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Introduction to Silvern Castle

Silvern Castle is a fantasy role-playing game. idtfglance, Silvern Castle may appear to be a Wigaclone.
However, other than its outward appearance, iterfipms Wizardry in scope and complexity.

For instance, you get 200+ monsters (including weang monsters, NPC parties, dragon lairs, snakg pind
humanoid dens, to name a few), 400+ items (mundaagjcal, enchanted and cursed), special goodiese tmulti-
level 27x27 mazes, a rich spellbook system for mxagers, traps, magic fountains, 100+ spells (aElwmany can be
cast reversed), sub-plots and quests, and much more

You can create up to 36 characters and take 6ewf tht a time on an expedition into the unknown lief three
different multi-level 3-D mazes. It won't be ea$yaps of all kinds abound, as well as hundreds afisters. Will you
be able to fulfill your quest for each scenario?

Scenario Briefing Materials

The Ultimate Quest: The Lost Crystal Orb (First Sceario)

As was the custom of the time, the symbol of a kimgght to rule-the Crystal Orb-was entrustedhe arch-wizard
Ragon after the last king died. Ragon placed theimthe maze below the castle to await the dagra would be
proclaimed king. This time something went terrilblgong. An evil wizard named Drachma crept into shered place
where the orb rested, and stole it. Without the tb throne of Silvern Castle will remain emptys A result, a party
of adventurers was quickly organized to recovetroitie with Ragon leading the way.

Unfortunately, the rescue mission failed. The Isnevivor, an elf, reported that Ragon had vanishiter Drachma's
minions had killed the rest of the party. Appargridrachma had allowed the elf to escape as a wgithiat further
attempts to retrieve the orb would be futile.

However, small groups of adventure-seeking indialdthave continued the quest to retrieve the artn fbrachma's
clutches. Although the danger is high, the rewdrdeing crowned the next king of Silvern Castleverighs the perils.

The only person to reach Drachma's lab-and liveltabout it-the lone elf from the original resquarty, went insane
shortly after he escaped. The sketchy detailsaiféhcounter as described by the elf may help wited individuals
reach Drachma's lab.

According to his ramblings, the lab can be foundtloa last level of the maze, guarded by legionslerhons and
guardians. In addition, Drachma's lab was somehwotepted by a strong magical lock that needed toitcemvented
with a special object. It is thought that Ragon ttad special object with him, and he may have éidd in the maze
when he vanished.

New adventurers needn't worry too much about the gtbry, however. For few will ever venture cl@eseugh to meet
these "Maze Demons". For they will succumb to tlimermundane monsters and traps instead. For thenagarity of
adventure seekers, the ultimate quest will simglydsurvive!

If you should by luck and craft accomplish your sjugnd defeat the evil Wizard Drachma and recdweQrystal Orb,
the provisional ruling body will send the Castlea®ds to take possession of the orb to verify ighanticity when you
return to the market (refuse at your own risk!) u¥mill then be awarded a score to rank againstrqitagers, and your
party with acquire noble ranks and honors, espgdial the holder of the Crystal Orb.

It might take months of playing to acquire enougiwer to even reach the last level of the mazealehe defeat
Drachma!
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Extended First Scenario Changes (since v3.0)

Before | realized how easy it was to add additist@narios, | modified and extended the first sgenghinking it
would be my last scenario challenge for a long tioreotherwise | wouldn't have touched it.

The two major changes involve the moat (which wasthy empty before), and also including some spemiadies as
permanent specials instead of having them randpfalyed as before.

For those of you who haven't found Drachma's Labn@thing else has been changed in the maze prBpekeep at
it!

If you have won prior to v3.0, you can either atpéno re-win or start the second scenario (seeefBig Materials:
Shades of the Past" below). To re-win, you shottiehapt to find Drachma's Lab again-just find the@don level 10
needing the silver key as before. At this point yalh encounter the first change-and you are onrymwn from there!
Hint: Can't find the moat? Try teleporting-and besvaf "hidden" secret doors!

By the way, to completely finish the first scenaa® extended, you must now accomplish two goalfeddérachma
and locate the second scenario gateway in the (noathe short-cut alternate portal on level 1lljntHCan't get past
the blue archway? Defeat Drachma.

Briefing Materials: Shades of the Past (Second Scano)

For those hearty adventurer's who have defeatechDra and have recovered the Crystal Orb, a nevieciys awaits!
A completely new scenario, including a fiendishsijned new multi-level maze can be reached viarlplocated
in the first scenario. The background materialtfis scenario is revealed to parties that haveadedeDrachma (if you
have finished the first scenario prior to v3.0,doee to read the "Extended First Scenario Changgstion above for
the details on acquiring this new information).

By the way, if you wish to forgo the background er&l you can start the second scenario withoustiing the first

scenario. The short-cut alternate gateway is ldcetehe first scenario on the west side of levet.oThe password is
SHADES. Scenario goal: To defeat an ancient eneom but of another realm; clues to the identitytho$ person is
revealed throughout the second scenario.

This scenario includes new features like elevatoesy specials, more items, new monsters, challgngirzzles, and
many surprises. Will you be the first on your bldoldiscover the secret of "Shades of the Past"?

Briefing Materials: Time Master (Third Scenario)

This installment concludes the Silvern Castle gyloAfter completing "Shade of the Past", your lyabdnd must now
undertake the perilous journey to close the peatagyateways to prevent further incursions fromaheient realm
discovered in "Shades". It is rumored that this baraccomplished by locating and deactivating ditegay's power
source.

Only users who have defeated the second scenaeo'®sis, and have located the password to acces$Titme
Master" portal should attempt this expert-levelnsaz@®! (The password is JURASSIC)
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I: TITLE PAGE
To start the game, execute the SILVERN.SYSTEM file.
Note: See "Starting Silvern Castle" in the Tomé/idcellany for more complete technical details.

Running SILVERN.SYSTEM launches MICRODOT and bringsthe Silvern Castle title page. The title pagalso
where you end up if you save the game or disbamgainty.

A: Start the Game

Press <RETURN> at the title page to get thingstexfarif you have a saved game, you will be pladetha point
where you last saved. If this is your first timeyhg, or you have no party in the maze, you wdlglaced at the
market (see "Castle Market").

B: Extra's Menu
This menu contains various utilities.

1: Resize Roster

This allows you to select a larger or smaller simester, depending on how much disk space you Haean
also be used to "crunch" the roster so that newachers will be added to the end of the list. Ati@pto zero
(delete) all characters is also available. Thisoopts not available when the "Update Datafilestiamp is
present.

WARNING: All deleted characters will be permanently zapgedin the Roster Transfer Utility if you wish
to recover deleted characters.

2: Update Datafiles

After you install a new version of Silvern Casttersetimes new stuff such as items, spells, charataéstics,
and other definitions have to be applied to varidatfiles to update them to the new version. Tiigy
facilitates this. This option is disabled aftehd@s updated the appropriate datafiles.

WARNING: All deleted characters will be permanently zappgeeleted characters must be recovered before
installing new Silvern Castle updates.

3: Set Preferences
This allows you to toggle optional game featurefofinTo restore all preferences to their defagittiags,
press <SPC>. Press <ESC> to save and exit. PrésB>fD toggle between pages.

3a: Page 1

a: Use encumbrance rules? [Y] = default

With encumbrance selected yes, each character $tasrath-imposed maximum limit to carry coins
and items (expressed in "coin weight", or cn) withimcurring an encumbrance penalty. Search on
"encumbrance" for more details.

b: Restrict loot coinage to GP? [N] = default
When selected to yes, the party will automaticalyp any silver or copper coins in favor of only
gold pieces. Market transactions are not affected.

c: Combat real-time status update? [N] = default

With this option set to yes, the party status sumgrbax is updated in combat in real-time whenever
any character's armour class, hit points, or candithanges. The monster count status box is also
updated. When set to no, these status windows mse updated after each round. In any case,
incapacitated characters are not reordered ureit #fe combat round is over.
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d: Fluctuating store prices? [Y] = default
This preference affects whether or not Quillon'adimg Post will adjust prices based on quantity.
When set to yes, items in low supply command prempuices, and vice-versa.

e: Show spells cast by monsters? [N] = default

When this option is set to yes, spells cast byntbasters in combat will display the spell name (but
not the charge or whether the spell is cast redengau’ll have to monitor the results to determine
those attributes).

f. Easier XP advancement? [N] = default

This option when selected to yes reduces the ammiuexperience points (XP) needed to advance
characters over level 9. In addition, demi-humamly aeed 2X instead of 4X the XP for higher level
advancement.

g: Fast combat monster equip? [N] = default

Mainly for benefit of users without acceleratotgstoption when set to yes greatly speeds-up combat
monster equip. However, when in effect this optiades speed for variableness, giving out the same
fixed equipment, depending on the monster groupgeixspecial items; i.e. potions, rings, etc).

h: Show monster HP remaining? [N] = default

This preference is useful as a combat aid, espedialnew adventurers. When turned on, this option
shows how many hit points remain after a non-fatabn a monster, whether caused by weapons,
items, or spells.

i: Sound pitch [80] = default

Allows changing sound parameter affects. To playent sound settings, press any key not listed on-
screen (such as the <return> key). You can presogtion (or closed-apple) key to reverse the
direction.

j: Sound length [06] = default
Another sound parameter option. Select zero to rmoitmd (regardless of sound pitch setting). You
can press the option (or closed-apple) key to ssvére direction.

k: Preload files into /RAM [Y] = default

When turned on, this option preloads files into Ith&t-in ProDOS RAM drive (slot 3, drive 2) to
increase disk I/O performance. If the RAM driveeally contains files, has been removed, or your
Apple Il has less than 128K, this preference i®igd.

