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1-·..li EL.J:: !:WIE TO THE ::; u[: ff~F:F:1=1 i 4i::Jtl ~·iOF:LD or r> u:· 11:;E01·i::; or-:· DEJH H. 
THIS IS AN ~RDVE~TUPEt GAME DESIGNED TO ALLOW YOU TO EXPLORE A 
1··J::::IL.~T ~ · · ··~E'·/E~ r~1 UI H:;~oH -~ - [~U f? I l·~ C TH!~ . E ::-:;p~-:-or-::ffl~ ~ Oi·l .· /OU - ~·i ILL _ Et·11::oi:!HT~~;: 
'•/HF: I uu:::; 1··\l_Ji· .. J::n EF'.'.:: ~r-11 •; ! .. JILL 1·1 TTEM i·'T 1 u r':. I l_L_ "i' UUF,' E\F' U .! F:t-1 TIU! i 
PARTY AND RECA PTURE 

1

THE TREASURE YOU HAVE FOUND. IF ALL OF YO UR 
EXPLORATION PARTY DIES TH EN THE GAME IS OVER. IF YOU SUCCEED IN 
ESCAPING THE DUNGEON ALIVE .. THEN THE EXPERIENCE GAINED FROM THAT 
ADVENTURE CAN BE AC CRUED TO RAISE YOUR PLAYERS IN SKILL LEVEL. 

BEFORE LOADING THE FIRST PROGRAM THE FULL 16 K RAM OF 
MEMORY MUST BE INITIALIZED. THIS IS DONE BY TYPING: 

F'Ctt<E 2~h _. n=s: t ··-iEl..·-1 

THE THREE PROGRAMS THAT MAKE UP THIS GAME TAPE ARE : 

F" ! ... -.Fi·-.-· E F.~ TH I::;; F'F:CJ(~F.:f11'1 HEL.F":: Hl u~:u·n- H -IG THE F'LFl "rT~F.:::: 1 .. J::::t::C• 
I l··i THE 1::;Ai0IE. ~ 

THIS IS THE GAME PROGRAM FOR THC DUNGEON ADVENTURE. 

TH I::;; F'F:OCF:AM i=!L .. LDW:; \'OU TIJ UF'GF:f~J[.1 E \ 'OUR l ·.i E1:::1F' OJ.i:~:: i:::n .1 1::1 

ARMOR WHILE STAYING AT T~E INN OF THE RtD DRAGON. 

ALL TH REE OF THE PROGRAMS IN THIS GAME CAN BE ACCESSED 
DIRECTLY BY TYPI NG: 

lHE PROGRAM TAPE CONTA INS THE PLAYER , GAME, AND TOWN 
PROGRAMS ON . BOTH SIDES OF THE TAPE. A PLAYER HISTORY CHART IS 
RE QUIRED TO CHART EACH PLAYER ' S PROGRESS CMASTER INCLUDED). 

THE PROGRAMS REQUIRE THE USE OF THE CASSETTE RECORDER AT 
AU_ TI ME::;. 
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PROGRAM 1 = P LAYER 

THIS PROGPAM ASSISTS IN CREATING THE PLAYERS USED I N THE 
GAME. THE FOL~OWING RACES ARE CAN BE USED IN THE GAME: 

THEPE IS NO ~DVANTAG2 OR PE NALTY FOR A HUMAN PLAYER IN THIS 
GH i .. 1E. THE HUt·1rn-.1 PL~-r'EF: HFr:; MO r::c::TF.: I CT I Cli ·J::'.; Cl!··j F'LF!\'[F.'. CLfi::::::; . 

'1 '1 

THE RACE OF DWARF, AS USED IN THI S GAME 1 CAN BE EITHER 
FIGHTERS OR THIEVES. DWARVES CANNOT USE MAGIC SPELLS BUT CAN 
USE MAGICAL ITEMS SUCH AS WANDS AND MAGICAL WEAPONS. THE RACE 
OF DWARF HAS AN ADV AN TAGE OF +1 ADDED TO THE CONSTITUTION 
ABILITY AND A PENALTY OF -1 SUBTRACTED FROM THE CHARISMA 
ABIL .. IT\', 

THE 
CLf-t:::::::;E::;;. 
DE>::TEF': I T'r' 

F:f:CE OF 
THE :;::i:K:E 
AE:IL IT\' 

ELF , AS USED IN THIS GAME, CAN BE ANY OF THE 
OF Eu.:· Hff':; :::-f:·.1 AD'·/:=ii··n~-:--!GE OF + 1 fi[:o[:iE[:• TO THE 
AND A PENALTY OF -1 SUBTRACTED FROM THE 

CONSTI TUTION ABILITY. 

HALFi_ I i· IG 

r 
THE RACE OF HALFL ING, AS USED IN ~HIS GAME, CAN BE EITHER 

FIGHTERS OR THIEVES. HALFLINGS CAHNOT USE MAGICAL SPELLS BUT 
CAN USE MAGICAL ITEMS SUCH AS WANDS AND MAGICAL WEAPONS. THE 
RA CE OF HALFLING HAS AN ADVAN TAGE OF +1 ADDED TO THE DEXTERITY 
ABILITY AND A PENALT\' QF ~1 SUBTRACTED FROM THE STRENGT H 
r1E: I LIT\'. 

-
J ::j:: :f: :t: l l :f :tl :t: ::j:: J :t l l :f : :f l :t: :t 

THE GAME ALLOWS THE USE OF THE FOLLOWING CLASSES OF PLAYER. 
THESE CLASSES ARE REPRESENTATIONS OF THE PLA\'ERS OCCUPATIONS. 

FIGHT ER 

AS A PLAYER CLASS, THE FIGHTER IS VERY IMPORTANT IN THIS 
GAME. ALL FIGHTERS SHOULD H~VE A HIGH STRENGTH ABILITY. 
FIGHTERS HAVE UP TO 10 HIT POINTt PER SKILL LEVEL. THE FIGHTER 
HAS THE ADVANTAGE OF"USING ARROWS DURING THE COMBAT SEQUENCE. 
THE' i::- I 1-::HT[F n i::-r:::;o::; Ht=F; (JUE c;\ f -{- :1 -: C- •:::" : 

RANGER : THIS SUB-CLASS IS THE STRONGEST PLAYER CLASS THAT 
CAN BE CREATED AND USED IN THIS GAME. THE RANGER HAS UP TO 16 
HIT POINTS FOR THE FI~ST SKILL LEVEL AND UP TO 8 HIT POINTS 
ADDED FOR EACH SUCCEEDING SKILL LEVEL. 

