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THANK YOU !
THANK YOU lor buylng thls Advanced
TurboChlp Game Card, "Ofttu'r of the GiflontM',

Belor€r using your new Turbochrp game card,
pleaso read this inslruction ntiItuitl carefully.
Farriliir r1e yoursell with lho prolxrr use of your
TrrrboCir irlx-1 6 Entertainmenl SupcrSystem,
prociilllxrr,,)oncerning its uso, at)d the proper
use ol llrri I ilrl,ochip game card. Always
opsrirkr y{)ur I r l,oGrafx-16 Supersyslem and
this lurlxrOlrrlr,;., e card according to
instruclt(nIi I,l)ir. ,,keep this manual in a safe
place kx lrrlutr) rrl('ri,ltce.

@ 1992, Slr:rloryrr: Sllulillions, lnc All Rights
Reserved.
o 1992, TSR lrx). nll l.I(ltrls Reserved.

WARNINGS
I I ltlr vt(kro (lrilrc may cause a burn-in

Inrnl;r' r111 y,rrrr television picture tube. A
l)uIr tr tIr.r(l(] is rn image which is
l)orrnncnt ty burned into the inside oI the
l)kjtDr,. tulx_.. Do not leave static or still
lnrnlt,. . (rr pause or play mode) on your
lolovt .r.rr :;r:rcen tor extended periods of
ll[ro wlr'." t]tirying this game, it is advisable
to rorlrrr.,. ttr. .icreen brightness to help
ivokl lrrrirrlr.l)rirn-in on the picture tube.

2 llI r,rrr0 ltr,rt l ,, )ower iS turned off when
t:ltrtttr;1rt,1,1.,,, rrds.

3 llrtrrt,,,rl,r, r.r r deviceandshouldnotbe
lllrrl,,r.,t,,, t,rr lerconditionsolexcessive
Itlttlrrrrrlrl, , lrL rnidity.

4 Do 1ul i rr, rt , ,, n(l your Turbochip game
cturlrr

5 Do lrol tou, l, 1,, rrsido of the terminal area or
exl x ltr, ll r r : ,r ]t , I l;yslltm to water, aS this
mi(rlll (Ilrr.r(1. lr,r Llnil

6 Do not wtlx, \ r liuporsystem or Turbochip
ganxr (:(r(lr, r, t r volalilo liquids such aS paint
thinttttt ot lrrr ,.rro

TurboClrrlr llrn i ,r(1., .rl ntade especially for
use willt llI' Ilrlr(il ir,rlx l(; Entertainment
SuporSylrkrrrr Iilrl tlr' I ltl)oExpress Handheld
Enterlil[[tx'Il :;y,,t, lr irn(l will nol operate on
othor liy!il0nr!i

Any (iulllt(;illlol ()l lllr,,ollwarg is r;lrictly
prolrl,rl{)d.
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lntroduction
"Don't listcn to (hosc silly sups151i1ions, rny li'icrrtlsr" tlrr. lrcarty Lord Korrigan
roars,slapping yottt cllrllcteronthehtrckirrrrl rrt.;rrl'r'l,,,rlinghimover."There
arc no varttpircs. lto wr'n'rlolves, no werrclrollsl 'l'lrt. nt(),,1 (lllngerous thing you'Il
lirttl will probahly hc ir hrrrrgry rabbit or twol llrr lur lr:r lrrrl'

Yourcharacterisglltl sorrruonecanseethchrrrrror rrrrrll tltis.Hehadn'theard
about the forests ol Ktrrirrrrt.ikos being fraught willr r.rrrrpircs, werewolves, and
other monsters -- thut is, rrot until after he itcccl)l(.(l I ,rrrl lr.omingan's commission
to dispel the rumors ol u varnpire at Koriszcgy Kct.;r I lrr.rt''s oo backing out now,
not after Lord Korligurr guvc him the weapons, srrpplrr. . :rrrcl the right to probe the
rnysteries of the Kecp. At lcust, your charactcr t0kl lrrrrr,,,.ll. walking into an area
l'illcd with undead beasts - it could hardly gct wolst. tlr:rn tlrlt.

Or corrltl it'l It seems that vanrpires and lycanthr.op(.s w(.r(.n't the only dangerous
things lrrrkirrg in Karameikos. During his simplc "nrirgrprrrl t.xpedition," he finds
evidettcc ol :rn cvil slave operation, the Iron Ring, irrrrl rr Ilrrl 11g1ins1 Duke Stefan
and his lirrrrily. What wicked conspiracy binds thcrtr tolit.rlrr'r'l And what can your
charactcrs, wlrrrtlt.lirrg adventurers, do to stop thcrrr'l

o The Setting

r s lc8)
Itor islcgy'5 \0

G%ixt:s$S.$t"Yi[*B{$ti

Radlebb KacP

lr(n S(ilk !tr Simulations. lnc.

'l he Irorr Rifrg

@t
Sp,'cula-rim



S preparingforplay

. Inserting the TurboGhip Oame Gard

l. Ilc sure thlt lllc l)()w('r rs turned ofl'.
2. llcruove thc'l'trrllr('lrrI gurne card lhrrrr ils Pltrrtr, , r,t.

Note: DON"I'lx,ttrl tltt t:tttne card or lottt'lt ilt ntt t,ti trtu l.t.

Doing tt tn(tl tlttnt(tge the prognttrr.
3. Insert the card willr tlre title side up into thc ( ilrrr, r .rr,l l)ort .

4. Push the card in urrlil yorr leel a firm click,

. Turning on the SuperSyotem

l. lJc sure that your garrrc card is inserted proplly.
Nttt'. ll vourgamecunl isrtotinsertedpntptrlt,llt, l','tt,'rSwitchwillnot

rtr,t,c all the way to thc right.
2. Slitle llr(' ( '()ntrol Deck Power Switch to thc "( )N " l)(,.,rlr( )n

Thc titlc s( r('('n ilppears

Note:'llt tttnt ()l l l'(,$ter, press ISELECT]
',vltilt ltrtltlirt,\ ,lru'n lRUNl, reset the
unit, tttrtl lltt,rt ltrrrt OliF ltower.

with the controller

lllames and lunctions of Gontroller Parts

For enhancecl cttioytttcttl. llnriliarize yoursell cotIt;rlt'lr'II

before play.

o Gontroller description

Direction Key: Movcs the party, charitcl('r's.

and cursor.

RUN Button: Cancels character actiolts tltrlirrl'
combat, gives the next character the right lo I illlrl.
Breaks camp when camped.

SELECT Button: Makes camp.

Button l: Selects the item highlightctl ltv tltr'
cursor. Selects the location highlightcd hy llt('( ilrsoI during colttb:rl rtltilc

selecting the active item on the right.
BUttOn ll: Selects the item highlightctl lry llrt' r'utsot. Sclccls llrc Ioe ation

highlighted by the cursor during corrrblt wlri lt' se lcct ing lltc itt l ir e item on the leti.

TurboSwitches: Both switches slrotrlrl lrc plircctl irr tlre tkrrr n position for this

game.

. Basic functions

Use either [Button I] or IButton III to sclcct the highlighted item. PrL'ss llrc

[Direction Key] up, down, left, or right to highlight the desired itcrtt.



