and does nofmal Aammer damage.,
It strikes monsters that only magical
weapons can affect, This lasts for | round
per level of caster,

THIRD LEVEL CLERICAL SFELLS

Animaie Dead. This spell can be used in
combat or carrip, B tirns & desd uman
person Inbo & pormbile 1o heip the spelicast-
et In combud, the romble Aghls o the
spellcaster, Lhoagh comtrolled by the com-
prier. This spell 1s permansnt antll the
sombie |s destroved. Il created to work
with the party, & smble becomes an NPC
and Usere st be room for him in the
ety remembsern the dmit is 8 chamciens)
of ke cannol be taken along

Cure Bifndeess. This touch-only spell is
ised bn comba of camp to cure the bilnd
Ingg effects of the coamse bifndness spell,

Caiise Bilmafness, This touch-only spell
can only be nsed In combat, The victim
qels 8 saving throw. The duration |s perma-
pent uatl negaied by cure blindness or
eftsprel rraic.

Couwe Disemse. Thin spell can be used in

camp only. & cures the diseases caused by
masmimbes and the e disesase spell,
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Cause Disease. This Ia & combat spell
with @ louch range. There ia a saving
throw. [f & eharacter B afflicied with a dis
ease, over Hme he loses HF and Stremgh
Points umtll he is down to 10 peroent of his
nifmal values. This disease |a cured by &

clie cliseass of dispel magic spell.

Dispe] Magic. This spell can be used
either In combat or camp. bn combeat, (1L
aflects every magic spell and ltem In an
area. In camp |t affects every persarn and
ltem you select, There s a percertage
chance of success with this spell depend-
Img on the level of he caster and level of
the originator of the spell to be dspelied.
If muccensful. the tagel muyge (s perma
neritly ersiicatnd

Frayer. This |s a combal spell thal lowers
all THACOs and saving Brows for (Mendy
com batamts by 1 and raises them by | for
all unfriendly combatants, It hes a 60°
raciius and lasts | round for esch level of
the charmder

Nemove Curse, This can be used ln camp
or cowmibat and allows the tamge! Lo be id
ol & cierse (as from a curse or boesfow
clarse spell) or put down a cursed object
The menge |a towch,

Besiow Corse. This spell has a duraiion of
1 turp per leved and s used in combat. &
kas variable efiecs determined by the

FIRST LEVEL MAGIC-USER SFELLS

Bawrning Hands. This touch-range cormbed
spell causes fire damege of | polnb pes
beved of the caster, There & no saving
thiro.

Civarm Person. This spell makes a
humanodd creshine the caster's fend and
aify. Any actlon of the caster will be seen
In the mest favorable light possible. The
target fels & saving throw when the spei |s
Lhnowm and again days or weeks |ater,
depending on 25 Intelligence., You can
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never be sure the eifect is permanent. For
the momer, the charmed cresiune can
become an MNP [if there is room in the
party raster) wnder the command of the
casier,

Delect Magic. This spell is the same &s
Lhe derios spel: s dumtion |s 2 rounds
per level of caster

Emlarge. Thia spell can be wsed [0 camp
o combat and nsts for | tum per level of

the caster. The Bving tengel inreases in
sipe by 20% peer bevel of the caster. |
mnes the humanold target Inbo an ogre or
glant in size and strengih for comba pue
ponea, Atarget can only be under the
efflect of 1 enlange spell ot & Ume. Unwilling
t}gﬁagﬂlm Lo aygainet this
e

Reduce This [s the opposiie of enlage.
amed cam e wsed to negate enlarge.
UivwillIrgy toeppets get @ saving Duvow agalmns
Its effecs. If the saving throw s imsuccess
fud, the: barget s redisced In sloe and loses
effective strength and movemen.

Friends. This combat only spell affects
everyone in a sphere that Increases whh
ihe fevel of the magic-user. Everyone with-
In el sphere: falling & saving throw thinks
the caster has 3-8 more polnts of
Chartsmn. Those who mahke thelr savimg
throw think he has 1% lesa points of
Charismia The effects last | round per
bevel of caster

Magic Misslle. This s a combat apell that
dioes I-5 polnts of damage Lo Lhe Lamget,
no saving throw, For every 2 levels, the
reagceser gets | misslle, 50 magic-users
of the Jrd and 4tk evels gel 2 misailes,
and those ol e Sth and Gih levels get 3
rrissiles A sl be Mred o once,
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Frotection from Evl Like the clesical
spedl of the same name, but it lasts for 2
rounds per level of caster.

Frotection fram Good. Like the dlerdcal
spell of the same name b 1| lasts for 2
romds per level of caster.