' ; 
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CLERI C 

THE CLEF' I c r=·ufi't:::F: CLJ:r:;::: i:::: Ii''\F' OF:n:.11".\T H1 THE GAr1E FOF: T~·.1 0 

REASONS. BY THEI R VERY PRESENCE, THC CLERIC CAN TURN AW AY ·· 
": .. .:r·mu:u> :'io1.::::;n::F:';:;" :::<.iC H i=:i::::. :::f:::E LET0 1· 1t; m·m zo1··m 1 c::. THE CLEF: I c: 
ALSO HA S HEALING SPELLS THAT CAN DE USED TO RESTORE ANY OF THE 
PLAYERS HlT POINTS. A DEAD PLAYER CA NNOT BE RES URRECTED AND A 
pu=1\' E:F: CF!i"H·iOT i?EGf i I i·i !'!ORE HI T F' O I 1·n::; THCi! j THF1T F'L_ff·r~P :3TAF:TEi;:• 
WI TH. THE NLlM BER OF HE RL ING SPEL LS AV AI LABLE TO THE CLERI C 
I NCREASES AS THE GLERIC I ~:REASES IN SK I LL LEVEL. 

/~ 
THE PL AYER CLASS OF WI ZARD I S THE WEAKEST CLASS OF PLAYER 

IN THIS GAME. THE WIZARD CA NN OT WEAR ARMO R OR CARRY WEAPONS 
OTHER THAN DAGGEPS, DARTS AhD A MACE . TH~ WI ZARDS ATTRIBUTE IS 
THE ABILITY TO USE MAGICAL SPELLS IN CO MB AT , HIGH DEXTE RITY A~D 
I NTELLIGENCE ABI LIT I ES ARE PREFERR ED FOR THIS PLAYER CLASS. THE 
NUM8EP OF SPELLS AVAILABLE TO THE WI ZARD INCREASES AS THE WI:ARD 
I NC RE ASES I N SKILL LEVEL. AT HIGHER SKILL LEVELS THE WIZARD IS 
A VERY STRONG PLAYER DUE TO INCREASED SPELL ABILITY. THE WI ZARD 
Hf1 ::;; UF' TO 't HIT F'O H lT:: ; F'EF.: ::;KILL LE'·/EL. 

TH I EF 

THE F'Lffr'Er:: cu=r:;::;; l_! j· TH I EF I::;:; ".·'EF:'r' I r•1r:· o F:Tfl!·H I t·1 TH I::;; CAl•'iE 
E:Ecf=!u::;E OF' nm ~;P[C I AL flE:I LI T I c:; OF Tt-!J :::; C~ JJ::::s" - JH[ TH I EF 1--ffj::; 
THE ABI LI TY TO FIND AND REMOVE TRAPS FROM TREASURE CHESTS AND TO 
HIDE I N THE SHADOWS. THESE AB I LI TIES ARE EXPLAINED IN THE 
THI EF'S ABI LI TIES SECTION OF THESE I NSTRUCTIONS. THE TH IEF c nN 
ONLY WEAR LEATHER ARM OR DUE TO SWI FT tk1VEMENT RESTRICTIONS. THE 
TH I EF HAS UF' TO 6 HIT POINTS PER SK IL~ LEVEL. 

EACH OF THE PLAYERS iN THE GAME HAS CERTAI N PLAYER ABI LITIES 
A:3 FCILLm·j:~; ; : 

THE STRENGTH ABILITY IS A MEASURE OF THE PLAYER'S ABILITY 
TO LI FT OR MOVE IT EMS. THE FIGHTER NEEDS HIGH STRENGTH TO WIEL D 
WE APONS, CARRY TREASURE, ETC. A HIGH STRENGTH SCORE WIL L 
I NCREASE THE DAMAGE DONE IN COMBAT ALONG WITH INCREAS I NG THE 
PROBABI LITY OF HITT I NG THE OPPONENT. 

I 

I i"HELL I GEf-KE I . 
THE INTELL I GENCE ABILITY IS A MEASURE OF THE PLAYER'S 

REASONI NG AND !HIN KING ABILilr. HIGH INrELLIGENCE 15 NEEDED FOR 
A WIZARD TO PROPERLY USE MAGICAL SPELLS. 
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THE WISDOM ABILITY IS A MEASURE OF THE PLAYER ' S ACCUMULATED 
KNOWLEDGE. THE CLERIC NEEDS HIGH WISDOM SCORES TO PROPERLY USE 
THE HEALING SPELLS. 

DE>=:TER IT\' 

THE DEXTERITY ABILITY IS A MEASUREMENT OF THE PLAYER 'S 
AG I LIT\' At·K• FEFLE::~E::;. THG. TH I EF !"i.EEC•::; A HIGH DD::TER IT\' It·~ OF::DER 
TO BE SUCCESSFUL INrIDING AND REMOVING TRAPS. A HIGH DEXTERITY 
ABILITY WILL ALS~ LOWiR THE PLAYER'S ARMOR CLASS DUE TO THE 
ABILITY TO DODGE TH~ OPPdNENT ' S ATTACK. 

THE CONSTITUTION ABILITY IS A MEASUREMENT OF THE PLAYER 'S 
STAMINA. A HIGH CONSTITUTION SCORE CAN RAISE THE NUMBER OF HIT 
POINTS A PLAYER HAS PER SKILL LEVEL. 

THE CHARISMA ABILITY IS A MEASURE OF THE PLAYER'S ABILITY 
TO ATTRACT AND HOLD FOLLOWERS. 

******************** 

Ot·K:E ''(OU Hf! '•/E c1-1o::;[r .. 1 THE RFrCE.. CJ:.J=1::s .' IH=ll'1E" fll"iD ::;c::< OF THE 
PLAYER , YOU MUST OUTFIT THE PLAYER WitH ARMOR AND WEAPONS. 

THE FOLLOWING ARMOR IS AVAILABLE FOR PURCHASE IN BOTH THE 
PLAYER PROGRAM AND AT THE BLACKSMITH'S IN THE TOWN PROGRAM. 

' 
LEATHER . 
PAC•DEC:• 
STUDC•ED LEFITHEF.: 
Pit·4G MAIL 
SCALE MAIL 
CHAit·i MAIL 
BAt·KiED MA I l 
PLATE MAIL 

POOF~ PF.:OTECT I Cll"~ . 

GOOD PROTECT I Ol"i 

' s!E::::T PROTECT I ot·i 

THE WEAPONS USEABLE BY THE PLAYER WILL BE LISTED FOR YOUR 
PURCHASE. SEE THE TA~LE IN THE WEAPONS SECTION FOR LIST OF 
~·JEAPOHS. 