Note: Users with hard drives or Apple ligs 3.5" drivesgms with Diversi-Cache installed can turn
this option off without affecting disk I/O performee.

I: Level of difficulty [Hard] = default
Allows you to choose between 2 levels of difficullyARD is the standard, or less difficult mode;
GRIM is the most difficult mode, it removes moshtiaps for lower-level parties.

m: Auto-unlock doors [N] = default

When this option is turned-on, your party will anatically open all locked doors in the maze
without being prompted to select a key, as longyas party is carrying the appropriate key of
course.

n: Encounter frequency [norm] = default

This preference allows you to set the wandering stevnencounter frequency to more, normal, or
less. Usually lower-level monsters tend to avoidipa that are much higher in level than they are;
conversely, higher-level monsters tend to seek wedker parties. Selecting more or less will

modifier the normal encounter frequency by makimg party appear weaker or stronger than it really
is. This preference has no effect on lair encosnter
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3b: Page 2

a: Disable shareware checks [Y] = default

Since v5.2 when Silvern became freeware, the flagused to check whether you had registered was
disabled, although the actual unregistered sharw@te was never removed. Now you can toggle
this flag on and off to experience Silvern Castleinregistered shareware or freeware mode. See the
Freeware Tome (SC.REGISTER) for more information.

b: Message time delay [350] = default

Allows you to set the length of time messages appeathe screen (see also maze Time Delay
command). Although you may set the time delay amehbetween 0-65550, for most Apple Il
computers a value of around 1000 is sufficient,levldrger delays may be needed for accelerated or
emulated Apple's. You can press the option (oretlespple) key to reverse the direction, or press th
open-apple key to increase the step size by 1G06ad of 50.

c: Use GS color settings [N] = default

This option is ignored unless you have an Appls.Iy/hen set to the default, text screen colors are
set to white characters on a black background/wottigou turn this option on, your control panel
settings are used instead. Please note in hiregsntdte border color is always set to black.

d: Maze display mode [Hires] = default

e: Camp display mode [Hires] = default

f: Market display mode [Hires] = default

g: Combat display mode [Hires] = default

h: Guild display mode [Hires] = default

These options allow you to set the screen modérés lor text for each of the modules listed above.
Text mode results in displays that are faster aigpper. The only module with significant difference
between modes is the maze. In hires, the mazespdagied in hidden-line wire 3-D, while in text
mode the maze is displayed in overhead 2-D style.

i Mundane loot frequency [Norm] = default

When this preference is set to half, the normal dame loot chance is halved, or if set to skip, all

mundane loot found in the maze will automaticaklygassed over by the party. This greatly reduces
the time needed to inspect loot for high-level igartBy the way, mundane items include all normal

non-magical weapons, most armour, shields, heltoseg, and potions. Scrolls containing normal

level 5 spells or less are also considered mundane.

j: Substitute initiative for race [N] = default

When activated, this preference modifies the bottdraracter status window display to show the
character base initiative rating instead of theadifrace statistic. There is a slight speed pgnalt
when updating the character status window whenpttdgerence is set to show initiative. In addition,
the camp inspect character display will not shoe ¢haracter initiative if the preference is already
set to show initiative at the character status wmnd

k: Cache automap images [Y] = default

By default, Silvern Castle will cache all automapewed, which speeds up the automap feature.
However, even though these cached images are ghagke will need upwards of 175 blocks
available to store an entire scenario's worth ¢dmaps and notes, so you may run out of disk space,
especially on 3.5" disk systems if you are explgnmultiple scenarios. If you start running low on
disk space, you can turn-off this preference tp stching new automaps. If you turn this option off
you may want to see the Extra's Menu Delete Catlagyés option to recover the disk space used.

I: Lair frequency [Norm] = default

This preference allows you to adjust the chancddios appearing in rooms. Setting it to More will
double the chance, and Less will slightly lower ¢hance.
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m: Show graphics [Y] = default

If this preference is turned on, graphic imagesdisplayed in certain program modules. However, in
addition to this preference being turned on, fag tiraphics to show the corresponding module
display mode must be set to hires.

n: No-frills maze plotter [N] = default

If this preference is turned on, maze special oedliand the maze resource window are not
displayed. The resource window can be refresheéld thie S)tatus command. The net effect is to
slightly increase the speed needed to draw the maze

4: View AutoMaps

This option allows you to view any scenario levataamap without having to be in the maze. A standard
Apple 1l hires image is saved of the last automigpved to the file MAP.PIC in your Silvern Castldder to
allow you to use a paint program to print the awtprautside of Silvern Castle.

5: Clear Enchanted Store Stock
This allows you to remove all enchanted items f@uillon's Trading Post.

6: Character Transfer / Undelete Utility
This utility allows you to transfer characters beén different Silvern Castle rosters. In additigoy can
undelete characters.

a. Transfer Utility Requirements
Error 256 - 80-column card required
Error 257 - Mousetext required (enhanced lle,didligs)

WARNING: Please make a backup before attempting to traokfgacters, just in case!!!

b. Select Location of Silvern Castle Folder(s)

The pathname of the current Silvern Castle foldeshiown by default. Use the keys shown below to
select a different Silvern Castle folder or volurifienecessary. Once you have opened a valid Silvern
Castle folder, choose the <select this Silvern|€dstder> option if it's the folder you want.

After selecting the first Silvern Castle folder,uyare given the option to run the undelete utityy,

or both the transfer & undelete utilities. The stde mode is shown at the top right of the scréfen.
you choose the transfer utility mode, you must a¢plee steps above to locate another Silvern Castle
folder to transfer to/from.

The following commands are used to browse/select:

» <tab> select volume (disk)

» <esc> close current folder

» <ret> open current folder

«  OA-Q exit

e The up and down arrow keys move the pointer. Rigg9iA in addition to the up and down
arrow keys moves through the list faster.

Note: Only the first 99 subfolders per folder are shown.
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c. Roster Display

Once you have selected the location of the Silv@astle folder(s), the following information is
displayed as each roster is loaded: Pathname oSitkiern Castle folder, roster version, count of
number of characters, followed by the maximum nundfeharacter slots, and finally all characters
in the roster (if none <empty> is shown). Nameg#arthan 10 characters are truncated. In addition,
the following symbols may be displayed appendethéocharacter name:

* - On expedition (locked - can't be transferredieleted)
# - Deleted character (may be recovered)

Note: Characters permanently deleted (see zap sectiowbare never shown. Characters deleted
prior to v8.0 are not recoverable.

The followings errors may be displayed:

» Error 260 - Pathnames of rosters must be unique3(f®' disks, each disk or folder must
have a different name)

» Error 261 - Not a SC folder (you must select thildo containing your Silvern Castle
roster)

» Error 262 - Roster too old (update roster and ¢/3ira)

e Error 264 - Both rosters empty

d. Transfer Characters / Command List
The active roster is indicated by the inverse sieledar.

The arrow keys move the inverse selection bar tish the active character. To jump through the
list more quickly, press the OA key with the up alwivn arrows. The following commands are also
available:

* OA-D Delete character

» OA-T Toggle active roster (transfer mode only)
* OA-U Undelete character

e OA-Q Quit/Exit

e opt-Z Zap (permanently delete) character

» <ret> Transfer character (transfer mode only)

The following error codes may be displayed:

» Error 263 - Destination roster full

» Error 264 - Both rosters empty

» Error 265 - Character on expedition

» Error 266 - Transferred character already existdestination

e Error 267 - Deleted characters cannot be transfdtnedelete first)

e. Delete Characters
Press OA-D to delete the active character. Theachar can be recovered with the OA-U command
(see next section).

WARNING: It's possible for deleted characters to be ovétevriby creating new characters at the
Adventurer's Guild. In addition, deleted characteilsbe permanently zapped if you run the Resize
Roster Utility, or you install a new Silvern Castlersion that requires running the Update Roster
Utility. Always undelete accidentally deleted chaeas immediately.

The following error codes may be displayed:
e Error 265 - You cannot delete a character on exipedi
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f. Undelete Characters
Press OA-U to recover deleted characters. Seedheilvg message in the section above.