Read Maglc. This |s only used In camp
and aliows the wser to read any magical
im0t cherical) writheg, It lasts for 2 rounds
per level of caster. Dince you use (his spell
i resd A sCroll you can casl Lee spells aff
af the: scroll.

Shiekd, This spell 15 & com b spell that
Improwes the tangets armor class and sav-
Irxy Lhrow, and negates e effec of e
e malaslle. The spell lasls for 5 rounds
per level of castes,

Shocllag Grasp. This combat spell does
18, +1 polnt per level of caster, electrical
damaye 1o & targes the casler Louches,

Shecp. This spell puis up to 16 Erpets Lo
sleep for 5 rounds per evel of caster. The
least powerful Largets are affected Nt
and the bigger the monster, the fewer of
them are affected. Monsters above 8 cer-
taln powers are not affected af all. Mo sav-
Irgj, Elron,

SECOND LEVEL MAGIC-USER SIELLS

Detect ervisiblilty. This can b used n
cump or combat and issts for 5 rounds per
level of caster. This has o range of 20 fest
peer level of caster

Envisibdiiey. This makes (he et (Louckh
marge] imvsible to normal and nfrsision

umtll e ends the effect or aliachs some-
one,

Knock This spell [s used io open locked
Goaors or chests, It can be used In camp or
while moving,

Mirrer Image. This combat spell creates
14 oy duplicabes of the magicamser.

a duplicate is attacked. |t dlssppeam. The
apell lasta 2 rouncs per level of caster,

Ray of Enfecblement This combat spell
has @ saving throw, If the target does not
minkee the sanving throw, he ks weakened
(hit does bess damage for | round per level
of caster),

Silnking Chowd, This alfecis a 2 square by
2 square area. Amyone In the closd gels a
saving throw, | unssccessiul, he (s help-
less for 2.5 tums. He can move out of the
clonsd, bk he (= 0 helpiesa. If he makes
the asving thnow, he [8 helpleas only as
long &5 he is in the cloud and for | round
afterwands. The cloud laats | roumd per
level of casler

Strength. This speil [s only used in camp.
It roises the strength of the target by & varl-
able smount depending on the ciass of the
targel. The durstion s & turns per level ol
CASIER

TIRD LEVEL MAGH-USER SFELLS

Biltak. Mer casting this spell, the caster
can seldom be tapgeted because e s
bilnking In snd out of the ares. The speell
lasts for | Found per level of caster

Disprel Magic. This is just he the cledcal
spell of the same name,

Fireball. Thls area effect spell do=s 18
polnts of fire damage per level of caster to
ench tarpet in the area. A sucoessfil aaving
throw culs the damage in hall, Culdoon, &
freball has & 2 squane radius. Indoom, in a
conatralined area, |t has a4 3 square radlus



Masle, This combat spell alfects | person
per level of caster. Everyone affected
rmowes tyice & far and abiacks twice with
relee and missle weapons, but they do
picd BFaw sy sddllional spells per found,
It tasts for 3 rounds ples | mund per level
of caster,

Hold Ferson. This s llke the clerical spell,
but 1-% people can be affected, The dura-
tion |s 2 rounds per leved of caster,

fmvisibitity, 10° Radins. This Is lime favis-
ballity bt affects everyone within 10 feet of
the caster when 1L s cast. Everyone affect-
ed stays imvisible, and comes owt of i mos-
rrally, bt If the caster e ks nvisibdity,
It emds for everyone,

Ligttalmg Balt. This affects everyone in
Its path. i does |6 desmage polnts per
level of caster, & succesaful asving theow
curts this damage |/ hall. .H.llg'.'n‘.uimbﬂ.!.l
& or B sguares long In a lne away from the
caster. The boll will rebound off walls o
reach |ts full lemgih
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Froiection From Evil, |8 Redfies, This is
Just e prodection from evil, bt § afTects

everyone within | square of the tarpet
lomg ms they stay there,

Protection From Good, 10° Redies, This
i st Bhe profection from good, bui |t

affects everyone within | squane of the tar

get an long as they stay there.

Frotection from Normal *ilasiies. This
keeps the tamget ftouch range) from belng
harmed by nommagical missles for 1 Lurn
per bevel of castes.

Slow. This combal spel] alfects | person

per beved of caster Unwilling Lamets get 8
saving throw. Tarmgets move ot 172 thelr
nonmal distancs each roumd, and their
nurmber of atacks per rownd |s hahed. B
they only have | attack, then they Mave |
atimck per every olher round This can be
used to negate haste. is duration 1s 3
rounds plus | mound per level of caster,
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