' ; 

5 



GOLD 

EACH PLAYER STARTS WITH A RANDOM AMOUNT OF GOLD DEPENDING 
UPON PLAYER CLASS. THIS GOLD WILL OUTFIT YOUR PLAYER IF YOU ARE 
CAREFUL. YOU FIRST WILL BUY ARMOR .. THEN WEAPONS. THE AMOUNT OF 
GOLD LEFT AFTER EACH PURCHASE IS LISTED FOR YOUR REFE RENCE. 

~·JHD-~ THE F'LR\'EF.: I::: OUTFITTED THE F·F.:OGF.:ftM ~·J I!LL LI '.: ;T TH~ 
PURCHASES .. ANY GOLD LEFT .. AND ASK YOU IF THIS IS CORRECT. IF 
\ 'OU AF:E SAT I '.::F t~c· ~·JI TH '~J:)UF~ PUF.:CHA ~::c:: THEI"~ A < y > ~·JI ll cm-n I t·iUE 
THE F'F'.OGRAM. IF 'r'Oi' ~~I ::;1-1 TO CH1=t1"iGE \ 'OUF: PUF<:CHA:::E:::" A < t·~ > At·iS; ~·JEF: 
WILL GIVE YOU A CHO ~E O~ CHANGING YOUR PURCHASES. AT NO TIME . 
CAN YOU BUY MORE TH~ N Y00 HAVE GOLD TO PAY WITH. 

THIS PROGRAM CONTAINS THE DUNGEON ADVENTURE .. TREASURES AND 
MONSTERS THE PARTY WI LL ENCOUNTER. 

I F YOU ALREADY HAVE PLAYER'S THEN THIS PROGRAM CAN BE 
ACCESSED DI F:ECTL Y B"r' El"HEF.: I t·lG CLOt::i C:·~ · C1Ef1TH" AFTEF: I_N IT I AL I Z I t·K.; 
t1Et10F.:Y I 

~ 

THE PROGRAM CAN HANDLE PARTIES OF UP TO 6 PLAYERS. IT IS 
SUGGESTED NOT TO TAKE LESS THAN 4 PLAYERS IN A PARTY UNLESS THE 
PLAYERS ARE VERY STRONG ~ND EXPERIENCED. 

AT THE STAF.:T OF THE GAt·1E THE PROG~:AM ~·JILL A'.:W FOR THE 
NUMBER IN YOUR PARTY ) PLAYER NAMES AND THE PLAYER INFORMATION 
NEEDEQ TO PLAY THE GAME. THE NAMES SHOULD BE LISTED IN YOUR 
MARCHING (AND FIGHT I NG) ORDER. I WOULD SUGGEST PUTTING A STRONG 
FIGHTER UP FRONT , WEAKER MORE VULNERABLE PLAYERS IN THE MIDDLE, 
THEN ANOTHER FIGHTER AT THE END. 

THE Pf<:OGRflM ~·1 ILL THEt·l F.:E'·/ I E~·J THE I t·WOF.:MAT I Ot·4 mi EACH PLA'1'ER At·m 
~ · ASK IF THIS INFORMATION IS CORRECT. IF THE INFORMATION IS 
• •· • COF':RECT ~ A < Y > A~lS~·JER ~JILL CONT I NUE THE PROGF.:AM. A < N > At·61·JEF.: 

WILL ALLOW YOU TO CORRECT A PLAYtR'S INFORMATION. 

******************** 

. ' 
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C: Lr:: ~'. IC: 
TH I EF 
~,j I ZHF:D 

t°'=! F: F: Ci ~·~ 
:::;~·~ORD 

Df=IF.:T 
MFiCE 
DACGEF: 
::;:F1 ELL'.:;; 

WEAPONS USEABLE IN THE GAME 

BOW ~ ARROWS, SWORD, DART, 
DART, MACE, DAGGER 
SWORD, DART, DAGGER, MACE 
DART, DAGGER, MACE, SPELLS 

J '; 
DAM~GE (MAXIMUM PER SHOT) 

::: F' Cl I H r::; 
::;: F'O HH::; 
4 F' O I l"ff:::; 
6 F'OitH::; 
6 F'O I i··ff::; 

SEE SPELLS SECTION 

******************** 

FIRST LEVEL AND UP: r 
I 

2 
1 

1 
l 

MAGIC MISSLE: THE MAGIC MISSLE SPELL SENDS ONE OR MORE 
MAGICAL MISSLES THAT UNERRINGLY STRIKE THEIR OPPONENT. THE 
MAGIC MISSLE DOES BETWEEN 2 AND 5 POINTS OF DAMAGE. THE NUMBER 
OF MISSLES CAST PER SPELL GOES UP WITH EVERY TWO SKILL LEVELS. 
FIRST LEVEL CASTS 1 MAGIC MISSL~ PER SPELL, THIRD LEVEL HAS 2 
MISSLES PER SPELL, ETC. 

THIRD LEVEL AND UP : 

FIREBALL: THE FIREBALL SPELL CAUSES AN EXPLOSION TO OCCUR 
AMONGST THE OPPONENT'S FORCE, DESTROYING OR WOUNDING THE 
OPPONENT. THE AMOUNT OF DAMAGE DONE IS DEPENDENT ON THE SKILL 
LEVEL OF THE WIZARD. I 

I 

s I::<TH L E'·/El mm i IP 

DEATH : THE DEATH SPELL SLAYS FROM 1 TO 20 · OPPONENTS 
DEPENDING · ON THE LEVEL OF THE DUNGEON YOUR PARTY IS EXPLORING. 
THE DEEPER IN THE 'DUNGEON YOUR PARTY IS IN, THE SMALLER NUMBER 
OF OPPONENTS SLAIN. 

' ; 

7 



,,. . 

IT I :;:; F'O:::::;; I E:L .. E: T ::~1 FI ND t=I Mfl::. IC FI F:ECfCL ~.ff-il'1D fiMONCST THE 
[:>UrJGE:::l ·i TF:Et:: ::;; i_if':[ . 'l' H I :~:: 1 .. 1rnH> c1::1::::1s THE :::;t711•1[ T"!"F'[ OF 1-=- 1 i?EE:FiLL f{;:; 
A WIZ ARD 'S SPELL. EA CH OF lHCSE FIREBALLS DOES UP TO 36 POINTS 
OF DAMAGE. THE FIREBALL WA ND DOCS NOT HAVE TO CE WIELDED BY A 
~·~I :m::c:i" I T CHI ·i [ :E i.J:~:E::D [:( A!·i'r' F'L..ffr'EF n:~; LCtriG fr:: THfH F'Lff1"EF.: 
F'o::: ':;c::~:::;E ::; THE l"ii:::n.1c:• . 

f l :::r=·Eu.. Ci F:: ~".: ! r::- I :-;:r:1:: ::=11 .... L... l·~rn ·i[:• 0 :1(! cc !_!:;;[[:• i= 1 ::~: f lffi' F:t::: 1J'Ui....flF:'. l·lEFlF'CW·I 
IS USED. SEE COMBAT SECTION . 