The Aduenture Begins
Turn (}rr llrc StrPc[Syslr'ilr. i[td the title s(.t(.('ll ;t|1r..il,
Ntttt. ll tlttrt Lrrtrr.r'rrr,,l qtttrrcelafu, llt,,"('lrNll,\t / \\',lVliDGAME"itam

viII rtol ttltl)('ut.

. Beginning a new game

l. Highlight the itcrrr "S'1,\l{'f A NEW Cn M1,."

2. Press [Button Il or' I llrrltorr II]. The charilclcr s(.1,., rr,,l \(.rcen appears.

. Gontinuing a saved game

Ntttt': A ,qume that hu:; lttttr.sttt,td canbe uttttirrttt'rl lr,,rtt rltr'1nint it was savetl.
l:ttr letails on suvittg ,gtttrt',s, see p.20.

l:ttlcr'1'orrr pitssword to cotttirttrc a game savctl willr rr p;r.,.,uotrl.

Loatl llrt'li;un(;rslirllowsifyouhaveaTurbolJrxrslt.rr,r ['rrrboCDwithback-up
RAM lrrtl lrr\ t' s:rr cd the game to RAM.

l. Press llrc ll)it't tiorr Kcyl up or down to highliglrr "('( )N I lNt.rti A SAVED
GAM11".

2. Press [Buttorr II or Illrrltorr Il].

I'hc garne will begin lirrrrr tlrt. lxrirrl slvcd.

0rganizing Parties
'l'hc adventure begins with you picking the tttclttlrt'rs,rl \()urparty. There are

seven classes of adventurer, with three characlt't s lrr ( ir( ll class. Each class has

different capabilities and characteristics. Thc t'lIrr rr, I, r. in each class dil lcr

slightly in ability.

Select four Characters tO form your party. A litxxl, I'rrl:rttced party rcqtlilcs itl lcast

one Cleric, one Mage, and a Fighter or lwo. 'l lris t', :r tlood party: onc lftglttcr or

Dwarf, one Cleric, one Mage, and one Iill.'lltt't lr;rtrrtlcrs you choosc lrll'ccl the

adventure you have, so seleCt your charat'lt'rs r'rrrt'lrrllv while referrirrg lo tlrc

individual status display that shows chal'lttlct n llril)trtcs and a descriptivc

Summary.

. The seven classes

Fighter
A typically strong character who can usc i||ty wcilPon of illDl{rl . rrrtd has many hit

points.

Mage
A poor fighter who can learn and cast Milgicill spclls, hut cannot wear any armor

and can use very few weapons.

Glerie
Can learn and CaSt CleriCal spells, and citll wcar any arm6r and use trtttt blrttlctl

weapons.



Thief
A mediocrc I'ightcl who cirr wear artttol ittttl lls(' :ur\ \vcilp()tl.

Etf
A fightcl who clrrr also t:rst Magical spclls, wt'irr rn\ ilnuol'and can use all
wcapons, but atlvarrccs ['r'cls very slowly.
Elvvanf
Vcly sirrrilar to I;ighlcrs. l)rt more resislartl lo nrill'r,

Halfling
Somewhat similar to llrit'r'cs.

. Selecting characters
l. Press [Direction Kcyl lclt and right, up and dowrr, tu lrrr,lrlight the class you want.

2. Press a button. The avuilublc characters in tlrll t'lrrs', ;r1,pt'ar in the window on

thc left.
3. l'r'css lDirection Keyl again to highlight thc cllrlirr'tt'r \()u irre interested in. The

slltrrs ol the character is shown in the window ()n tlr(' l rltlrl. along with the

stitlc r r r('r ll .

4. Prcss il l)utl()n to select the highlighted charactcr'.'llr('( lriilirctef is put in the
party.

Nott: l.l' .t'tttt .\t'lt't t none of the characters in tlutl ( /,r,\,r, /,1'.\,s the IRUN] button
itr,sluul ttl I lltrtton I I or IButton II].

Note: lJ ltou lutt' .st'la lu! u <:haracter you dtnr'l ttttnt, .v'lt't't "l)ROP" on the

charactcr sclu'tirttt :crcen. Highlight tht tfutnttlt't \'ou t'unt to drop, and
press IButlttrr I I ttr I l]tlton lll.

The character will be lcrrrovctl lirrrrr your party, and you will hirvc a chance to
select a tlil'lerent charactcr.

-5. Ilepeat steps l, 2, 3 and 4 until you havc sclt't lttl rr ll four chal'actel's.
(r. When you have selected all lbur charactcrs, you rrc lsked if you arc satisfic(l

with your party.

Il satisfied, highlight "YIrS" and press IButtorr ll rtr llltrtton II].
The Adventure will now hcgirr.

If not satisfied, select "NO". You will havc it t ltitttt r' to tlrop and rcplrtec sot.tle

characters.

. lndividual status

1 . The face of the highlighted
character

2. Strength

3. Intelligence
4. Wisdom
5. Dexterity
6. Configuration
7. Charm
B. Hit Points: A character dies if

his hit points are decreased to

zero through being attacked.

9. Summary: Brief summary thal

may help you to select among

characters.



Wandering in the Gities

A ncw gitttte hcgirls rrr tlr, , ily' Radlchh Kt't';r

wherr t,our pillty eill(.t\,Lr ily. a tbrest. tr tlrrrr1,,',,tr , r , lltt l location, the screen

ru ilt lrer to lhc .l l ) tltsl'l r

Mirkc rttaps so thill yolll lrrrrtl'will not gcl h)\l
(ict sotttc graph plpt'r lttrrl tllilp out thc lcve ls ll\ \.rr 1'l ' 111g11'

1. l'lr,' ,r, r \ )lr ittc tn

2. 'llrr'(.rrl, L ., u'hich shows your

llt':trltttl
3 . l,lrr I t' \\ I lr l( ,\\ : the members of your

l)iuly irr,l tlrr'rt ltctive equipment

wandcr llrrorrl,lr tltc 3-D locations, stepping on cv('t\ rtlrr,rr, rttltl bLrmping into

every wall. 'l o lrrlr rrncc the plot your party rnay lirrtl \l)r'( rirl il('tlls which appear

belOWtheCOlll)ilssrl scgre[dOOrS.MOSttltltlrsittttl sl:titrr:tt\(:ltlbeenteredby
wirlking thrrtttglt llrr'rrr

If your party sccs (.ltiu itr't('ts ()t tnonstel's, yott ttcctl lo lirlk lo lltcttt [() get whatever

clues they may havc. \'()Ut l)i||ly rttity be attackcd hy lllt'rrr. trl lllrlt case, the Screen

srvitchcs to the colllhill sr'rc('tl. (Soc l).17.)
While wandering, your l)ilt l\ ( ittl tttitkc catllp (Scc 11.l-1 1

lll(.r(. :I.c litur bilsic shops in the city. Visil ;t||r o|)r rirlc shops ils neccssary.

ArrnorY
At tlris shop, your party can buy weapolls iltttl sr'll rrr

Ternple
At this shop, your party can get healed' lcstllr('( l('(l i

Spells

':rl,()l1s and aflllol.

rrr,l huy healirtg prrliotrs

lultt'n a t'ew tttrr spe lls. lttltlAt this magic shop, your party can buy rllirlli( rrl rl( rrr"

get newly-found items identified.