To avoid duplicate character names, if you createwva character at the Adventurer's Guild with the
same name as a deleted character's name, andtgotelzover the deleted character, the name of the
recovered character will have the last 1 or 2 letef the name replaced with random letters or
numbers. You can then rename that character a&dtienturer's Guild if you wish.

g. Zap Character
Pressing opt-Z (option, solid apple, or closed apkty) will permanently delete the selected
character after a confirmation prompt. You canecbrer a zapped character.

The following error codes may be displayed:

e Error 264 - Both rosters empty
» Error 265 - You cannot delete a character on exioedi

7. Erase & Zero AutoMaps
This option allows you to selectively erase youroaaps by scenario. It will also erase any savednaap
images and notes.

WARNING: This option will permanently zero all automapstie scenario selected!

8. Delete Cached Images
This option only deletes the cached automap imagesnotes from the scenario you select. It doesz et
any automaps. See the Cache Automap Images prefef@nmore information.

9. Delete Obsolete Files
Use this option to recover additional disk spacedeieting any unnecessary files left-over from iearl
versions.

10. Tome Viewer

Pressing "?" in the Extra's Menu, allows on-scrngewing of the Silvern Castle Tomes (a.k.a. docsja on-
line reference (80-column card & mousetext requiréd keyword search option is available to help you
locate specific information. For best results, tikeyword searches to single words, since phrds#sctoss
line breaks will not be found.

All the Tomes are in Appleworks format, allowingf-ihe viewing (and printing) with any word process
that can read APW documents.

a: (Tomel) Tome of Miscellany (Read.Me.First)
Affords on-screen viewing of the READ.ME.FIRST fil&his file contains equipment/software
requirements, installation instructions, and thisiom history of Silvern Castle.

b: (Tome2) Tome of Knowledge (Silvern Castle Userslanual)
Permits on-screen viewing of the instructions youraading right now.

c: (Tome3) Tome of Arcana (Hint/Help/Review Guide)

Allows on-screen viewing of various posts madehi® Delphi A2 Entertainment Forum, and review
material from Juiced.GS about Silvern Castle. Aalpful hints from yours truly.
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d: View All Tomes
This option allows you to view all the Tomes athdy were one continuous document.
After selecting the Tome you wish to view, the daéing commands are available:

OA-Q Quit

OA-G Goto Page

OA-S Enter New Search String (NOT case-sensitive)

Press the up or down arrow keys to page backwaveHfal.

Press <ESC> to stop/pause either the Goto PagewrS¢arch functions while running.
After the first search string is found, press <8fihd the next one. To cancel the search
prompt, enter a null search string.

When you reach the last page of the document, dssage "END OF TOME" is displayed.

If you are viewing all tomes, when you reach thst [zage of each tome the message "LAST PAGE"
will be displayed if there are more tomes followdaigwhich point you can page forward to the next
tome. In addition, you can quickly jump to the st@rthe previous/next tome by pressing the open-
apple key and the up/down arrow key.

When entering search strings, the following edittoaghmands are available:

C. Exit the Game

<RET> Accept string as is regardless of cursortmsi with leading and trailing spaces
removed

<ESC> Clears string if cursor is not in positiorepalse exits input with null string

<DEL> Delete character to left of cursor

OA-E Toggle overwrite/insert mode (cursor flashemsert mode)

OA-D Delete character at cursor

OA-Q Aborts string

OA-Y Truncates string from cursor position to end

The left and right arrows move the cursor.

Pressing <ESC> will exit back to the launcher.
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lI: CASTLE MARKET

The market is your main base of operations. Ieighhat you outfit your characters and enter tAeZ .

NOTE: The current party is displayed at the bottom efdhreen. It briefly lists the character's ID numle®e to six),
name, class, race, armour class (AC), currentdiittp (HP), and status (like DEAD, or maximum hairgs if OK).

A: Adventurer's Guild

The guild is where you create and delete characters

When you enter the GUILD, a list of charactersadrecreated are displayed at the top of the sqiHeat a time). At
the GUILD you will see the prompt "NAME". Pressir§gSC> will take you back to the market, and the 8%Aey
will display the next page of characters.

1: Create Character
To create a character, enter a name up to 13dettéength. If the name you enter does not ey, will be
asked if you really want to create it. If you douywill be asked to enter the character's racesard

a: Character Race List

Human: Your basic adventurer. Humans start out with ayerskills, so they may become
any class. In addition, humans advance fastewigl decause of their shorter lifespan) than
do demihumans. Most humans can expect to liveast e age 65.

The following races are known as demihumans. Coethdao humans, demihumans may have:
special abilities, longer life spans, higher staythit points, and higher starting skill proficiées
However, this comes at a price. Demihumans needlddhe experience points to advance up to
level 8, and after level 8 they need four timesdheunt. While there is no limit on the number of
levels demihumans may ultimately acquire, the easbunt of experience points needed effectively
limits demihumans from attaining high levels. Besmwof their low level advancement, demihumans
may not be able to attain some advanced chardesses.

Elf. Elves start out with a very high intelligence kkiinaking them the best mages;
although, because of their other skill abilitielsiee may also start out as average fighters,
clerics, or thieves. Elves also have the longéstsians, possibly exceeding 500 years.

Dwarf: Dwarves are excellent fighters, as they startvdttt high strength and vitality, but
they also make fairly good thieves, but cannottsiat as clerics or mages. A dwarf may
live to age 200.

Gnome: Gnomes are poor mages and make average fightehieges; although, they do
start out with high piety and vitality, making thegood choices for clerics. Gnomes can
expect to live upwards of 150 years.

Hobbit: Hobbits are excellent thieves, but are a pooraehddr other classes because of
their low ability scores in strength, intelligen@nd piety. Hobbits have roughly half the
lifespan of dwarves.

Orc: Most orcs would rather munch down on humans ahdrdasty adventurer races, but
some orcs have become somewhat civilized (leartfiegcommon tongue and preferring
adventure to a good "leg of adventurer"). Orcs hheeworst starting character ratings, but
their slightly higher than average starting skilis strength and agility make them fair
fighters or thieves. An orc's lifespan is less tadrumans.
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b: Character Ability Skill List
At this point you will be able to define your chetex's ability scores. Briefly, there are six alili
scores:

» Strength: Affects the chance to hit and the damage done tmsters, as well as
determining encumbrance.

* Intelligence: Determines how many spell points a mage speltirgpsharacter can cast.

» Piety: A measure of faithfulness. Determines how welficke can identify items found in
the maze. Also determines how many spell poiniercccan cast.

e Agility: This skill determines how well the character cagk attacks and open traps; it
also determines initiative, and with strength deiees how many times you can hit a
target.

» Vitality: A measure of health. It affects a character's éifpectancy, hit points, and the
chance to be raised from the dead.

e Luck: ???

To change any ability skill, press <RETURN> untietarrow on the screen is next to the skill you
want to revise. Pressing "+" will add one pointthe skill the arrow is pointing at, and "-" will
subtract one point. The number of points availablalter skills is always 5 for demihumans, 10 for
humans. The maximum points you can select for &ilityais 18. The minimum value is determined
by your race and sex, and cannot be lowered. Asagliiand subtract points, any classes that you
can qualify for are displayed on the screen.

c: Character Class List
There are 10 different classes, but you can ont@irathe 4 basic classes when creating characters a
the guild. The basic classes are:

» Fighter: Fighters usually provide escort and protection floe other classes. Fighters
require a strength skill of at least 12, althoughHity and vitality are not a prime requisite,
they also largely affect how a fighter performs. gdaspells can be acquired with the
addition of a spellbook around level 25 (adjustdiritelligence).

» Thief: Thieves can deal with traps more effectively thather classes. As they are
apprenticed to a local Thieves’ Guild when creatbdy will have already acquired their
own set of lockpicks. At around 14th level (depagdon intelligence), a thief may begin to
cast mage spells with the addition of a spellbddkeves need a minimum agility skill of
12.

e Cleric: Clerics can cast healing spells and identify unkmdatems. A cleric's power comes
from the deity it serves; this power is channele@igh a vessel known as a holy symbol.
All clerics must possess such a device to dispeluhdead and to learn and cast spells.
Newly rolled clerics are given a holy symbol ané thbility to cast the read magic spell
during a rite performed by a local temple. Clerieguire a piety skill of at least 12.

 Mage: Mages are magic-users who can become very poweffilhey can manage to
survive! Newly created mages will have already gtimeugh a period of training with a
master of the arcane arts, and as such will alréadg inscribed the read magic spell into
their newly acquired spellbook (with which mages @ald scrolls to cast spells). Mages
need a minimum intelligence skill of 12.
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The following are advanced classes, and are nohalbyr available to newly created characters. To
qualify for an advanced class, you will need sigfit skills, experience, and character rating. tBee
TEMPLE for information on changing character clasSéhere are 6 advanced classes; including:

Druid: A very powerful cleric. Druids can cast the mosiverful healing spells. A holy
symbol is required. Druids need a high piety skillLl8 and must have attained the blessing
of their deity, usually accomplished by achieviagdl 12 experience.