. " 

~
" · '". i" ·J " i" " · '"' .. ,. .. ,""'"~ "<" '<"~"·I·"<" .• ,. °i" I 'f· .'f. .:f. ·'r· ·: "r .1:. ·t· .'f. ·'t· .'f."'"., ... ,: .. 1'. ·'t· .;: .. ,: .. ,: .. -r. 

. .. 
I • 

l·lHEl4 THE F·AF.:T\' EiKOUiHE~~: :~: A C• OOr~" THE::'r' Ht:1\"E THE OF'T I Oii OF' 
LI :::TEt .. 11 i"iC 1:n THE [:•OOF<:. E: \' LI :::TGl I tlC flT THE [:•OOF'. .· THE F'Fii?T"t" Mf: 'i' 
HEAR SOUNDS FROM BEHI ND THE DOOR. IF A SOUND IS HEARD, THEN 
THERE IS A VERY GOOD CHANCE THAT THERE ARE. MONSTERS BEHIND THE 
DOOR. IF NOTHING IS HEARD, IT IS STILL POSS IBLE TO ENCOUNTER 
MONSTERS BEHIND THE DOOR. 

IF YOG LIST EN RT THE DOOR FOR MORE THAN ONE TURN PER DOOR , 
THE SOUND (QR LACK OF> THAT YOU HEARD WI L L RCMA IN THE SAME FOR 
ALL SUCCESSIVE LI STENING ATTEMPTS UNT IL A NEW DOOR I S 
Ei"jCU!_,; \"·iTEF:EC>. 

ttt*ttttttttttt~ttYt 

CLERI C ABILITIES 

THE CLEF: I C Pu=:r/EF.'. CF-tl"~ RTTD·1FIT TO TUF:i"~ AL·JA \' " U ~·lDE ft [:i 
M(lr·i'.3TEF::::;" ::;ucH i=;::;; ::;;(ELET01"1::; tir·D Z0 i"1 E:: I e::::. THE CLEF: I c nu:::o Hf;::;; 
HEALING SPELLS THAT CAN BE USED TO RESTORE PLAYERS HIT POINTS. 

HEALING = THE C~EPIC"S HEALiNG SPELL NILL RESTORE 8ETWEEt1 1 
AND 8 OF A PLAYERS HIT POiNTS . THE RECEIVING PLA YER CANNOT 
RECEI~E - MORE THAN THE STARTING NUMBER OF HIT PO INTS AND A DEAD 
PLAYER CANNOT BE RESURRECTED BY THE CLERIC. 

******************** 
TH I EF~ AE: I LIT I E::: 

~ - · - THE THIEF HAS TWO VERY SP6CIAL ABILITIES THAT ARE USED IN 
PLAY I NG THE GAME: I 

.. 

. . 

f Hi[:i / F.'. EMO'~·'E TF.: FIF''.:: ~'~: THIS i=t8ILIT"r' fiLLm·J ::; THE THI Er TO FHm. t~i'~"4[~:i _ ___ _ 
REMOVE TRAPS PRIOR TO OPENING TREASURE CHESTS. IF THE PARTY 
FINDS A CHEST IN A ROOM, THE CHEST MAY BE BOOBY-TRAPPED. THE 
THIEF SHOULD ATTEMPT OPENING THE TREASURE CHEST , SINCE ONLY THE 
THIEF CAN DETECT TRAPS . 

. . 
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HIDE IN SHADOWS %• THIS ABILITY CAN BE USED DURING THE FIRST 
ROUND OF COMBAT TO ATTEMPT TO HIDE, MOVE AROUND THE ENEMY , AND 
STAB FROM BEHIND. STABBING FROM BEHIND DOES DOUBLE DAMAGE TO 
THE OPPONENT. TO USE THIS ABILITY • 

FIRST COMBAT ROUND 

PPOMPT : DOES II j··ff11'1E II ~·JI ::;H TO FIGHT? 
At·4S~~EF.: •. .. H . , 

IF THE THIEF ~;UCCEEt~; H1'1HH>H1G THH1 THIS ~HLL .BE C•ISPLAYED ... IF 
THE THIEF DOES. NOT SUCCEED THEN ANOTHER CHANCE TO FIGHT WILL BE 
OFFEF.:EC•. 

IF THE THIEF SUCCEEDS IN HIDING THEN THE SECOND COMBAT ROUND THE 
PROGRAM WILL UPDATE YOU ON THE THIEFS PROGRESS. ON THE THIRD 
COMBAT ROUND YOU WILL BE PROMPTED WITH • 

PROMPT • DO YOU WISH TO STAB FROM BEHIND? 
f1H ::; ~·JEP • ')' 

***********~******** 
COME: AT 

RANDOM AND NOT SO RANDOM MONSTERS WILL ATTACK THE PARTY 
DURING THEIR EXPLORATIONS . THE PARTY HAS THE CHOICE OF 
AT TAO( I t~G OR RUt·m I t·1G. IF ')'OU CHOO::{E TO F'.Ul .. 1.· '/OU MA'/ MOT Mm<E 
IT. THE ATTACK SEQUENCE OF INITIATIV~ IS DETERMINED EACH COMBAT 
ROUND BY THE PROGRAM. EACH PLAYER WfLL BE GIVEN THE CH01CE TO 
FIGHT OR NOT TO FIGHT EACH COMBAT ROUND. IF A PLAYER DOES NOT 
FIGHT, THEN THAT PLAYER WILL NOT BE ATTACKED. 

PLAYERS ARE AWARDED EXPERI~NCE POINTS FOR ALL MONSTERS 
KILLED, .HOWEVER, IF A PLAYER CID NOT FIGHT AT LEAST ONE ROUND OF 
EACH COMBAT SEQUENCE, THEN NO EXPERIENCE POINTS ARE AWARDED TO 
THAT f3LA'lER. 

DURING THE COMBAT ROUND, EACH PLAYER'S STATUS WILL BE 
DISPLAYED ON THE BOTTOM OF THE SCREEN. THE ATTACKING MONSTER 'S 
STATUS IS DISPLAYED ON THE TOP OF THE SCREEN. 