The Tavern
At this shop, your party can participitt(' ill lltt||t, t,,tts tlivcrsiolts, ()l v()ll (:lll ltll( lt

room. Renting a roorr is similar to ('ltrlrpirtl'

. Controller functions

To move your party forward, press ll)it'e tiorr l(cv I rrlt'

To move your party backward, prcss ll)rn't liott hcy I tlorvtt'

To change your heading to the right. prcss l l )it'eliorr Kcy I right'

To change your heading to the lcli' prcss ll)ileeliorr Kcyl left'

To see the following text, press lBttttort llor llltrtton III'

To make camp, Press [SELECTI.

10
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Wandering in the Field

Whctt yottt l)ltt1Y c\lts ll

<lvcrltelttl sctcctt.

I) klcation to lllt' ltr'hl. llr' '( l('cll switches to the

Your party can walk ovcr 8l'rlss arrd bridges' btt( t itttrr"t

t'iveIs. ot trees.

1 . Your Party
2. Party window: the

members of Your PartY

and their equiPment

3. Crass 4' Bridge

5. Mountain
6- lliver 7.Tree

ri rrlk over the mountains,

wlrrrr yotrr. pirlty moves nclll thc gate of a S-l) lot ltl r, rrr 1,,rr lr|e itsked if your

p.r.ty slr.rrltl .,ricr it. Select "YtiS" il'you want ltt t'ltlr't ,t :t'lL'et "NO" if not.

il'lrc M,,1.1,.,, rrrc r.r6t shown in the overhead sct('('tt. llttl rr ltt'tt vttttl'pafiy runs

into rrronslt,rs. llrr' se rcen switches to the conlhilt stttt'rt.lst t' |). 17.)

While wlrrtlt'r irrr'i. \ t)tlr pal'ty can make carrp (Scc p l \' t

. Controller functions

To move your party rtlt. tInt'tt. lcll or I'ight' prcss tlte ll)in'e trorl Kcyl'

To make camp, Press lSlll .l:( ' l l

Making GamP

l't'ss ISIiLECTI while wandering or fightirrg' rrttrl lltt

i il v('iltr )rylcamp screen.
'l his screen allows you to manipulate thc ittvt'ttlrrtt

rllop armor, rings, boots, gloves, and chitttgt'lltt':tr lrr'

rrsc in combat. Also, spellcasters can cast ct'tlrtttt :1x ll'

lilture use in combat'
'l'his screen also allows you to save thc gittttt' ttt

the optional menu while wandering, antl lo llct'

Tomakecamp,presstheISELECTIl.tttlltrtlitttylttttt.riltilewantlct.irrtr'rrr.liglrtirrg

1 . 'l lrt' slltltt: ol tltc char:tclt't lltt' t ttt sttt

NlrX'l l.l:Vlil.: lixllct it'trtt' n'tltrircd 1'or

lltt'ttt'rl lcvcl

2. ( )llliotrlrl tttctttt
()nlv tlisPlrrYs "lrl.lrl

3. lxltriprrrcrtl witttlorv

4. 'ltxt witttlow
5. lnvertlttlY witttlow

6. l'llrtY witttlow

' \r'r'cen switchcs to thc

I lr(' charactel's cilll cllrl'y or

ilcms that thL' ( llitrilctel' can

or memorize sllclls lilr

lolllt'the music ott lttltl ol l ttsittg

rr t.ttthat whilc l'iglrtirll'.

12



. Gontroller functions

Tomovcthccursot ttp.thrrr.tt. leftorright'lttt'srlltr'll)irectionKey]'
To brcak canrp, prcss tlrr' ll{UNl button.

To lnovc the cursrlr willrril rr window, prcss llrt' ll trr, r liott Key] left and right.

T0 t'r'r0vc the cursor to ir rlillcrcnt windtlw, ptt'ss lltI J I )ircction Key] up and dOwn.

'l'o rnovc the CuIsoI lo tlrL' optional menu, tls(' lltt' ll )rrt t lion Key] tO firSt move to

tlrc inventory window, ittttl lltcn press the ll)ittt'liorr h, r I lcfi'

. Equipping characters with items in the
lnventory window

l. Highlight the charactcl yotl want in the party willrl"tr
2. Move the cursor in thc iDVCntory window arttl ltilllrlu'ltt lhe item you want

hirrr/her to carry.
Nt,l(: Siieen items ctttt lx ltrrt irtthe part)t irryt'rtlort ltrrt rtnly eight of themare

tlrtut'u in the wintktn'.
'lir sce tlrt, rt.st ol'the inventory, highlight the arl'ow ltl llre le tl or right of the party

invcnt()r'y rrrttl prcss IButton I] or IButton IIl.
5. Press I llutlorr ll I to carry the item or press lBtrtlorr I I ltr tlrop it fbrever.

6. Repeat stcl)s l. .1. I lnd 4 until you are satisfictl willl tlrc ct;tripnlent.

Note: IJ' tlu' .tlttt lr tt tltt itcm is .full in the equilttttorl wintlt x, .f irst drop the

equiprtttttt t ttt t.t'ttlll haltl antl then peflitnrt lltt' .slt'1t.t ,t,ivt'n ttbove'

To trade items arnorrg p:Ily rrrcrnhers. you woulcl lilsl prrt llrc itctrt in the party

inventory, then go to tltc tterv cltaractcr and takc thc itcltt ()tll ()l thc party

irrventory and give it t() lllirt t'lt;uitctcr.

. Taking items off in the equipment window

l. Highlight the character you want in the party u'itttlttr'v'

l. Move the cursor in the ccluipment window lrrrtl lril,lrlight the itcnt yotr want

him/her to take off or dlop.

.].Press[ButtonII]totakcitotTorpressIl3trtlrrrrlIttrtlr-opitforevcr.
If taken off, the itenr is re moved from thc ctlttiPtttt'ttl window, antl itPpcars in

the inventory window.

. Memorizing or casting spells

Spellcasters must mcr.n0rize spells antl t'csl lx'lirrt'lllcy can casl sllclls. ll yorr lirltl

a new scroll, wiel<! it. You will see thc slx'll irr llrt'sPcll list and the sltt'llcttslcr cittl

then memorize it.

l. In the party window, highlight thc cllitt.ltt.lct rr,Ittt can cilsl s|)CllS, l,re ss IButton

I]orIButtonII|.YoLrareaskedwltclltt.tyrrttrvltlttl()cilslit\l}t.llrrttltetnorize
new ones.

2. If you want to memorize spells, sclcct "ttlt'tttorizc."'l'lre list ol spells the

character knows aPPears'

3. Highlight the spells you want to havr,' tttcttrotizt'tl. rttttl PIcss IButton Ill. ]'hc

nu.U"i of the memorized spells itrcrcirscs. l'r'e ssittg lllutton II] decrc,scs tlrt

number.