Ranger: A much improved fighter who can wield the most htig2-handed weapons. As
such, a ranger needs a high strength skill of I8iremum agility skill of 16, and sufficient
vitality (at least 14) to lug around heavy armond &quipment. In addition, rangers need to
prove their worthiness by attaining a characteingabf at least 16. At around 18th level,
rangers can learn and cast mage spells (adjustadtédligence) with the acquisition of a
spellbook.

Monk: A type of fighter, monks specialize in hand-to-tiaombat, and are restricted from
using most types of weapons. In fact, they fight GHUbetter without any weapons! They
also naturally gain a lower armour class as mopeggnce is acquired. A monk requires a
vitality skill of 18, a piety skill of at least 1@&n agility skill of at least 12, and a 15.5
character rating. In addition, monks can also diige undead with a holy symbol. At 8th

level clerical spells (adjusted for piety) may logaired.

Assassin:A mixture of a fighter and a thief. As such, asg@s need a high agility skill of
18, sufficient strength (at least 14), a highentharmal intelligence (minimum of 12), and
a 15 character rating. At 10th level they can ozage spells after purchasing a spellbook.

Wizard: The most powerful of all spellbook carrying chdeas. Wizards need an
intelligence skill of 18. To become a wizard, arettder must have proved their satisfactory
completion of the knowledge of the arcane artsallguealized by completing the 15th
level of experience.

Mystic: ???

To choose a class, press <ESC> when you have psaitlyour points.

d: Character Statistics
There are many more statistics that the prograigres$o your character when you create it, some of
these include:

Status: Basically what your current condition is. Newlyeated characters are OK, but
during the course of an adventure it may changeP@SONED, SICK, P-LYZED,
STONED, ASLEEP, GULPED, FLED, DEAD, ASHES, or LOSExcept for LOST
characters, most conditions need to be healedthvtapplication of spells, devices, or the
help of the priests of the Temple of Kirn.

Age: Your beginning age depends on your characterts rias your character increases in
age, the weaker the character becomes. Charadarstheir life expectancy (a very low
vitality may halve your lifespan) may suffer a hesttack, and possibly die. Heart attacks in
old characters are caused by the adrenalin ruah ehcounter-their system can't handle the
stress any longer. You can tell if an old charastdfered a heart attack, since their status
seems to mysteriously change to SICK at the starh@ncounter. Each heart attack reduces
one or more ability skills; if this drops your chater rating below 1, you're dead!

Hit Points (HP): This is a measure of how many points of damagecgmusustain before
you die. Fighters usually have the most while mdges the least.
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= Armour Class (AC): A measure of how well protected you are. The lother AC the
better.

= Level (LVL): This statistic shows what level of experience woe at. Usually the higher
your level the more powerful you are.

= Experience Points (XP): This score shows how many points of experience lyauve
collected. XP determines level, but only after yegister XP at the Red Dragon Inn.

= Character Rating: This statistic displays how you rank overall; ihem the average of
your ability skills.

= |nitiative: This ability determines how fast your character parform combat actions. It is
predominantly determined by your agility skill apdur rank in the party's marching order,
with slight adjustments made for level and clasghEr scores indicate better initiative
ability.

= Money: A measure of how wealthy you are. Money is dispthgis the sum of the platinum
(pp), gold (gp), silver (sp), and copper (cp) pgcarried.

Coin exchange: 100cp = 10sp = 1gp; 1pp = 10gp

= Encumbrance (ENC): Encumbrance applies to coins and items. It detesivhether or
not your character is overburdened. Encumbrandisgayed in coins (cn), and expresses
how much weight you can reasonably carry.

Any coin = 1cn
Exchange: 80cn = one pound (#)

Item weight, for the purpose of encumbrance is esged in equivalent coin weight. See the
inspect character section at camp for further tetai

= Title: This displays any titles of nobility you may haaehieved; newly created characters
are commoners and are addressed as SIR or LADY lonlthose wishing to sell them
something.

e: Spellbooks and Holy Symbols

In addition to the above stats, some classes haggcrsasting abilities. Clerics need the benefia of
holy symbol to learn and cast spells. Mages requispell book to add and cast spells. Once a scroll
is added (see CAMP; Add function) a character et that spell as long as they have spell points to
cast it.

Losing one's spell book or holy symbol is very ladldspells known would be lost if this should
happen! Therefore you may not trade, drop (see CAIRermanently remove), or sell your
spellbook or holy symbol. However, you may purchsgares of your spellbook or holy symbol to
prevent any accidental losses. Spares are treatedaat copies, and you may trade, drop, or sell
your spares (although it is assumed the contestem@@sed first; no self-respecting character would
allow his or her spellbook or holy symbol to bed@a used by another!)
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f: Spell Points (SPP)

Spell casters must also have spell points to gaslss See the Red Dragon Inn for more information
on acquiring spell points and see the sectiondtittAMP for more information on learning and
casting spells. The following list of spells arevided among seven base levels, although more
potent, or charged, versions of some spells (cgbleder levels) are possible. For example, all
FIREBALL spells have a base level of 2 (see sy, Ibut a regular (non-charged) FIREBALL spell
has a power level of zero (also known as it's Ipeseer level), and would cost 2 SPP to cast (base
level + power level); a FIREBALL+1 spell has a pavevel (or charge) of 1, and would cost 3 SPP
to cast fully.

g: Spell List
Key: (M-mage, C-cleric, D-druid, W-wizard)

An asterisk (*) after the spell name indicates thatspell can be cast reversed.

Please note that characters can become multi-dagssl casters (see MARKET-Temple of Kirn:
New Class Rite). For example, if a mage changessdabecome a cleric, the character can still cast
all mage spells known while the character was aeanhgt can only add cleric spells from thereon
(until the next change class of course).

Level 1

s FLAMES(TRIKE) (M,W) - A small ball of fire that does up to 12bpdamage per power
level to one monster. Fire-immune monsters sustaimlamage from this fire-based spell,
while cold-immune monsters take double damage. v rfieonsters are fire resistant and
have partial immunity (taking half damage). Workdydn combat.

s SLEEP (*) (M,C,D,W) - Puts up to one group of monsteysSi EEP, making them easier to
hit. Additional power levels possible. Some morsténost notably UNDEAD, SPIRITS,
and PLANTS) are immune. Other monsters, like DRAG)Mre resistant (partial
immunity). Sleep works only in combat. (*) The rese of this spell cures the effects of
sleep from one party member. Combat or camp.

s CURA (*) (C,D) - A healing spell that cures up to 8hpdamage per power level to one
character. Works in combat or camp. (*) In reveitseasts FLAMES. Combat only.

% SHIELD (M,C,D,W) - Lowers the AC of the caster by 4 psiper power level. Works only
in combat.

% FEAR (M,C,D,W) - Lowers the morale of one opposing mengroup. Some monsters are

immune or more resistant (partial immunity due ighhmorale) to fear. Additional power
levels possible. Combat only.
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Level 2

CONFUSE (M,C,D,W) - Raises the AC of one monster by 4 poiper power level.
Combat only.

LIGHT (M,C,D,W) - Allows the party to see further in théAZE and to see all secret
doors. Additional power levels possible. Camp dhlys no effect at the tavern camp).

FIREBALL (M,W) - A large ball of fire that does up to 24bpdamage per power level to
one monster group. Fire-immune monsters sustaiglamage from this fire-based spell,
while cold-immune monsters take double damage. v rfieonsters are fire resistant and
have partial immunity (taking half damage) fronstfire-based spell. Combat only.

LOCATE (M,C,D,W) - Gives you the teleport coordinatesnfrthe market stairs to your
current location. Allows you to easily teleportrfiche market back to the spot where you
invoked this spell. After using a scenario gateypaytal, the coordinates are from the spot
the portal dropped you instead of the market st&itsrks only in camp.

REVEAL (M,C,D,W) - Allows the party to see exactly whhetopposing monsters really
are. Combat only.

FROST(BITE) (M,W) - Causes up to 48hp of cold damage per pdevarl to one monster.
Cold-immune monsters sustain no damage from tredl, dput fire-immune monsters take
double damage. A few monsters are cold resistathth@ve partial immunity (taking half
damage). Works only in combat.

Level 3

SILENCE (M,C,D,W) - Causes all monsters to be temporaritable to cast spells. Also
prevents monsters from calling for help. Additiopalver levels possible. Combat only.

B(REATHE)-SHIELD (M,C,D,W) - Creates an invisible shield that pat¢ethe party from
all monster breath attacks. Its affects are temporAdditional power levels possible.
Works only in combat.

C(URE)-POISON (*) (C,D) - Cures the affects of poison from onaacter. Works in
combat or camp. (*) The reverse casts a CAUSE P@IS@ell, although some monsters
are immune or resistant (partial immunity). Workdyan combat.

ENCHANT (M,W) - Magically enchants all normal or lessecleanted weapons carried by
the party by +1 per power level. This enchantmemiy affects monsters with weapon
immunities; it has no effect on normal corporedites. This spell has a limited duration;
although if cast by multiple characters in the samend the effects are cumulative. Works
only during combat.