PROMPT • USING WHAT WEAPON? 
I 

ANS~·JER • s <USES SWORD> t 
B (USES BOW) 
0 <USES DARTS) 
G <USES DAGGER) 
M <USES MACE) 
~~ ( l~SES SPELLS) 
F <USES: FIREBALL WAND> 

q 
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AFTER CHOOSING A WEAPON THE CENTER OF THE SCREEN WILL CLEAR 
AND A SMALL WHITE RECTANGLE WILL APPEAR ON THE CENTER LEFT OF 
THE SCREEN. YOU WILL ALSO HEAR A BEEPING INDICATING A READINESS 
TO FIGHT. TO USE THE WEAPON AND SEE YOUR RESULT .. PRESS ANY KEY . 
THE WHITE RECTANGLE WILL EXPAND FROM LEFT TO RIGHT THE' DISTANCE 
EQUAL TO THE EFFECTIVENESS OF YOUR ATTACK. THE DAMAGE DONE WILL 
BE LISTED AT THE END OF THE SHOT. EACH TIME AN ~PPONENT IS 
KILLED A SMALL BLACK DOT WILL APPEAR IN THE UPPER RIGHT CORNER 
OF THE :3CF:EHi. . ~ -, 

~.JHHi THE i•1ot·6'f~p::;; ~TTACI< THE F'l=tF'.T"i"" THE SCREEl"i CLEfiF:::3.. THE 
MONSTERS ARE LISTED AT THE TOP.. AND THE PARTY MEMBER UNDER 
ATTACK IS LISTED ON THE BOTTOM. IF THE MONSTERS MISS IN THEIR 
ATTACK ON THAT PARTY MEMBER .. A WHITE RECTANGLE WILL APPEAR IN 
THE CENTER OF THE SCREEN. IF DAMAGE IS DONE TO THE PARTY MEMBER 
THEN A BLACK RECTANGLE WILL APPEAR ON THE SCREEN WITH THE AMOUNT 
OF DAMAGE DONE LISTED BELOW THE BLACK RECTANGLE. 

THE DEEPER THE PARTY GOES INTO THE DUNGEON, THE STRONGER 
THE MONSTERS BECOME. THE TREASURE AND EXPERIENCE POINTS 
AVAILABLE ALSO INCREASE. 

******************** . 

TREASURE IS FOUND ON OVERCOME FOES AND IN ROOMS OF THE 
DUNGEON. THE PROGRAM AWARDS TREASURE AND SPLITS IT UP BETWEEN 
THE PLAYERS AUTOMATICALLY. 

SOME SF'EC I AL TF:'.EA::;Uf<'.E ITEM::; M~l BE FOUl·m I~·~ THE DUHGEOH. 
THESE ITEMS HAVE DIFFERENT EFFECTS ON~THE PLAYER POSSESSING THE 
ITEMS. THESE SPECIAL ITEMS ARE = 

ITEM 

+" :x: II TO HIT S~·JOF.:D 

+II~<: II SHI ELC• 
+II~-:: II BF'.ACEF'.S OF C•EFEl"~ :::;E 

+ 11 >'~ 11 AMULET * 
+II>< II F: I t~G OF F'F:OTECT I Ot·4 
+" ;x;" DAMAGE SWORD 
FI REE: ALL ~~A~m * 

* 
* 

' 

I t·iCF.:EASES HIT PF.:08. AC>\·'. 
DECF:EA2;ES ARMOR CLASS 8'·( 

1111 II II II 11 tl f t " 
II II II II "" !I II 11 

1111 1111 1111 1111 II 

11" II II JI II "JI II 

I tK:F.:EASES DAMAGE AD.J. BY II r.: 
SEE FIREBALL SPELL 

* USEABLE BY (BUT NOT RiSTRICTED TO) A WIZARD. 

WHEN A SPECIAL TREASURE ITEM IS FOUND .. THE PROGRAM WILL 
. REMEMBER AND AFTER YOU HAVE ESCAPED THE DUNGEON WILL ASK YOU 

WHICH PLAYER WILL KEEP THAT ITEM OF TREASURE. HOLDERS . OF THESE 

.. 

SPECIAL TREASURE ITEMS ARE AWARDEC) D.:TRA EXPER I H4CE POINTS. ~ 
; 

********************* . ; 
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WHEN THE COMPANY IS READY TO ESCAPE THE DJNGEON AND TAKE 
STOCK OF I T' S TREASLlRE ANO ~XPER IENCE POINTS THE FOLLOWING 
SEQUENCE SHOG~D aE USED ' 

PROMPT DO YOU WISH TO ADVANCE? 
F!r·r~; ~·JEF.: , r·l 
PROM?T : DO YOU WISH TO TRY TO ESCAPE? 
HH :::; ~·.i EF:' ' 1' 

TO FI c;HT 

~·~HEH THE Ff!FH\' HF1:;:; E:;::1::i=-ir'ET1 THE F'R01:;1?f!i··1 ~·~ILL. J_ I ::::: T Oi·~ THE 
SCREEN ALL PLAYERS THAT SURVIVED THE EXPLORATION ALONG WI TH ThE 
EXPERIENCE POINTS , GOLD A~D SILVER THAT THC PLAYER EARNED ON 
THIS ADVENTURE. THE PROGRAM WILL ALSO LIST ANY SPECIAL TREASURE 
I TEi•J::;:; FC:UHD ffrlD ~·JH I CH F'LF!'f'EF: HOU):;:; THE::::E ITEM'.:;. 

THESE EXPERIENCE POINTS, GOLD, AND SILVER, ALONG WI TH ANY 
SPECIAL TRE ASUR E ITEMS SHOULD BE COPIED ONTO PAPER FOR USE IN 
THE NEXT PR OGRAM (TOWN). 

··' '7.11 __ , 

AFTER THE ?ARTY HAS ESCAPED THE DUNGEON THEY RETURN TO THE 
INN OF THE RED DR AGON. THE PARTY STARTS IN THE COMMON ROOM. 
THE INN OF TH E RED DRAGON IS LOCATED .IN A SMALL BORDE2 TOWN ON 
THE EDGE OF THE ~ILDERNESS. 

f 
UPON [:EG I !·-!t -i I t-iG THE TOl ... IH F'F::OC8FWI .' ; '/OU ~·~ILL BE ri:;:;f<EL1 Hm~ r·w11···i"1' 

.ARE IN YOLlR COMPANY. THIS NUMBER SHOULD BE ONLY THOSE THAT 
:;:;UF:\" I '·."ED THE E>::F'LOF:fH I Ol· i. TH I::;; I::; i·KtT HU·jff(::; THE :::fWiC: tiU l·iE:[R i::i::;:; 
YOU STARTED THE ADVENTURE WITH. 