Note: The number of spells ct churut ltt t'ttil tttt',]t()t'i:.e tlepends on ltis/lrtr t ltr'vt

and Level. Care.fulb) selecl spcll't llurt trtrnplentent each olltar wtll'
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-{. Altcr yorr lr:rvt'sr'lr't'lt'rl tlr, sllclls lo lx' nr('nr(,rrz,,l. sclcct "ltEST" in the

opliorrrl nr('nu lo nr('nror r/( tltc spclls.

Nolt': ll \\ttr r'ltt\t.\.r't1u'll', 1,, tn('nt()tii.t ltttl rl,' tr,'t t, t. tltt spcll(tsterwillnotbe
ttl,lt l(t ttl(ttt()t i. r' tlt, tlta'l!,y.

()rtlv tt'rllrirt spclls lilr'lr, .rlrrrg ot pr'otccli()n iu('.rl,t, ,,llliirlc fbrcasting when in
tlrrilp. Il youwi.lnt l()(il,,1 ,r ',Pell,sclcct"crrsl"rrll,r r, 1, I 'l'helistof spellsthe
t ltiuirtlet kttows ltp;x'irr.. \, lr'tl thc spcll rtt lltt' lr'.t l(i l'( r'll\1.

. Optional menu
'l'he titllowing iterns ln' lislt'rl orr thc Optiorlrl rrrt'rrrr

FIESiT
Allows the specified spcll{s)lo hc rrrcrrrorizctl,
SiAVE GAME
Saves current game data. (Scc Ir.l0.)
MUSIC
Select ON to turn the backgrountl nlr.lsic olr.

Select OFF il'you do not want souncl ellects.
FLEE
Select this itern durirrg conrbat il-you ncctl to I lct'.

I. Move the cursor to tlrc optional rrrcnu.

l. Select the menu you wunl.

Fighting a Battle
When you encounter monslcls in cities, lirtcsls, tlrrr[,t'ons, or tlcltls, tltc scrcctt

switches to the combat scrccn.
,,\llcombatistactical.Thcactiontakenbycirtlrol \orrrcharactclsiscrtlirclyyoul'
rlecision. You can def'eat cven the strongcsl ol oltpont'ttts if yott cltrxtsc tlrc right
r)tethod of attack.
If you surprise a monster'or group of ntortslt'r's. \r()il ilrily attack thc crre rtty litsl. ll'
a monster or group ol'nronsters surpriscs yorr. llrt' ('ncnly rnay attlck yott lrlst. 'l'lrc

order in which party rnernbers attack is tllst'rl rr;xrr (llilracter lcvcl irtrtl l)t'xlclily.
The fight continues until the enemy's hil ;xrrrrts rt'rrt lt zcro.

1 . ('tttsor

P. l{;rrr1,r' ol rrtotion

3. 'li'rt rrirrtlow
I rrrt'rny rtatttc

I Irt poiilts
I)islrrttcc l() e ne nr,y

4. Aelivc ilcrus

Ei. l'iu1y witttlow

. Gontroller functions

To move the cursor, press the IDircctiorr Kcy] up, down, left or right.
To change active items and armor. n.takc catttp and press the lSEl-lj("l l bultott.

16



Offense

Movt'llrr';rllrrekittlltlr,rr,r,tr'r (intlicltctl ltvllrr',rrr'.,,r highlight.)
Nttlr'; lltttttllt', l(, (llltlt I \t)ilt (lt(ru(lt't ilr'r'rlt t,' ttt,'rt'tl(lt lo the enemy

til(,n.\'l('t'.('(tl(ltn\\tttl,()tl.\'tttttl |;lttlltttlill,t u\t'tl orCAStfromA
rlistttttt't, tt.t lrnt.ri,ir rr rrl/,t or lr(t.\ tltt ttrtl l,l"t I \'(utr line-of-sight to the

Ittr,q,t'lttl (rtt'ilt\'(tlltr't'tlrunu'lt,t.\(liltl ntt'tt',t,tttlttttotblockyourline-
rll',ti,qltt. lirtt lrrttlt,t,lt'lrtil,sttttrttttt'irt,qrlt,t,,,,t,tt..seep.ll.

Il you wish only lo nt(,\ (' rr illrout attackinll. slt('{ r", ,r\ i'lr' press the [RUN]
button. The right to irlt;rt l. rvill hc transll'r'rcrl lo tlrl rrr'rt (l)lracter. If you wish
to attack, decidc wlriclr rrr'tivt' itcrr to itttitck willr I'r l,r, :sing [Button I] for the
rightitemor[Button llllirr tlrclcltonc.'l'hct'rrrs,,r rrrllrrroveontopof a

ncalby enemy.
Notc: IJ'you wish to crtrrr'tl tlrt stlcctul itutt, 1tn'tt rlt, lli(lN I button.
Put the cursor on thc cneilly lo hc attackctl. Nirrrrt'. lrrt ;rrrrrrls. and distance to
the targeted enemy will bc tlispllycd.
Press lButton I] or [Button ll l.

The character will attack thc tlrgctctl cncnry,
Note: A spcllu'ill be cast il tht l;t'lccteil itt'trt i.t rt.t1u'll lutrtl, ot un ankh. A spell

t'ttttrtol lu, rztst iJ it has not lrcett nturrttri.'t'tl, il rrll tl,,'ll.s tt lhat tltpe have

been rt,ttd rtr llte c'harader's sp(ll ut.\lin,q, ttltilit\ ltrtt ltr't'u tlisabled.
Results of the attack arc shown in thc tcxt witrtIrrr'.
The fight continucs until thc cncnry's hit lxrirrls lt'irr'lr zt'rr,.

Note: If ltou nead trt.l'lcr .litttn t'tnnlrul, rnttkr rttrtl, rtnrl tr'lr't l " ltl,llE" .from the
Optional tncttu.

. lf you win the battle
'I'he character can Obtain weapons, various olltt't tlr'ttts. and gold il thc del'eatctl

nlonster was carrying a treasure Chest. Thc cltittil(lcr ciln also obtairt cxpcricncc

lxrints. Once experience points pass a certaitt vitlttt'. lltc character's lcvcl is

increased. When acharacter's level is incrclrsctl, lris lrit points arc raiscd, his

l'ighting abilities are increased and, if a slx'llcilst('r.lrc hecomes cltllahlc ol'citsting

rnore powerful spells. Nothing is gained il yotr Ilt't' llorn combat.

Found items can be placed in the party iltvctllot v rrs lirllows'

l. Highlight the item that you want in tltc lirttrrtl ilt'rrts window.

2. Press [Button Il or lButton II] to put il iil llrt,irtvctltory.'I'hcsc sPoils illc lr(]w

the property of your party and can hc Eive rl to il l)arty rttctttlrt't lo wicltl'

3. Press [RUN] to leave behind any tltlwitlll('(l ilcrlls.
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ilS$suspending Ptay tsauins Game tatatffi 
,

The advcnturc you arc irlrorrl lo set out on clnnol lx , orrrpleted in a single session.

You are therefbre alkrwcrl t() sirve game datl. Yorr rrrr\ continue an adventure
f rom the point a garlc wirs sirvcd at by loadirrg llrt' 1,,,,,,,' data of the saved game.