COLDRAY (M,W) - Causes a cone of cold to strike one grofimonsters, doing up to
36hp of damage per power level. Cold-immune moastastain no damage from this cold-
based spell, while fire-immune monsters take dowa#emage. A few monsters are cold
resistant and have partial immunity (taking halfndge). Combat only.
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Level 4

PROTECT (M,C,D,W) - Lowers the AC of your party by 4 pamer power level. May be
cast in combat or camp. When multiple PROTECT spatk cast in combat-like all AC
spells-its effects are cumulative, but its duratiords after combat is over. When multiple
PROTECT spells are cast at camp, its effects atecomulative, but its duration is
cumulative. However, whenever a PROTECT spell & aacamp that has a different power
level then the last PROTECT spell cast at camp ttiigl duration interval is reset to reflect
the new AC adjustment. In addition, charged PROTEpE&Ills cast at camp also reduce
monster ambushes by 10% per power level over bseno effect at the tavern camp.

C(URE)-P/ILYZE (*) (C,D) - Cures the affects of paralysis fromeocharacter. Combat or
camp. (*) In reverse, casts a CAUSE P-LYZE spéthaugh some monsters are immune or
resistant (partial immunity). Combat only.

RETURN (M,C,D,W) - Teleports the party directly to the nket. Works best in camp,
when cast in combat see TELEPORT (does nothing wked at the tavern camp).

CURMUCH (*) (C,D) - Cures up to 24hp of damage per povesel from one character.
Combat or camp. (*) In reverse, it casts FLAMES&bmbat only.

COMA (*) (M,C,D,W) - A sleep spell than can potentialijfect all monster groups, but
less effective. Monster immunity to this spell damito the normal sleep spell. Additional
power levels possible. Coma works only in combgtThe reverse of this spell cures the
effects of sleep from one party member. Combatonx

HASTE (C,D) - Causes the character it is cast on to dobkk the number of attacks
normally able during melee combat. The affect ldbts entire duration of an encounter.
Works in combat only.

Level 5

C(URE)-STONED (*) (C,D) - Cures the affects of petrification fmroone character. Works
in combat or camp. (*) The reverse casts CAUSE SIFK¥Nalthough some monsters are
immune or resistant (partial immunity). Combat only

STUN (M,W) - This spell removes half of all hit pointgmppower level from one monster,
but some monsters are immune or resistant (takaifjdamage) from this energy-based
spell. Works only in combat.

L(IIGHTNING)-BOLT (M,W) - This spell does up to 48hp of damage pmwvgr level to
all monsters, but some monsters are immune ortaesig¢taking half damage) from this
electric-based spell. Combat only.

DAZE (M,C,D,W) - Lowers the AC of one monster group dyoints per power level.
Works only in combat.

IDENTIFY (M,W) - Allows mage-casting characters to mimie ttleric's identify ability.
Works only in camp.
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Level 6

TELEPORT (M,C,D,W) - Allows the party to teleport to anycktion within the maze by
selecting a number of relative spaces north orhsaast or west, and up or down. It cannot
teleport to the market. Only works reliably in carfgpes nothing at the tavern camp),
however in dire situations it may be cast in combihen used in combat the party is
teleported to a random location.

RECHARGE (D,W) - Allows the caster to fix CHARGED (wandsnalets, and the like)
devices that have been exhausted. It will not fundane broken items (like weapons turned
into a pile of ferric oxide by a RUST MONSTER or GMHOT devices like

potions and scrolls). Additional power levels pbksi Can only be cast in camp.

C(URE)-SICK (*) (C,D) - Cures the effects of diseases not eduy poison, including
heart attacks (see AGE statistic). Combat or cdMmp.he reverse casts CAUSE ILLNESS,
although some monsters are immune or resistartigp@nmunity). Combat only.

CURMORE (*) (C,D) - A much improved healing spell that earup to 64hp of damage
per power level from one character. Combat or caff)pThe reverse casts FLAMES+7.
Combat only.

ACIDFOG (M,W) - Causes a cloud of acid to descend upow@bosing monsters, doing
up to 72hp of damage per power level, but some tamsre immune or resistant (taking
half damage) from this acid-based spell. Can oslgdist in combat.

DISPEL (M,W) - Allows mage-casting characters to dispeit affecting no more than one
undead or spirit. Combat only.

Level 7

STRIKING (W) - This spell does up to 84hp of damage pergrdewrel to all monsters, but
some monsters are immune or resistant (takingdaatfage) from this energy-based spell.
Combat only.

RAISE (D) - This spell can raise the dead, but its sssamte is unknown. The temple
located in the market is usually safer. Additiopawer levels possible. Works only in
camp.

CURALL (*) (D) - Heals any condition (except DEATH coridits) and all damage
sustained in combat from one character. Works imled or camp. (*) The reverse casts
STUN. Combat only.

AIR (W,D) - Allows oxygen breathing characters to Iineaunder water. Who knows when
this could come in handy? Additional power levetsgible. Works only in camp (has no
effect at the tavern camp).

UNCURSE (D) - Transforms any cursed item (including eqeigpitems) from one
character into a normal item. Can only be casaim.

DEATHRAY (W) - A more potent STUN spell, it removes halfadif hit points per power

level from one entire monster group, although samensters are immune or resistant
(taking half damage) from this energy-based s@ainbat only.
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2: Delete Characters
Invoking this option will delete the selected cluiea.

WARNING: If you accidentally delete a character, you moghediately run the Roster Transfer Utility to
undelete that character before creating new chensiot transferring characters, or
you risk the possibility of your deleted charadieing over-written.

3: Recover OUT Characters

Due to unforeseen power outages, computer cradigiserrors, or the inadvertently use of the RESEY,
your character's record on disk may be marked ¢h suway that it cannot be used. If you had usechthze
save game option before the catastrophe happeresh you restart the program your party will be bt t
point where you had last saved (of course, minytharg that took place between the save and thrghgra

However, if you never saved your game in the mameshe last time you assembled your party atahern,
you will need to recover them at the guild aftey @aomputer mishap; these characters will have ttfixs
OUT after their name, and until you recover sucairabters with this option you cannot assemble gy péth
them. To prevent such an occurrence, always save game in the maze periodically, especially after
assembling a party at the tavern.

The chance for something occurring like descridealva is rare, and you should not need to worry ailtou

Characters on expedition will have the suffix EXiBaehed and are locked until you remove that chiarac
from your party at the tavern or disband the emqgagy.

4: Retire Characters

This option retires the selected character frony.pRetiring maybe the only logical choice for atilgvel
character near death's door (one with a low wtalitd a low character rating-as occurs when a cterés
near their life expectancy, or from the system &hesulting from repeatedly being raised from tead).

While any character may choose to retire, only Héyel characters get an advantage in doing sthegswill
be able to train an apprentice who will assume rab#te characteristics of the retiring master. TEMPLE
provides a rite of passage (R.O.P.) for high-lereracters who wish to know if they can qualifytri@in an
apprentice when they retire.

Regardless if you take the rite of passage orwbé&n you invoke the retire option, those charactérs do
not qualify to become a training master will refrermanently (you will be shown the age when treratter
died). However, if the character is worthy enouglvécome a master, you will be prompted to ententme

of an apprentice to train. The apprentice repldbesretired character's record in the roster. Yall ve
pleasantly surprised how well the apprentice masdteheir training and by the honor bestowed upan th
apprentice's master (when you return to the market)
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B: Blue Knight Tavern
The tavern allows you to assemble a party from anadreligible characters you have created.

1: Add Character to Party

When you invoke this option all eligible charactars displayed. Enter the letter displayed nexaoh name

to have that character join your party. When ther@ more than 18 characters, press the <TAB> key to
display the next screen.

2: Remove Character from Party
This option does not delete characters but ingdsarkes them back at the guild where they can b laser.

3: Camp
See section Il for more details.

4: Divvy

This service is provided by a money changer, wholpall the party's copper, silver and gold coizasd
exchanges the sum for platinum pieces (any remiml@xchanged for gold pieces; smaller amounts are
pocketed by the money changer), and then splite@ipooled coins, giving each character an equaksh

C: Red Dragon Inn

This is where characters can register new levetsin clerical spell points by meditating, or remomage spell points
by studying. Wounds may also be healed (for a jprice

Characters that have enough XP to advance to titdeveel may gain or lose ability scores.

In addition, you can determine how long the curneatty has been in the maze since the last disbgnthe time
shown at the top of the screen.
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D: Quillon's Trading Post

1: Buy Stuff
A list of items in stock are displayed with thenits price. In addition, if the character cannot theeitem, the
word "UNUSABLE" is printed next to the price.

In the middle of the screen the amount of moneyctigacter is carrying is displayed. From here yay go
Forward or Backward through the list of merchand®eol coins, or purchase an item by pressingritex
number shown.

You can jump through the list in large incrementshwihe open-apple-jump command. Press OA and a
number to jump.