I 

THE PF.: OGF.:Ar-1 ~·~ ILL THCi .J F:Eous:n EHCH F'LA\'E:F:: : ::; j·.lf'.'.WiE f:lt·ID THE 
INFORMAT ION NEEDED FOR EACH PLAYERS. THE INFORMATION NEEDED 
WILL eE FOUND EITHER ON THE PLAYER HISTORY CHART FOR THAT PLAYER 
OR ON THE TRANSF ER PAPER FROM THE LAST PROGRAM. 

ONCE THiS INFORMATION HAS BEEN ENTERED THE TOWN PROGRAM WILL 
REVIEW THE INFORMATION ON EACH PLAYER AND ASK IF THIS IS 
CORRECT. I F IT IS NOT YOU CAN GO BACK AND CORRECT IT CY 

~ - ANSWERING <N>. AN ANSWER OF <Y> WILL CONTINUE THE PROGRAM • 
.... - · 

WHILE STAYING AT THE 

E; Lf·! !_.!·: .. ::. t· i I i H 
::;TOF.:E 
.JE ~·JELEF: 
F.'.0011 

- - - ------ ----- -

I 

INN TH~ PARTY MAY VISIT THE FOLLOWING · 

t::U ·1 ,.. '.:.E:.L.l Af.::l·lur:: UF.: ~JEAf 'Oh.::. 
EIU"r' :;::;IJPPL I E::; 
BUY/ SELL .JEWELRY OR GEMS 
l:.t::U::t. 



.. -

***** THE ROOM LOCATION INI TIATES THE END SEQUENCE TO THE 
GAME. THIS SEQUENCE CALCULATES THE PLAYER'S POSSI BLE INCREASE 
IN SK ILL LEVEL DEPENDING ON THE PLAYER'S EXPERIENCE POINT TOTAL. 
IF A PLAYER INCREASES IN SK ILL LEVEL THEN THE PLAYER'S NEW HIT 
POINTS AND OTHER VARIABLES WILL BE INCREASED ACCORDINGLY. 

AT THE BEGINNING OF THE ROOM SEQUENCE THE PROGRAM WILL ASK= 

. " . -, 

IF THE F'LA'/ EF: t-f~r·1EO ~·ff:i :;:; ffr~liFDED fl :;:;PEC I AL TPEA:3URE ITEM FOF.: 
THE ADVEN TLlRE THEN ~E A~SWER TO THI S QUESTION SHOULD BE YES . 
THE PROGRAM WILL . THEN' NUMER ICALLY LIST THE SPECIAL TREASURE 
ITEMS <SEE TREASU RE SECTION > AND WAIT FOR YOU TO CHOOSE THE 
NUMBER OF THE I TEM TO BE ADDED. 

IF THE NEW MAG I CAL ITEM I S REPLACING AN EX ISTING MAGICAL 
ITEM ,( i . e. A +3 TO HIT SWORD REPLACING A +2 TO HIT SWORD ) , THEN 
THE PROGRAM WILL PROMPT = 

YOUR ANS WER I N THIS EXAMPLE WOU LD BE= 

3" 2 < EHTE. F.: > : 

THIS WILL REPLACE THE EXISTING +2 TO HIT SWORD WITH THE NEW 
+3 TO HIT SWORD. THE NEW HIT PROB. ADV . WOULD ALSO BE 
CALCULATED AUTOMAT I CALLY BY THE PROGR~~. IF YOU ARE REPLAC I NG A 
NON-M AG ICAL SWO RD THEN 0 SHOULD BE EN~ERED AS THE OLD VALUE. 

THERE ARE SOME OF THE MAGICAL TREASURE ITEMS THAT DO NOT 
REQU IRE REPLACEMENT BUT ARE ADDITIVE. (i.e. A +1 AMULET>. I N 
THE CASE OF THESE ADDITIVE ITEMS, CHOOSI NG THE RIGHT ITEM NLlMBER 
IS ALL THAT IS NEEDED. . 

WHEN ALL OF THE PLAYER~S NEW MAGICAL ITEMS HAVE BEEN 
ENTER~D (ONE AT A TIME), YOU CAN EXIT THAT PLAYER BY ANSWERING 
NO TO THE MAGICAL ITEM PROMPT. IF A PLAYER HAS NO NEW MAGICAL 
ITEMS THEN · NO SHOULD BE ENTERED AT THE FIRST PROMPT FOR THAT 
F'LA°"f'EF.'.. 

WHEN FINISHED WITH THE PLAYER'S NEW MAGICAL ITEMS, THE 
PROGRAM WILL THEN DISPLAY THE INFORMATION ON THE PLAYER HISTORY 
CHART THAT NEEDS TO BE CHANGED AS A RESULT OF THIS ADVENTU~E. 
THIS INFORMATION MUST BE TRAN$FERED TO THE APPROPRIATE PLAYER 
HISTORY CHART SO IT WIL~ BE AVAILABLE FOR THE NEXT ADVENTURE. 

******************** 
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PLAYER 0 HISTORY CHART 

EACH PLAYER WILL NEED A PLAYER HISTORY CHART TO KEEP TRACK 
OF HIS/HER PROGRESS IN THE GAME. AS EXPERIENCE POINTS, HIT 
POINTS .. SKILL LEVEL .. ETC. INCREASE, THE APPROPRIATE NEW VALUES 
SHOULD REPLACE THE OLD VALUES 

\'O l_i MU:::;T ~::: EEF' THE: NnJ I HFOPMiiT I on Ol'·i THE PLf~\'ER HI ~:noF'i 
CHART SHEETS MANUALLY. 

-, 

THE Tmm PF:OGF::;1 L I~:;r:::; THE t·4El.oJ '·/FiLUE::; .. ( f1T THE El"·i[:i OF THE 
F.:OCWI :=;E!JUEt·-ICE) .• Ai; ., T~E!'..:E :3HOULD BE TF.:Al··E ;FEF':ED TO THE PLA'/EF:: 
HISTORY CHART. . • 

EXPLANATION OF PLAYER HISTORY CHART ITEMS 

NAME = THE PLAYERS NAME MAY BE ANY COMBINATION OF 
ALPHA-NUMERIC CHARACTERS NOT MORE THAN 8 CHARACTERS IN LENGTH. 

SKILL LEVEL = THIS IS THE CURRENT SKILL LEVEL OF THE 
PLAYER. AS EXPERIENCE IS GAINED , THE SKILL LEVEL WILL INCREASE. 