. Saving game data

Note:Youc(tnnotsut,(tltt',qtunewithapasswoxl :rrlrtl, itrtltecity. Ifyouhavea
TurboBooster+ ttr'l trrlxtCD with back-u\ /lzlA/, r',,ir utn save the game to
RAM while in tht cirt'.

l. Press [SELECT] and rulkc camp.
2. Sclcct "SAVE GAME" liorrr the optional menu. A ;xrssrvord will be displayed

in tllc tcxt window. Be surc to carefully recorrl lltis prrssrvord as it will be

ncecssirry when restarting the same game.

If you lurve ir 'l rrll'roBooster+ or TurboCD with hack rrp l{AM. a list of data names
appeals irr llrt. t t.rrtc| ()f the text window.

Highlight the rmrut' yotr wish to give the data by prcssirrg rlrc ll)ircction Keyl and
then press [Buttorr ll. ( irrrrrc tlata will be saved untlcl tlrc rritrrrc sclected. When
you load the gamc tlulir lirlt'r'. sclcct the same nalnc liorrr llrc sclection screen that
appears at that time.

\.!()te : Game deiafor up Io.li)ur !<omes can lx' ttr|t'rl. "-FULL-" ttl)l)((trs trc'\l l()

names that have alretdt'been usetl lo \ttt't' ,\(tttt( tlata. "+ltlll'.1',+"

appears next to nom(s tlul are at'uilttltlt' litt vtt'ittg, gumc lttltt' If u l4rtrttt'

is saved under a nonte.fbr which "-ltlll .l , " i: tlitplayed, lltt lttcvittrt'; gtrrttc

data saved under thot name will bc dtlrtt'rl.

l,ress [SELECT] while holding down [RUN l. tcst't lltt' trnit, and thcrt tttrtt OIrF-

lx)wer.
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Specifications

Weapons, armor and other items

PllIIllNS
{EALING
:,XTRA HEALING
.'IRE RESISTANCE
rrrvuunenaelLlTv

RING
gIEE IESI TANCE
,E9rE9!!9N *1
{IEGENERATION

SPEGIAI. MAGI[AI. IIEMS

DISPLACER CLOAK

GIRDLE OF GIANT
STRENGTH

User heals 2 / lrrl poit.tts

User heals 4- l4 lrrl lroints.
Bgqllgg dantirgc lrrkon froLn firc attacks
Armor class Irttttttr; j), Say!ng Throw bonus 2

_ Effect

Wearer takcs tttrlttr;trt j tlirmage from firc itttacks'

lncreases Artttot (ilir:;:; irnd Saving Throw:; hy l.

-The 

wearet slttwly r.r;ititts hit points tltttitttl ctlttlbrtl,
and will hcitl t:otttpltrlcly when restin<1 lll oillll[)

Iflects

Eflect

Weapons

AXE
BOW
DAGGER
DART
MACE
SHORT SWORD
SL!NG
SPEAR
STAFF
SWORD

ABMOB

SHIELD
I learxen aRMoB
I cxarr marl
I nlare ulrr-

Range

I

llt
1

(;

I

I

16
1

1

1

A cone doing 6-36 hil points of damq
Same as fireball spell
Same as /tghlning boll:;pcll
Does 2-12 hit points of dtrrnirgc to

Heals 2-7 hit ooints

Iflect
lncreasos Attttot Olitss by 2, tttol;l [iltving
Throws tty l', ;ttrtl ttlakes thc wcittct
impervi<-lut; lo tttr:;sile attackl;.

Doubles lltc ittttount of rlitttt;tr1c done by the
wearer willt wlrrtltlvcr woill)oll lle is using.-

lncreascs lltc wr-'itrr-'r's Strorlqth to 'l B.GAUNTLETS OF
OGRE POWER
BOOTS OF SPEED Allows ll'tc t-tsrtr lo irlways move at maximttnl

Protection

_1 _
2
4
6

Used b

F,C,E,D,H
F,C,T,E,D.H
F,C,E,D,H

F,T.E,D,H
F,M,T,E,D,H

F,T,E,D,H

F,C,E,D,H

speed itt t;ottlllitl



'Spells
Clericol Spells

Cure Light Wounds
Range: Touch
Duration: Permanent

Etfect: Any one living crrirlure

This spell either heals tlurturgc or
removes paralysis. Il'usctl to heal, it
can cure 2-7 points of dirrrrirgc. It
canrrot heal damage if usctl to cure
plllll sis. The cleric may c'usl il un

hirusell il rlcsired.
'l'his spcll cirnnot increase a crcature's

totll hil lxrirrls irhove the original
amount.

Cause Light Wounds
Range: Touch
Duration: Permancrrl
Etfect: Any one livirrg cleirlure

'llr( r( \clse ctl'ctrra lig,ht wounds,this
slx'll ( :rscs 2-7 poiuts of damage to
lurv ( r('rlrrre or character touched (no

sirvirrl, tlrnrw is allowed). The cleric
Irrrrs( rrr.rkc il normal attack roll to
irrl lit t tlris damage.

Protection frorn Evil
Rarrgt'. o

Dttt.ltliorr: l-' ltrrns

Eilcct: l lrt e Icric only

This s1x'll ( rr'rtcs an invisible magical
barricl irll ;rnrLrrtd the cleric's body
(less lllrrr rrrr irrch away). While the

spell llsts. t lr;u ircters and monsters

attackir!l tlrt' t lctic are penalized by -

I to thcil lrtllrck rolls. and the cleric
gains a + I lrorrrrs to all saving throws.
In adrlit ion. errclrarrted creatures

cannot cven lorrch the cleric! (An
enchantctl ct0it(urc is one that normal
weapons will not al'lect, one which
only rrrlgicrrl wcapolrs can hit. A
crcaturc (hat can only be hit by a

silvcr wcaport - a wcrewolf, for

''l[nple - is not an enchantctl
,( irture. AnY creature thut is

r rrrtically summoned or contt olled,

Lre h as a charmed charactcr. is also

,rnsidered to be an enchantcd

, rcature.) The barrier thtrs completely

r)rotects the cleric from ltll ttlclee or

Iund-to-hand attacks lIrnt strch

, r'catures; however, it cantrot prevent

,rltacks from missilc wcaPons.

I :nchanted creatures using missile

\!eapons still suff'er thc - I penalty to

lhe attack roll, but thcY can hit the

e leric.
l'his spell will not irl'l'ccl a magic

rrri.ssile spell used by nlagic-users.

I l'the cleric attacks an enchanted

creature during the spell's duraiton,

the spell's eff'ect changes slightly.

Ilnchanted creatures are then able ttr

rouch the magic-user, but still sul'lcr

the attack roll penalty; the penalty arrtl

the cleric's saving throw adjustnrcnts

.till apply until the spell duratiorr

cnds.