NOTE: The list of items for sale is only a partial liMost items, especially magical items, must be foimd
the maze. Quillon keeps a true inventory, with niteshs in limited stock. The only way to replengdid-out
stock is to sell Quillon items you have found ire tmaze (exception: torches, holy symbols, lockpicks
spellbooks, and most potions are in unlimited syppl

2: Sell Stuff
To sell an item just enter the item's number ospreTAB> to display the next group. Equipped itemsst
first be unequipped at CAMP.

Don't expect Quillon to give much for cursed, bmoka unknown items. Quillon does not add cursed or
broken items to his inventory (he usually givesntheway to people he doesn't like!). Non-cursed omkm
items are placed in his inventory identified.

3: Identify Stuff
Any unknown item (including equipped items) candmntified.

4: Uncurse Stuff
Any cursed item (including equipped items) will transformed into a normal item with this optionr fo
hefty fee of course!

5: Enchant Stuff

Allows any identified normal or enchanted weapamaur, or scroll (including equipped items) to gaim
additional power level (up to a maximum of +30)& Quillon's enchanted stock was acquired from 'BIPC
who found the stuff in the maze, the enchant optémuires a 10X price increase over the equivatent for
the procurement of rare materials and the arcamgcn@eded.
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E: Temple of Kirn
The temple provides two different services depemdinon the condition of the character that enters.

1: Heal Condition (POISONED, DEAD, etc)

If the character that enters is not OK, the tengpilests will heal the character for a price. Youn opt to pay
the priest's fee or not. Success is guaranteedsitive character is DEAD, then there is a chancéfiure
depending on the character's vitality and age. &ftar's who fail to be raised become ASHES. Fotlywas
more money than raising the DEAD, characters weoA8HES may attempt to be raised.

Characters with a very low vitality may fail to keised and become LOST forever!

2: New Class Rite

If the character that enters the temple is noteiadnof healing, the temple priest will show yousadf all the
classes that character can qualify for. If you warthange your character's class the temple pritesta fee,
will invoke the new class rite.

WARNING! This rite will change your class to the new clsskected, and as a consequence your character's
level will be reset to one with zero XP, althoughpwints will carry through intact.

As part of the new class rite, your character maygiven a special item (spellbook, holy symbol, or
lockpicks) as required by the new class. In mostaimces, only those classes that are able to tis #ieir
spell casting or thieving abilities at level 1 while given the appropriate item. If your characieesh't have
any open item slots to receive their special itgoy MUST purchase the said item at the trading pe#tre
you leave the market.

In addition, all spells known are transferred ihtadowever, depending on your new class and level
restrictions, some or all spells may not be ablédocast initially (or at full power) until highéevels are
attained (for further information see CAMP-Insp€ttaracters: List Spells).

NOTE: You will also have to reequip your character asasdtems are not usable by all classes.
From time to time, your characters should stopHgytemple to see if they can qualify for the mateamced
classes. Remember that the most powerful magemaisitcan only be used by wizards and druids, feaimte.

Only rangers can wield mighty two-handed weaponsaddition, only parties of advanced characterselas
can hope to defeat Drachma!
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F: Proving Grounds

Here your character can study and train to acepeeific skills. Somewhat similar to a characteatagdyou can buy
and sell skills by exchanging points to attain thabilities most needed by your character. Onlyliracters may
train.

A list of class types you can qualify for at thenfide Change Class Rite is displayed as you updrade/skill points.
An asterick displayed after the class means yout itee prime requisite, but you lack either a higtowgh level,
average skill rating, or both.

Higher skill points cost more than lower skill pEinYou cannot lower any ability below 9 points.ilitles may be
increased above 18 points at substantial cost.

Unallotted points may be used to increase hit goaita one-for-one basis, but total hit points may exceed an
absolute limit of 10hp per level of the charactgrto 100hp maximum.

When you are done, you will be asked to confirm elmynges made.

G: Enter Maze
To enter the maze, you must have at least one @kacter. If you meet that requirement, your parity setup camp
to prepare for the adventure to come (see "Camp").

H: Disband Party
This option removes all the characters from theenirparty and returns them to the Adventurer'sdsui

I: Quit/Save
This will present you with the option of saving tharent party to disk or not, and exits to thie titage.
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lI: CAMP

A: Pickup Cached (or dropped) Stuff

This option is only available if there are itemscoins laying on the floor. Any such stuff is dspéd at the top of the
screen. After selecting this option you may pickaghed coins or items and give it to any charggierss <TAB> to
display next group). All cached stuff is lost aftleaving camp.

B: Reorder Party

This option allows you to change the marching oafdhe party. Although all characters can attactt be attacked by
monsters (unless a character flees), the frontaBaciers have a higher chance to be hit by monsterthey provide
protection for the back 3 characters. Your padyder is significant. Characters who rank highethe marching order
gain an initiative advantage. See initiative atAldlwventurer's Guild under character statisticsnfiore information.

C: Equip Party
This option will globally equip all party memberBhis is useful the first time you enter the mazerapurchasing
everyone's equipment.

D: Make a Wish

Used only as a last resort, a wish allows the paryeans of teleporting to the market in a tigtitagion (such as when
your party has no TELEPORT or RETURN spells andrymarty is trapped in an area with no exits). WagniEach
character will age a number of years every time diption is invoked.

E: Inspecting Characters
The camp allows you to view your character's paisas and ability scores. If the character has items, the
program uses special symbols to tell you more mégion about them:

Prefix:

+ ? =unknown
« # =unusable by this character
+ * =equipped

Suffix:

« + = enchantment power level (e.g. long sword+1)
e - =cursed power level (e.g. long sword-1)

In addition to viewing your character you can alsothe following things: (Note: You can press <TABtthe inspect
screen, or at any option that deals with itemglisplay the next group if you have more than 8 gefrhe item index
numbers will be shown in inversed type when th@sdagroup of items are displayed.)

The command list is displayed at Camp in two paBesss <SPC> to toggle between them.

1: T)rade Equipment/Coins - Allows you to trade items between party memb&sirade coins, press the
open-apple key when prompted. Remember that yowehncarry up to 16 items at one time and you oann
trade equipped items.

2: P)ool Coins- Pools all the coins the party is carrying tetbharacter. Pressing open-apple when selecting
pool changes this option to divvy all the partyati;mum, gold, silver, and copper coins equally amohe
party. Any remainder or excess coins over the fmryaximum ENC is dumped to the character with the
highest ENC.
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3: List S)pells - For characters with spellbooks or holy symbatés command shows all spells known.
However, if the character cannot cast spells atntbenent due to class level restrictions (due tonghmey
class), the level 1 read magic spell displays éwellat which spells can be cast and added adayo\iare
below the minimum age, the level shows zero). lf yo not have a spell book or holy symbol and canast
spells, the level at which you can begin assemldpg]ls is shown instead.

NOTE: You can begin listing spells at any level by piggdhe number key (1-7) that corresponds to thelle
you want to start at.

4a: E)quip Weapons and Armour - Outfits the character with weapons and armounly Qveapons and
armour need to be equipped. You only have to egoir character once, unless you want to equip the
character with something else. The item you warmteip does not need to be identified, but thenryouthe
chance of equipping a cursed item. Should you egoipself with a cursed item, you will not be aldetake

it off.

4b: Equip W)eapon Only - This command quickly equips just your weaporipgikg armour. Please note
that you cannot equip a 2-handed weapon with tisneand if you have an equipped shield, unless yeu f
unequip the shield (in which case you should jssttlhe regular equip command). Please note thabdaek
of space, this command doesn't appear in the cochiigrdisplay.

5: U)se an Item- Allows you to invoke the powers of any usablenis carried, but the item doesn't
necessarily need to be identified. Before the itgan be successfully used the program might ask you
additional information. Be careful, some items hhméted charges (or uses) before they are exhduSteme
items are powerless unless used in combat.

NOTE: When an item is exhausted it becomes a ?BROKENVITou may drop it or use it as a missile
weapon in combat. Some exhausted items can bledefiith the RECHARGE spell.

6: C)ast a Spell- Allows you to cast spells. The program will agku the level of the spell and then lists all
the spells you know at that level. Like the useniteption above, you might be required to enter thmithl
information. Remember that each spell required géhts equal to the spell's level to cast and gan only
reclaim your supply of spell points by restingla tnn.

Certain spells can be multicast up to 6 times.ddition, healing spells can be cast automaticatigil wne
character or the party is fully healed. Enter thprariate key combination when prompted.

NOTE: To reverse a spell, hold the closed-apple (orooptkey while entering the spell's menu number. The
spell's name will then be highlighted to indicatesireversed. Be aware that not all spells carebersed, and
that some spells cannot be reversed in camp (CligtAxample).