ARMOR CLASS = THIS IS A REPRESENTATION OF THE PLAYER ' S 
ABILITY TO DEFEND HIMSELF./HERSELF. THE FINDING AND WEARING OF 
AhY Mt=:G r c1::iL ITEM:~; ~.n TH A + 11 >=: 11 F'F~OTECT I Ot·i VALUE ~.n LL Lm·~EF.: THflT 
f'LA'·r'EF.'." ~3 APMOF": CU=tSS E:\' ":=<: 11 

• ( ::;EE MfiG I CAL ITEMS.. TOW·~ SECT I Ol··i ) • 
IF YOU UPGRADE YOUR EXISTING ARMOR TO A BETTER PROTECTION GRADE 
OF ARMOR, YOU SHOULD SELL YOUR OLD ARMOR. 

cu::i ::/:; : TH I::;; I ::;; THE PLA"1'EF.:~; OCCUF.f TI Ol"i A~·m CFll ·~ E:E ; FI GHTE F.: .' 
CLERIC, WIZARD .. OR THIEF. I 

~ 

RACE= THE PLAYER CAN BE EITHER A HUMAN .. ELF.o DWARF,. OR 
HALFLING. SEE THE RACE SECTION OF THE PLAYER PROGRAM FOR 
DESCRIPTIONS AND ADVANTAGES/DISADVANTAGES. 

I 

STR .. INT .. WIS .. ETC = SEE ABILl~IES SECTION OF PLAYER PROGRAM. 

~IT PROBABILITY ADVANTAGE = THIS IS A VALUE DETERMINED BY A 
PLAYER ' S STRENGTH ABILITY. THIS VALUE CAN ALSO BE INCREASED BY 
CARF.'.Y I NG A + ,; ;.:; " TO HIT ~·JEAF'ot·i. ( ~3EE MAG I CAL I TEt1~3 SECT I Ot-4 Hi Tm.~H 
PROGRAM>. THIS VALUE IS ADDED IN WHEN THE GAME PROGRAM CHECKS 
TO SEE IF THE PLAYER HAS HIT THE OPPONENT DURING COMBAT. 

~ - DAMAGE ADJUSTMENT= THIS A VALUE DETERMINED BY THE PLAYER ' S 
. ""~- STF.:Et-H:;TH RE: I LIT\'. TH I::;; VALUE , I~:; AUTOMAT I CALL 'r' AN.'ED I tHO THE 

DAMAGE DONE WHEN THE PLAYER HAS ~IT AN OPPONENT DURING COMBAT. 
THE CAF.:F:'-r' I t·iG OF · A + ·~ ::-~" DAMAGE Sl>JORD I t·K·;F.:EAS;ES THE PLA')'EF.:, s: 
l)AMAGE AC1JUSTME~n B'l ">=:" • ( :=:EE MAG I CAL ITEMS SECT I ON OF TOW·~ 

' i 

13 
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EXPERIENCE = THIS IS THE VALUE OF THE POINTS EARNED BY 
E:,=:F'LOF: I t··iG THE c:•Ut·iGEOt·i .· I- I t·iei I HG TF'.Efi:3Ul?E Fll"Ki ~:: ILL I tiG Mot·~'.::; TEF:;; . 
EXPERIENCE POINTS ARE USED TO DETERMINE SKILL LEVEL. ONLY ONE 
(1) SKILL LEVEL MfiY BC GAINED FOR EfiCH EXPLORATION OF THE 
DUNGEON. AT TIMESJ THE NUMBER OF EXPERIENCE POINTS BELONGING TO 
A PLAYER WILL BE GREATER THAN THE AMOUNT NEEDED TO RAISE THAT 
PUf1"EF.: t10F:E ThAt .. I Ot·iE ::;r::: I l_L LE'·/EL_. I r:· TH I::;:; Hfff·F·E~_H:;:; THE!"·I THf: 
PROGRAM WILL RESET THE PLAYER'S CXPERIENCE POINTS TO -1 LESS THAN 
NEEDED TO RAISE T~E PLAYER TO THEN NEXT SKILL LEVEL. THIS NEW 
EXPERIENCE POINT TO~AL WICL REPLACE THE EXISTING HIGHER VALUE. 

HIT POINTS = 
1 ~HES~ ARE THE NUMBER OF POINTS OF DAMAGE THE 

PLAYER CAN TAKE BEFORE THAT PLAYER DIES. HIT POINTS CAN BE 
RESTORED BY A CLEPIC'S HEALING SPELL CSEE CLERIC SECTION). WHEN 
THE PLAYER ESCfiPES THE DUNGEON, HIS. ~ HER HIT POINTS ARE FULLY 
RE'.::;TOREC1 • 

EXPERIENCE ADVANTAGE= THIS IS A PERCENTAGE VALUE THAT IS 
AUTOMATICALLY ADDED INTO YOUR EXPERIENCE POINTS GAINED FOR EACH 
ADVENTURE. THE EXPERIENCE ADVANTAGE IS BASED ON HI GH ABILITY 
SCORES IN THAT PLAYER'S PREFERRED ABILITY. 

HIT POINT ADJUSTMENT= THI S VALUE IS AN ADJUSTMENT OF A 
PLAYER ' S HIT POINTS BASED ON THAT PLAYER'S CONSTITUTION ABILITY 
SCORE. THIS VALUE IS AUTOMATICALLY ADDED INTO THE PLAYER 'S HI 1 
POINT TOTAL EACH TIME THE PLAYER INCREASES IN SKILL LEVEL. 

FIND/REMOVE TRAPS AND 
HI DE I t·i :;:; HflC•m~:;:; = THE:::[ fEPCEtHfiGE::; APE U'.3EC:• [:\' 

THIEVES. ( SEE THIEVES ABILITIES SECTION ) 
ARMOR = THE PLAYER'S ARMOR A~D OTHER PROTECTION DEVICES 

SHOULD BE LISTED HERE. 

WEAPONS= THE PLAYER'S WEAPONS <INCLUDING MAGICAL ONES) 
SHOULD BE LISTED HERE. I 

.JE~·~ELF.:"i" = 

HEF:E. 

.• 

THE PLAYER ' S· GEMS AND JEWELRY SHOULD BE LISTED 

MISC. = ' ANY OTHER ITEMS THE PLAYER MAY POSSESS CAN BE 
LISTED HERE. 

MAGICAL SPELLS = THIS VALUE IS THE NUMBER OF MAGICAL SPELLS 
AVAILABLE TO THE PLAYER. WHEN THIS NUMBER IS EXCEEDED DURING AN 
ADVENTURE THE PLAYER IS OUT OF SPELLS AND MUST TRUST TO OTHER 
MEANS. I 

GOLD / SILVER: THE~E ARE VALUES OF THE NUMBER OF GOLD AND 
SI LVEF.. F I EC.E3 THE PLA'1'EF.: POSSESSE::;. 1 GOLE:• PIECE =20 SI L'y'[i?. 