Flegist Gold
llirrtpt': o
I)urirli()ll. () turns

llllr,r.l,,\ll r.l.eatllrcs willriil .l s(lUirtcs

Wlrt'n tlrrs spcll is casl' ltllctcltlttrcs

willrttr I \,ltlllres 0l lltc t le r it t lttt

wtllrslrrrrtl l rcezing tcllllx'l ltltllcs

willrotrl ltlttttt. ln atltliliott. lltose

itl lt't lr'rl tt.ltin a btlttrts ol t ) lo ltll

slrvittt' lltl ttws ilgainsl i ()l(l ltllltt ks'

lrtttlltct tttttrc, atry tlittttlll't' ltrrttt toltl is

rr'ttrrt t'rl lry I poirrl 1x'r tlit'ol tlltttlltge

(lrrrl u illt lt ttlinilttttttt ol I poittl ol

tllrttt:tpe pcl tlic). 'l llt' t'l lt't l will

rrrovt' witlt lltc clclit

I
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?,,|;::ibd 
sPerrs

Elless
Range:6 squares

Duration: 6 turns
Effect: All within a 2 - st;trrlc area

This spell improves thc rrrolllc of
friendly creatures by + I antl sives the
recipients a + I bonus on all attack
and damage rolls. It will orrly afTect

creatures in a 2 squares x 2 squares

arca. and only those who arc not yet in
rrrclcc.

Ellight
llangc: (r s(lu:r'cs

Dttt'ittiorr: (r 'l rrrrrs
Eff-ect: All witlrrrr rr 2 - square area

The reverse ol lllcss plirccs a - I

penalty on enernics' lrror':rlc. lltack
rolls, and damagc rolls. lurclr victirn
may make a saving thnrw vs. spclls to
avoid the penalties.

Flesist Fire
l{lrrr;'r'..} squares

| )rrr:rlrorr: 2 turns

l'.llt'r'l: ( )rrc Iiving creature

lirl tlrt tlrrlation of this spell, normal
lil't' rrrrrl lreirt cannot harm the spell's

ret rpit'rrt. l lrc recipient also gains a

+l ltttttttt,,tt:tll saving throws againSt

ntagit'ir I I r r e ( dragon's breath, fi reball,
elc.). l'rrrtlrclrnore, damage from such

f irc is n'tlut t'rl hy I point per die of
danrlgc (tlr()ugh each die will inflict at

least I porrrl ol tlamage, regardless of
adjustrrrt'rrts I. Ilcd dragon breath

danragc is rctlLrccd by 1 point per Hit
Die ol tlrc ( r'cirlurc (again, to no less

than I poinl ol tlarnage per Hit Die).

Silence 15r Fladius
l(lnge: 18 squares

l)r-rration: l2 turns

l:lltct: Sphere of silence

3 squares across

l'his spell makes the arca ol'cf'fect

rr)lally silent. Conversation and

'pellcasting in this area arc irnpossible

lor the duration of thc spcll. This

'pell does not prevent a person within
lhe area from hearing rtoise outside

rhe area. If cast on a crcaturre, the

victim must makc a saving throw vs

spells or the spell el'l'ccts will movc

ivith the creature. Il the saving throw

is successful, the spcll remains in thc

rrrea in which it was cast, and the

victim may move out of the area.

Hold Penson
lllrrrpt': lt{ squares

l)rrllrliort: () turns

lrl li't t : l'rrr llyzes up to 'l e l tlttttt'cs

'l'ltt'lt,,l,l /){',iron spcll will lrllt'ct ittty

Irurrurrr. tlt'tttihuman, ot lttttltitlt-likc
( r'('irlrrrr' (lrugbeal, chylrtl. grroll.

Iurlrp.olrltrt, kobold, lizitttl ttlittt' ogt'c'

()t(. nt\t('. llixie ol'sPt ilt.' loI
irrslrrrttr'). It will nol itlli'cl llrc ttrrtleirtl

()r'( r('irlufcs larger lltltrt o1'tcs. llitt'lt

vit tinr rttttst tnakc it sitvittll llttrrw vs.

s;x'llr or lrc lt:trltlyzctl lol llittt'lttttts
'l lrr'spcll rrtay bc citsl lrl ;r srtlglc

llr'r's()n of at n grotll). ll tltst ltl a

sirrglc llcrstln, lltc viclirrl strl'lcls a - 2

1rt'rrrrlly to thc silvitlS llrlrw. If cast at

ir l'r'()ul), it will illli'eI up to fbur

l)('rsons (ol lltc cle r ic's choice), but

willr rro llt'tltlty ltr their rolls. Thc

pirnrlysis truty ottly be removctl hy tlre

lcvcrsctl lirrrn of the spell, or hy ir

t I i.r 1 
t a I t t ttr 14it' sPell.

I
26

27



Clerical Spells

=

Curse
Range: Touch
Duration: Permanent
Eff-ect: Curses opponent

The reverse of removc ( l,r(,. causes a

misfortune or penalty to ulli.ct the
victim: - 4 penalty on attack rolls; - 2
penalty on saving throws: prirrre
requisite reduced to hall norntal; - 4
penalty on others'reaction rolls to
hirrr. The victim may mlkc u saving
lltrrrw vs. spells to avoid the <.ar.re.

Clcrical Speils

Cure Serious Wounds
l{itrtllt'.1'ouch
l )rrltrl iorr. I'elmanent
l,,llt,el: ,\rry one living creature

'l'ltis s;x'll rs similar to acure light
wourtrlt spe ll, but will cure one
crcatur'(' ol .l- l4 points of damage.

Gauge Serious Wounds
Rangc: 'lirrrr'lr

Duratiorr: l'crrrrlnent
Effbct: Arry onc living creature

This spcll cirrrscs 4-14 points of
datnagc to ilny crcature or character
touchetl (no sirvirrg throw). The caster
musl nrakc ir nonnal attack roll to
succcsslirlly ('ilst tlrc cuuse serious
wr.rllrrl,r spcll.

2A 29

Dispel Magie
li:rnge: 12 squares

l)uration: Permanent
I ll'ect: Destroys spells

ina2sqr.rarescubc

l his spell destroys othcr spcll effects

rrr a cubic volume of 2 stluares x 2
\(luares x 2 squares. It docs not affect
nragical items. Spell cl'l'ccts created

lry a caster (whether clcliu, druid,
rrragic-user, or elf) ol'l lcvel equal ttr
()r' lower than the castcr ol'the r/isp{'/

ttugic are automatically and

i rnmediately destroycd. Spell eff'ects

t reated by a higher-level caster might
rrot be affected. Thc chance of failLrrc

is 5Vo per level ol'dil'l'crence betwectl

tlle casters. For cxantple, a 7th levcl
cleric trying to dispel a rueD spell cast

hy a 9th level nragic-user would havc

a l07o chance ol'lailure.
l)ispel magic will not affect a rnagicll
item (such as a scroll, a magical
sword, etc.). However, it can dispcl
the effects of the magical item whcn
that item is used (for example, a

slrt'l lt ltsler can cilsl tIi.t1n'I rntt14it' r,tn

tlrc vrtliru ol'a rlrg ol ltrrtntur t'ortlrutl

lurrtl srurp lrirn out ol'thlt corltrol, or otl

r llrrrrrirrl wcapon to tlousc (ltc l'littttc).