NOTE: If you have a more potent version of a spell ((MBREBALL+1) you can specify the exact charge you
want to cast. You may want to do this since a spedts one extra spell point for every charge @ist.cFor
example, casting FIREBALL+1 uses 3 SPP (base $padl of 2 plus 1 charge, or power level). Press th
open-apple key while pressing the spell's menu murtd select the charge (zero charge equals a hooma
base spell). By default, the maximum charge iscsete if you don't explicitly select a charge. Due t
changing class, if you try to cast a charged gpali is too powerful for your current level, thedéat which
you can cast the full charge is shown.

NOTE: You can reverse and select the charge of a sp@ltdssing both apple keys at once.
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7: A)dd Scroll to Spellbook or Holy Symbot This option allows you to add identified mageodisrto your
spellbook or to learn identified clerical scrolly mvoking your holy symbol. Some scrolls may be to
powerful to add or are unusable, depending on gtags and level. If the scroll is too powerful, tegel at
which it may be added is shown.

NOTE: Although, within level restrictions, you can cadtspells known (since if you change class you may
have a mix of mage and cleric spells), you candadt mew spells that are restricted by your class ¢pell
list).

8: D)rop Equipment/Coins - Allows you to drop items you no longer want. $&repen-apple when selecting
drop to remove coins. The 45 most recently droppeeds (and any coins) can be recovered as longasly
not leave camp (see Pickup Cached Stuff).

Pressing the option key (a.k.a. closed-apple) kbgnaselecting an item will discard (permanently oge)
that item without placing it in the cache.

Non-spare spellbooks and holy symbols you no lomgert may only be removed using option-discard.enc
invoked and confirmed, all spells known will faderh the character's memory in time (if you seledted
option by accident, the spells will be retainegoiu IMMEDIATELY purchase the appropriate item aeth
store-if in the maze, use a RETURN spell/deviceeoke the camp WISH command).

9: I)dentify Unknown Items - Only clerics and druids have the ability to iiBhunknown items. Warning:
There is a 5% chance that a cleric or druid maydaotally touch a cursed item and be automatically
equipped with it.

When a character attempts to identify an item shateady known, that character may be able torelehiat
item's properties, if successful (if affect, tumithe id function into an info command). Note: Irdo keys
display the scenario number that key belongs to.

10: Equipment Notes -

 Weapons - Each positive enchantment doubles base damage Iemg sword does from 2-10
damage; long sword+1 does from 4-20 damage). Easitiye enchantment also increases your
chance to hit by one. * Cursed enchantments dithdebase damage by 2 for each curse level (e.qg.
long sword-1 does from 1-5 damage). In additiortheaurse point decreases you chance to hit by
one.

e Armour - Each positive enchantment lowers AC by one @mshield+3 lowers AC by 3 additional
points than a normal sm shield). * Each cursed amnichents raises AC by one (e.g. sm shield-3
raises AC an additional 3 points).

* Potions - Each positive enchantment only adds additiomeed (e.g. pot/cura+1 can be used two
times; each dose doing normal cura healing). * €@limnchantments are not possible with potions,
although this does not imply there are not anygmstithat do not have curse-like properties!

» Scrolls- Each positive enchantment doubles or adds tedtal's spell affect (see spell list). A scroll
can only be used once, but a scroll added to absipdd or holy symbol can be cast multiple times
(see spell points). * Cursed scrolls do not exist.

* Rings, Amulets, Orbs, and Staves Each positive enchantment adds to or doublepdieer of the
device. In addition, when the number of charges (ises) are exhausted, the device will lose one
enchantment power level (i.e. a BLUE AMULET+1 beasma BLUE AMULET when exhausted;
when it next becomes exhausted it crumbles into wiod it's refilled, either by a RECHARGE spell
or device). Note: Some devices only have one chérge one-shot use) no matter how many
enchantment levels they have (such devices canmatefiled). * Cursed enchantments are not
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possible with magic items, however this does noamhere are not any magic items that do not
have curse-like properties!

* Torch and Lanterns - Used in combat, these devices are treated awithilaming missile weapons,
and as such, they are not recoverable. Howevaranmp, when you use such a device, that item is
only discarded when all the charges are used up.

11: Encumbrance Notes- The amount of weight you can carry is expresgedoin (cn) weight, and
encumbrance is displayed minus the equivalent e@ight of all coins and items carried. Incapacidate
characters are treated as dead weight, with aingroapacity of zero.

In addition, you are limited to a maximum of 15Q@0ns per person.

When the encumbrance value is displayed in noryped, tit expresses how much additional coin weight y
can carry without incurring any encumbrance peeslthese are explained in the maze section).

When the encumbrance total is shown highlightethdicates how much coin weight you need to remtove
eliminate any encumbrance penalties.

Encumbrance does not impose any restrictions oraltiselute coin weight a character can carry-as sig
you can live with the penalties. If you find youfseawash with encumbrance penalties, be sure teyd{see
Tavern) your coins into platinum pieces after eaetze foray or drop coins and items as needed imtee.

If you have any unwanted incapacitated charactens snay wish to discard them to further reduce
encumbrance.

12: Display Item Weight - To display the weight in pounds and the equivalin weight of any item
carried, press the index number of the item.

13: Discard Unwanted Character- This only works on incapacitated characters ¢pk&SLEEP members)
since its function is to reduce the party ENC pgnlay discarding such characters that would othesvtiave

to be dragged along by the party as dead weiglet &&ze section). Press CTRL-D to invoke (it does no
work at the tavern camp). When invoked and confitntee current character is removed from the panty
dropped in the maze, where the Castle Guards wéhtally find the character and return the remains
(monsters will most likely have munched upon thecdided character) to the Adventurer's Guild.

14: M)inimum Weapon Proficiency - Displays the minimum damage your character cdiict with the
identified and usable weapon selected. Factorsafifiett weapon proficiency: Weapon selected, strerand
class.

15: Equivalent Hluman Age- Allows demihuman (non-human) characters to deitez how old they are in
"human" years. The equivalent age is shown in sweype momentarily in place of the actual demihuma
age. This information is helpful in providing a esfnce for age-related comparisons. For exampleaso
spells you must be at least 15 "human" years aid, spell points (SPP), although determined by |ewel
ability skills, are factored against a bell-curliattpeaks in middle age (around age 45 in "humaats).

16: B)urden - This command displays the current characteris/icgy capacity, total weight carried, and any
encumbrance penalties.
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IV: MAZE

When you enter the maze from the market you wilfdeng north at the bottom of a flight of staiiithe program
always shows you the current level you are onwelkas the direction you are facing. The mazeispldyed in 3-D
(or 2-D when in text mode) in the upper left of thereen. The current scenario number and versionbau are
displayed to the upper right.

The amount of normal light, magical light, air (mairmally needed), and protection remaining is shaWost rooms
and all of the first level are illuminated with ¢ties securely set into the wall. The more lighg, ftirther you can see.
Moving forward uses one point of light. If you hawe light sources, it will be very dark, unless yrave at least one
elf or dwarf who can see in the dark with infragisiimagic light or torches are MUCH better).

If any of your characters are encumbered, a peegjtyal to the highest encumbered character iseapfgi the party,
plus a group penalty for each incapacitated charabtt has to dragged along. This penalty, iffiact, is displayed in
the info box as ENC %, where % equals how muchptuy is overburdened (100% = full; 200% = 2X fidic;
encumbrances over 9999% are displayed #####). Aoyrabered party takes longer to move in the mdze i@ in
game time, not real time), and as a consequencensee light and other resources. Since an encuedhmarty makes
noises dragging and pushing heavy loads (includead characters), your party is at a greater fisdlemg ambushed
and being caught if running away from monsters.

Some graph paper will come in handy. One of theyngarals is to discover new areas and levels. Mapaieas being
explored is an essential part of the game.

A: Camp
This command will put you in CAMP.

B: Status Update
This update's the character status display at ot of the screen. Usually this information idyonpdated during
combat.

C: Time Delay
This option will globally adjust the time that magss will appear on the screen. Use the arrowdjtsta press [RET]
when you are done. To increase the step size t0 ib88ad of 50, press the open-apple key whilestidig.

By the way, you can quickly abort any timed delayy by pressing any key during the message. Atgessing
CTRL-S will suspend the game during any timed mgsskelay until another key is pressed.

D: Quit Options
This will present you with the option of saving tharent party to disk or not, and exits to thie titage.

E: Movement Keys

Pressing the up arrow will move your entire pantye @quare forward. If movement forward is not atdywyou will
hear a beep. You cannot see secret doors-unledsay@umagical light-but you can go through themezitvay. To go
through a secret door, move forward into a wallhére's a secret door, you'll go through, otherwisu'll hear a beep.
Only going forward changes you position, the leffht, and down arrow keys only change the directiou face.
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F: Automap Feature

Press <TAB> in the maze to see an overhead vieall ekplored areas on the current level. Secretslace shown as
filled outlines (if magic light is in affect), wtél reqular doors have open outlines. Door outlimesdisplayed per
direction, so unless you have seen both sides tofoaway door you will only see a half outline. Syotd show
location of stairs (up/down arrows), chutes (baxyl fixed specials (+). Because your current pmsis displayed as a
flashing dot, the automap feature makes it extrgnaeglsy to locate your position even when you asg. |Bor
simplicity, all directions of any square seen asplyed.