******************** ; 

' ; 

., <-/ 

. ... 



; · 

• · ··.ooe._ 

HINTS FOR SUCCESSFULL ADVENTURES 

WHEN PLAYING THIS GAME, THE ORDER IN WHICH YOUR PLAYERS ARE 
LISTED IS THE ORDER THEY WILL EXPLORE, FIGHT, ETC. THE FIRST 
PLAYER IN LINE SHOULD BE A STRONG FIGHTER TO BEAR THE 6PPONENT 'S 
INITIAL ASSULT. THE REST OF THE PARTY CAN BE IN ANY ORDER, WITH 
ANOTHER FIGHTER AT THE END (IF POSSIBLE). I FIND SI~ PLAYERS Ifi 
A PARTY WORKS WELL . 

. " 

THE USE OF ;~IZARD SPELLS SHOULD BE CONSERVED UNTIL 
ABSOLUTLY NEEDED. ~ lNY ~LAYER WITH A FIREBALL WAND SHOULD USE 
THE WAND ONLY OF TH · PARTY IS GREATER THAN 20 FEET AWAY FROM THE 
Et··IEM'r'. 

THE USE OF THE CLERIC 'S HEALING SPELLS SHOULD BE CONSERVED 
AND USED ONLY IN LIFE AND DEATH SITUATIONS. 

DURING COMBAT, IF ANY PLAYER DOES NOT FIGHT, THAT PLAYER 
WILL NOT BE ATTACKED. FOR EXAMPLE, AFTER THE WIZARD HAS FOUGHT 
THE ONE COMBAT ROUND REQUIRED TO RECEIVE EXPERIENCE POINTS FOR 
THAT OPPONENT, THE wr:ARD SHOULD ANSWER NO TO FUTURE FIGHT 
OFFERS (FOR THIS COMBAT SEQUENCE ONLY), 

ONE LAST WARNINGJ ·oo NOT TRY TO EXPLORE ALL OF THE DUNGEON 
WHEN YOU HAVE A YOUNG PARTY OF EXPLORERS. IF YOU DO YOUR PARTY 
~H L.L J··iCJT F:ETUF::i"'i. 

8\' THE ~·4A\' .• 
LIE::; A i··il_;ME:EF.: 
~·1HEF::E ::i . 

RUMOR HAS IT THAT DEEP IN THE DUNGEON THERC 
OF FABULOUS DIAMONDy.<IF I COULD ONLY REMEMBER 

LASTLYJ WATCH OUT FOR THE 

L1_1C:t<: 

I 

t 
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S~:::I LL LE'·/EL : 

~:ACE' 
. ... 

....~;E>=:: 

.., 
I· 

STF.:: 

HIT PROBABILITY ADVANTAGE= 

DAMAGE ADJUSTMENT: 

EXPERIENCE ADVANT~GE: 

FIND/REMOVE TRAPS : 

ARMOF:' 

Jfa~ELF.:\' ' 

MAG I CAL SPELL~; : 

' > 

1 l_p 

CLA::;;::;; : 
~ 

cm·~ = 

HIT POINT ADVANTAGE= 

t11 SC. = 

I 

I GOLD : 

SIL~/ER: 

-------· 

CHf1F:·= 
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QUICK REFERENCE PAGE 

CO 1'11"1 fl t·1 D :;:;Ul"Jt'IHF:'t'· 
--·- - -· - -- -- - - ----- ...... 

" 

'{ ::::: \'E::;; 
t·~ ::::: t·m 
L - LI:3TEN 
Cl - OF'Ei"-1 
tl -- f1TT::=icr< 
F.'. - RUt·~ 

H :::: HIDE 
E: -.. E:IJ\' Tm·H·~ 
1:· -- ::;ELL II ·-· 

8 :::: E!!m·J 
D ::: DARTS 
G == C•AGGEF: 
r-1 = MACE 
.;::· 
•.J ::: ~;~·JOF:D 

F = FIREBALL ~~At·i[• 

~·J :::: ~·JI ZARD SPELLS 

J 
I 

.... . 

II II 

1:1 ._, 

4 
6 
6 
8 
36 

' t 

' ; 
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RA CE ABILIT~ ADJ. 

HUMf-11·4 
r·ff·1LFL I t·K; 
[:• L·ff'iF: F 
ELF 

FIGHTEP 
CLERIC 
THI-EF 
L·J I ZfiF::D 

f 
I 

':• ,;_. 

·:· ·-· 
1 
1 
1 
1 

tKll·iE 
-1 ::nR .. • +1 DD:: 
-1 CHAR.,+1 COHST. 
-1 CONST.,+1 DEX 

PF.: IME .f:iE:I LI T'l 

::;;Tf':Et ·lGTH 
~·JI :;:;[:oOt'I 
C•Ei-::TEF'. I T"r' 
I tHELL I GEi"1CE :~., 

C•D<;TEF:: IT\' 

F 
F .. T .. ~J..C 
F .• T.. L·L C 
F" T" ~·J .. C 
F .. T 
F .• T, ~·L C 
~·J 
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INFORMATION TRANSFER SHEET 

, 
F'Lffi"EF.: SI L'·."ER F' I ECES 
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'· . 
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' 

INFORMATION TRANSFER SHEET 

,... . 
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PLAYER HISTORY CHART 

SKILL LEVEL: ARMOR CLASS:+/- CLASS: ----- -----
RACE: SEX: -------- ~~---

STR: -- INT: -- WIS; __ DEX: CON: -- CHAR: 
~~-

HIT PROBABILITY ADVANTAGE: 
-~ 

DAMAGE ADJUSTMENT: 

EXPERIANCE: 

HIT POINTS: --
EXPERIANCE ADVANTAGE: HIT POINT ADVANTAGE: 

-~- --

FIND/REMOVE TRAPS; % HIDE IN SHADOWS: % 
-~ --

ARMOR; WEAPONS: 

JEWELRY; MISC.: 

MAGICAL SPELLS; GOLD; SILVER; 



~.~!! 
Y-TES 
N-NO 
I.-LIS?tN 
~!N 
A-A'l'TACK 
R-R.mf 
h+hide 
!3-'BUY 
S•S'!LL 

I 

""~J>J!l!
B-BOW 
D DARTS 
C DAOO!R 
M MACE 
S SWORD 
r nnlW.L WAND 
W WIZARD SPELLS 

MAX DAMA.GE 
3-·~·-··---

4 
6 
6 
8 
36 

SHOTS/ROUND 2--·- · _ ___. 
3 
1 
1 
l 
1 

·. 

~ . • t: 