Greate Poison
llltttpr': l ottch

I )tu'lrl iorr: I'crrnanent

Illli't l: A ctcaturc, cottlititte t. or obie cl

'f'ltt' tt'rr'trc,,tl' ttt'ttIntIi ;t /,,,l.ralt tttlty

llt' t rrsl. hv ttlttch, ()tl it ( tcilltttc ot'

t ottl;rittt't. A clcltc t'ittttlttl t ltsl il tttl
irrry olltcrohjcct. A vitlittt tttttst tttake

ir srrving lhrow vs. ;tttisott ot bc-

irrrnrcrlilrlcly slltirt hy tlrc lxrison. If
( ilsl ()n ir ctttttitittct. tlrc spcll poisons

rls r'onlcrttsl tto sitviltg throw applies,

t'r,err lirl tttitgicitl etttttitiners or
('()nlcnls (sttclt us potions). (Of
corrrsc. wltctt sotlteone drinks thosc

lxrisorrrtl contcnts. he gets it sirvittg

tltt'ow. 1 Using create prrlsort, ol'

poisoning in any case, is ttsttltlly l
Chrotic act.



Pnotection fnorn Evi!
lOrFladius
Range: 0

Duration: I2 turns
Effect: Barrier'2 sqLrllr.s rrr tliameter

This spell creates an itrvisihlc rnagical
ban'ier ull around thc citstcr. cxtending
tbr a I square radius irr ull tlilections.
The spell serves as protcctron tiom
attacks by monsters ol'an alignment
other than the caster's. Irirch creature
within the barrier gains l + I to all
saving throws, and all attacks against
thosc within are penalizccl by - I to
tl)c allucker's attack roll whilc the
spcll llrsls.

Irr lultlitrorr. enchanted creatut'es

cann()t itttit( 1. tlrose within the barrier
in harrtl lo lurrrtl lrrrclce) combat. (An
enchantctl creilllr (' is lrny creature
which is rnagicirlly srrrrnoned or
controlled, such lrs ',t t ltttnil((l
character, or onc tlrlt is rrot Iutrrned by
normal weapons. A clcirtrrrc thlrt ciln
be bit only by a silvcl weirlx)n rr

werewoll'. lbr exar-nplc - is rrot irrr

cll( lr,lt)lcd creatutc. )

ll rrrrr orrc within thc barrier attacks an

cil( lriIrlccl creature. the barrier will no
Iorrlt r prcvent the creature from
lrltrrt krrrl hand-to-hand, but the bonus
tr) slt\ lrl throws and penalty to attack
lolls rr rll srill apply.
Alt:rt l., rs. including enchanted
crcirlur( \. ( ln attack people inside the
hitrt it't l,r trsing missile or magical
attat'ks. I lrt'y do suffer the - I penalty
to ltllr( 1, rolls. but that is the only
pcnalty tlrt r, sufl'er.
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Mage Spells
leuel I

Magic Missile
llange: l5 squares

I)uration: I round
Irtfect: Creates I or ttttlrc itt-ttrws

\ magic missile is a glowing arrow,

ereated and shot by nragic. which
inflicts 2-7 points ol'(lirlllilllc to any

ereature is strikes. Alicr thc spell is

cast, the arrow appcitrs tlcxt to the

spellcaster and hovcls thcrc (moving

rvith him) until thc spcllcaster causqi

it to shoot. Whctr sltrrt. lhc rnagit

rnis.rile will autorttatically hit any onc

visible target thc spcllcaster specilics.
'lhe magic'zri.rsl/r' actually has no

solid form, and catrnot be touchecl. A

rnagic missilc ncvcr rnisses its targct

rund the target is not allowed a savirtg

throw.
For every 5 levels of experience ol'the

caster, Iruo more missiles are creatcd

by the same spell. Thus a 6th level

slx'lk'ilstL'r' may creiltc thlcc lnissilcs.
'l hc spcllcaster may sl.ttxrt the lnissilcs

rull irl orrt' larget or at dilli'rcnt tal'gcts.

Protection frorn Evil
llltttlt': o

I )rrr':rl ion: (r Iurns

l:l li'el: l lrc spellcastcr otlly

St'c ('lcr ic Spell.

Bhield
l(lrttpr':0
I )rrrirliort: 2 tttrtts

lrl lcr'l:'l'hc sltclltitslt't ortly

'l lris spcll crcilles ir rrragical barrier all

Ir(rrIrtl the sl)cllcllstcr (less than an

rrrt lr irwlry ). lt trtoves with the

sltcllc:tstcr'. While the duratiott lltsls.

llro sl)e tlclstcl' has an AC ol 2 llp.ittltsl

rrrissilcs. and AC 4 against :tll olltt't

ilttilcks.
If strt.neone shoots a nrugic rtri';';ilt' trl ,r

spellcaster protected by tlris spcll, tlrc



spellcaster ntay make a silvir)g throw
vs. spells (one saving throw per
missile). Il the savirrg thlou is

successful, the mogic rrl,r',ri/r, has no
effect: it hits the barricl irrrtl
evaporates.

Sleep
Range: 24 squares

Duration: 4-16 turns
Effect:2-16 Hit Dice ol livirrt crcatures

within a 4 squarcs srptilre area

1'his spell will put creaturcri to sleep
lirr up to l6 turns. It will only aftect
crcittulcs with 4 + I Hit Dicc or less --
gcrrclllly, srrrlll or man-sized
crcittulcs. 'l lre spcll will not al.l'ect
crcalulcs otrlsitlt' lhc 4 squares x 4
squares arcl wlrit.lr thc player chooses
as the spell's tilrgcl ucrr. The spell
will not work aglirrsl rrrrrlcutl or very
large creatures, srrclr irs rlr.irgorrs.

When a character is lil.st lrit with a
sleep spell, falling or slgging t() rhc
ground will not wake hirrr up.

I lorr t'r'er. chaructcrs afl'ected by a

sh't'p spcll are not itr a deep sleep.
Arrl slccping character Or Creature
will :rrr;rken if slapped, kicked, or
slt:tkt'rr
( 'lt:tt.r. l, r s cln kill a sleeping victim
witlr rr :rrrgle blow of any edged
w('illxrr. ru'gardless of the creature's
hil lxrirrts.
'l'lrc vr( runs get no saving throw
agi[rtst tlrrs spcll.

Ghanrn Person
Rangc: L) rt;rutrcs

Duration: Sr't'hclow
Ef'fect: ( )ne living person (sec below)

This spcll will only afiect humans,
denrilrtrrnlrrrs. utrtl ccrtain other
creil[urcs. 'l'ltc victint is allowed a

saving thlow vs. spclls. Ifthe saving
throw is succcsslul. the spell has no
eflect. Il it lirils. lhc victim will
belicvc thlt thc spcllcaster is its "best
t)'icnd," anrl will try to defend the

.lrellcaster against any threat. whcther
r,'rrl or imagined. The victirtr i:
, harmed.
\s a general rule, the spcll only

rrll'ects creatures which look sirnilar to
Irumans in various ways - huruans,
,lcmihumans, certain gianl class
(reatures, etc. It will not illlcct
rrnimals, magical creatr.n'cs (such as

living statues), undcud nlonsters, or
lruman-like creaturcs largcr than
{ )greS.

,\ c'harm may last lilt tnonths. The
r ictim may makc lrtolltcr saving

lhrow every so oticn, dcpending on its
I ntelligence score.

l-he charm is autonratically broken il'
lhe spellcaster lttilcks the victim.
whether by spell or by weapon. Thc
victim will fight normally if attackccl

by the spellcaster's allies.