If the automap image being viewed does not showesemors because the image hasn't been regeneeaectly
since you have cast magical light, press <TAB>otod the automap display to redraw.

Since the automap images are packed, they cawietved outside of Silvern Castle. However, the tagbmap image
viewed is always saved automatically as a standiaed binary image file named MAP.PIC.

Press <RET> to activate the auto-notes featurésfay special locations interactively on the auapndisplay. If you
save the auto-notes, a standard text file is gesekranstead inside your Silvern Castle folder a tbllowing
pathname: PICS/SCENARIO.X/LEVEL.Y.NOTES (substittlie scenario number for X and the level numbeiyfor

See the Cache Automap Images preference for moheital information.

G: Full Plot

The <P> key toggles between the plotting the maee ynormally (ON), or whether to inhibit the exp&dview
(OFF) as occurs with large amounts of light. Wheul Plot is OFF, the quick plot mode makes maze emosnt
through familiar areas faster, especially with rmmeelerated systems. The current mode is displagegath the
command. Full Plot is turned ON by default when jeave the market.

H: Misc Info

Pressing the "@" key brings up some useful informmatincluding the party rating and encounter clearikhe party
rating is the average level of the party, and theoanter chance is the average odds of engagimmprnbat with
wandering monsters. The encounter chance dependbieoparty rating, current maze level, and the entar
frequency preference. Please note that wanderintstes will not engage parties that have a muchemigating than
they do, in which case the encounter chance istzetause the monsters are cowering in fear in ldies:
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V: COMBAT

Eventually your party will meet the inhabitants tbé maze, the monsters. A typical encounter maisbf the
following:

1. 8 HUMANOIDS (2)
2.1 ORC (1)

The number appearing before the period is the gmumpber; of which there can be up to 4 groups. Aumaber after
the period indicates how many monsters there athdrgroup; up to a maximum of 8. Next, you will fisown the
monster's name, or the general type of monstesuf party doesn't know what it is exactly. The nemappearing in
parenthesis indicates how many of the monstersarscious and able to attack your party.

Using our typical encounter example above, theeeao groups of monsters: group one contains 8 emvkrmonsters
of the humanoid variety, of which only 2 are conssi (perhaps you had cast SLEEP and 6 of the nrsrfeteinto a
coma); and group two consists of a single orc, ishadive and kicking.

Some monsters are extremely intelligent and maye hesquired special abilities like spell-casting dahd use of
magical devices.

Certain monsters also may have natural speciatiabithat may cause conditions such as POISONK tseases),
P-LYZED, STONED, GULPED, or FEAR (FLED). Other mo&xs may also have natural special abilities to INRA
levels, DESTROY items, AGE, CALL for help, BREATHBf to REGENerate (a natural healing process).llGha
preceding abilities, DRAINing may be the most pdwka character that is drained to level zero bez®ran
UNDEAD and is LOST forever.

Some monsters (most notably incorporeal SPIRITSHagld-level UNDEAD) have normal weapon immunity, iafn
means that they are only affected by spells, deyi@ed magic weapons of a high enough enchantrifigiou( hit with
a weapon that isn't powerful enough, you'll geNa ‘affect" message). In addition, some monstersaks@immune to
certain spells and devices that cause sleep, pgoalysis, sickness, stone, fear, and damag@iifcast a spell or
use a device that a monster is immune from, ygatlla message indicating this). Some monstersaigtant and have
partial immunity (taking half damage, no affectgeatra protection) from your attack.

Rooms may contain lairs of monsters. A humanoid fiadst often consists of 4 groups of inhabitarms)uding a
chieftain or other leader with bodyguards. Some stens, like dragons, may only be encountered iin thies and are
VERY highly dangerous (but extremely profitable!).

You may also encounter wandering groups of adverduwith spell casting and fighting abilities vemych like your

own characters. Such non-player character (NPQ)pgr@re usually outfitted with the best equipmeant are very
challenging to defeat, to say the least.
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A: Combat Options
Each character (unless DEAD or otherwise incapt@ca one at a time, tells the computer what toTde combat
options include:

1. F)ight - Use your weapon or fists (if you are not equippéth a weapon). You may have to input which
group to fight against if there are more than one.

2. E)quip - Allows you to switch weapons, or to select nabeall. Could be helpful if you have a weapon
that works great against some monsters but not wetly against others. If you already have a cursed
weapon, you cannot select another weapon untitdhse is removed.

3. U)se Item- You will see a list of all usable devices yoe @arrying. Just press the number of the item
you want to use or press <TAB> to display the ngedup. You can also use unequipped weapons,
torches, lanterns, and broken items as missile @reafbut once these particular items are usedahey
not recoverable.

4. D)ispel - Allows certain characters who have this abitiyturn the undead. May only be used once per
encounter; further attempts have no effect.

5. R)un - Makes the character flee beyond the range ottimbat area. Weak characters should use this
option to withdraw out of harm's way and incredssrtchance of survival. A character that is abl#de
is considered to be safe from any further mondtecks (including magical attacks-even friendlylspe
cast by the character's companions). If everyozesfthe entire party will run away and be chasethéy
monsters (your party may be cornered, or the pagy wind-up lost if the party eludes the monsters).

6. C)ast Spell- Allows you to cast spells like in camp.

7. P)arry - Uses the character's weapon or shield to blpgooent's blows. It also allows a character to use
any special class abilities (like identifying oealing!).

NOTE: If the character has fled in a previous round,dtputer will ask if the character will R)eturnttee party or
P)arry and stay away.

NOTE: You may press <ESC> at any time while entering canaiptions to redo all your options. Or, press gack
to only redo the previous character.

After you have entered what each character wilirdoombat, you are given one last chance to chgoge mind.
Press <RETURN> to fight, <ESC> to redo all, or gadk to redo the last character.

After you have confirmed your choices the compuwtél handle combat and display the results of tineczinter.
Combat results update the character summary irtirealif this preference is checked (see Extra'supeThe order
that characters actually carry out their assigrteaoes depends on the party's marching order anéhitiative rating
of each character. This means it's possible fohaacter to be attacked and be killed by the mondiefore that
character has had a chance to act.

If any monsters survive you will have to enter éeotround of combat options. Please note that ctexsathat become
incapacitated are dragged behind the survivingypagmbers after the combat round is over (but magged out of
combat range). Incapacitated characters that ldeome OK will move back to their original slot time marching
order.
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VI: SLAUGHTERED EXPEDITIONS

If a trap or monster encounter should wipe out ymanty, your characters will probably be munchedrupnd stripped
of most of their possessions and coins. Your cltaraavill eventually be found by the Castle Guaatg] they will be
returned to the Adventurer's Guild; unless you pfesSC] to abort.

If you choose to abort, your party will restartla point of your last save-but with an age penaftylied. If you have
not previously saved a game in the maze you wédn®e recover your characters at the Guild (see RHEER).

VIil: TREASURE

A: Monster Spoils
It is possible to find equipment and magical itehrest the monsters may have been carrying.

1: Stolen Spellbooks or Holy Symbols
If a monster steals your spellbook or holy symbul gou have no spares, you will lose all the spgils have
acquired, unless the character finds it after cdrabd is the one to pick it up.

B: Experience Points (XP)
Each conscious surviving party member (includingsth characters that have fled) will get a sharexgierience
points. After you have acquired enough XP, you megyster additional levels at the inn.

C: Treasure Chests

1: Open the Chest

Any traps must be disarmed or otherwise any attémppen a chest will spring the trap. Also, loaksst be
picked before the chest can be opened succesdfikly.monster spoils, if the party is full you ceache any
items found in the chest.

2: Inspect Chest for Traps and Lock Quality

Any character may attempt to examine a chest t &éiny hidden traps, but thieves have a MUCH better
chance. In addition, anyone can see if a lock $¢yror solid, but thieves can determine how diffi@ilock

will be to pick by resolving the exact lock qualigghoddy, poor, good, excellent, superb, or masdesaind
trap difficulty. Watch out, you may accidentallyptany traps if the lock is too difficult to pick.

3: Disarm Traps and Pick Locks
If there are any traps, you must inspect firsteotlise you will set off the trap!

A successful disarm attempt removes any traps, fi@pkock, and automatically opens the chest. If et off
the trap, a locked chest remains locked, and theacter who bungled the disarm attempt may tryi¢k fhe
lock again (unless the chest blew up or killed¢haracter). If you fail to disarm the chest, budrdi set any
traps off, the trap or lock is too difficult for@hcharacter to disarm, and the character cannaigayn. A
character must have a set of lockpicks to remoapstiand pick locks. Like inspecting, thieves are G#J
better choices for disarming.

4: Leave the Chest
This option allows you to come back to the chetgr|aas long as the party doesn't leave the cuteset or
save the game.

D: Loot

If there are any coins, they are divided equallyoagrany surviving party members. You can opt toetalach
member's share of each coin type or not, or cackl/ene's share.
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