Mcrgc Spells

leuel 2

lnvlsibility
I{urrgc. J l squares

I)trnrliorr. l)crmanent until brokcn
l:l li't'l: ( )rrc creature ol ohicct

'l'lris spt'll will makc ilny onc ct'cilturc

ol ohjcul invisible. Wltctt it cr0illttlr'
bct ornt's invisible. all ite rtts lltitt hc

t itllir's rrrttl wears alstt hccottrc

irrvisiblc. Any invisihlc tlcrtt hccotttcs

visihle irgain whcrt il lt'rrves llrc
( r'('illilrc's posscssiott (tlrrrlt;tctl, sct

tlowrr. etc.). A ligltl sotrlcc (sttch as a

lorr'll ) nlay bc rtlulc irrvisihle, but the

liplrt pivcrr ol l will rtlwrtys remain

v isihlc.
It tlrc spcllclstcr rttakes an object
irrvisiblr' tlrll is rtot being carriccl or

wolrr. il will bccome visible agairr

whcrr touched by any living ctclttttr'('.

Arr irrvisible creature will tcttritirr

irrvisible until he or shc attitcks or

casts any spell.
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Web
Range: I square

Duration: 48 turns
Effect: A volume I squarc x I square

x I square

This spell creates a mass ol sticky
strands which are difl'icult to destroy
except with flame. It usually blocks
the area affected. Ciants and other
creatures with great strcngth can break
through a web in 2 rounds. A human
of Average Strength (a scorc of 9-12)
will take 2-8 turns to break through
the web. Flames (from a torch, for
cxarnple) will destroy the wcb in 2

rourrtls, hut all creatures within the
wcb will bc hurned for l-6 points of
darrrirgc. Arryonc wearing gauntlets of
ogrc l)ol,(r (ir rtrirgical treasure) can
break frcc ol luuvt'h irr 4 rounds.

Mrrge Spells
leuel 3

Elispel Magic
llarrgt . l2 squares

I )rrlrrl iorr: Permanent

lrlli'(l: I kstroys spells in a 2 squares cube

Scc ('lcrir' Spell.

Fireball
Rangc: .' I s(luares

Durati()rr Instantaneous

Eff'ect: l:rplosion in a sphere
.l stltrirres diameter

This spcll cl('irlcs it missile of fire that
bursts irrto rr hall of flame with a 4
squarcs tlnrrrrctcr (2 squares radius)
wherc it sllikcs rr ttrget. Thefireball
will causc l-6 points of fire damage
per levcl ol thc cilster to every
creaturc irr tlrc arca ofeffect.
Each victinr rnay rnake a saving throw
vs. spells; il succcssful, the spell will

only do half damage. For exarrrple, a

lireball cast by a 6th level spcllcaster
rvill burst for 6-36 points ol'clarnage;

iharacters who make thcil sirvirrs

throw vs. spell will takc only half of
the damage rolled on thc tlice .

Lightning Elolt
Range: l8 squares

Duration: Instantancous

Effect: Bolt 6 squarcs lorrg,

l/2 square widc

This spell creates l bolt ol lightning,
starting up to l li s(prllcs away fronr
the caster and cxlcrrtlirrg (r squares irr lr

straight line furthcr away. All
creatures within the alea of effect takc
I -6 points ol danragc per level of thc
spellcaster. (Thus a 6th level elf
would cast a lightning Dolr doing 6-3(r
points of damage.)
Each victim may make a saving throw
vs. spells; if successful, he takes only
half damage.
lf rhe lightning bolt strikes a solid
surface (such as a wall), it will bounce

lrirt k towurd the cilstcr until the total
lcrrgllr ol tlre bolt is 6 squarcs.

Protection frorn Evil
1Or Fladius
llurrgc: o

l)rrrllrorr: I2 turns
l:l lt't't. lllrrlier 2 squiu'cs tlilrttctct'

St'c e lcric spell.

Protection frcrm
Norrnal Mieslleg
llirrrge : -i squares

I)rrrrtion: l2 turrts

I il li'ct : ( )ne clcatur-c

'l'lris spcll givc's (hc rccipient complete
plrlcction li'orrr lrll srnall nonmagical
rrrissilcs (such ls arrows, quarrels,

llrnrwrr sllcirrs. ctc.); the ranged

illtircks r,iinll)ly nriss. Large or ttutgicitl
atlacks, srrch as a catapult slollc or il
rrrlgic arrow, are not at'fectctl.
'l-hc spellcaster can cast thc spcll on

any one creature within thc spell's

range.
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Hold Fenson
Range: l2 squares

Duration: I turn/level
Effect: Paralyzes up to 4 creatures

See Cleric Spell.

Magc Spells

leuel 4

Gonfusion
I{arrlit': I 2 squares

1)unrliorr: I 2 rounds
Elli'ct. .l lll creatures in an area

() s(luares across

This spr'll rvillconfuse its victims.
af1'ectirrll irll creatures within a 3

squalcs r:rtlirrs. Victims with less than
2 + I Hir l)icc are not allowed a

saving tlrrow. Those with 2 + I or
morc Ilit I )ir'c rnust make a saving
throw vs. spclls every round of the

spell's rlulrriton, if they remain in the

area. or bc conllsed.
Confirsctl crciltr.rrcs act randomly.
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lce Storrn/\Afall of lce
I{ange: 12 squares

I)uration: Storm, I round: Wall, l2 turns

Effect: Storm in 2 squares x 2 squares

x 2 squalcs volutrtcl

An ice storm fills a 2 squarcs x 2
squares x 2 squares cubc. Il cast in a

smaller area, it will rernain 2 squares

long at most. The storttt inflicts l-6
points of cold damagc pcr lcvel of the

caster to every creaturc in the area.

Each victim may rnakc a saving throw
vs. spells; if he is succcsslirl, he takes

only half damage. Firc-type creaturcs
(red dragons, flame salamanders, etc. )

have a - 4 penalty ()n thcir saving

throws, but cold-typc creatures (frosl
giant, frost salamander, etc.) are not

affected by the spell.

Dirnension Door
llungc: I square

l)trllliort: I round

Ul'li'cl: Sirl'ely transport onc crcaturc

'l'lris sglcll will transpolt onc ct'cittttt'c
(cilhcl thc caster or a victirn up to I

st;rtlrrc l rrrrr the castcr) t0 it placc ttp

to .1(r st;uares away. 'l'hc citstct'picks
thc tlcsircd destination. Il ltc tLrcs rtol

krurw thc location, thc cilstct' tt)ily

spccily thc direction atttl tlislitttct'ol'
lravol. but the distancc eitttttol cxccctl
ir lollrl ol'36 squarcs.

ll tlrrs would causc lllc ret'ipicttl lt'
lrn ive itt a locatiott ocettllictl by a solid

oh jcct, the spell hlrs tto cl'lcct.
Arr trrrwilling t'ccipicrtl tttay make a

srrvirrg throw vs. sPclls to avoid the

clll'ct.

Curse
llartgc: 'liruch

[)uratitln: Permanent

El'l'ect: Curse opponet

See Cleric Spell.


