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Please read this instruction bonklet to ensure
proper handling of your new game; then save
the haoklet Tor lwture reference. {
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Precaulions

1, This is 2 high preciaion game. 0 sheld el be plives or stomc in places

Uk & ey ot orcold. Mever Wit ar droa i,

Faeil touching the connecbars, 0o ol get them we or difly. Doing 80 may

g the game.

3. Derof elzan with Eenzzee, painl thimner, alzonol or otbar such salvens,

4. Wamning: Do mot ese with front or rear profection TV-Dc vol use front ar mear progclion T8
wathovour Minlende Enlertamment Sesten® (NES) and NES gamas. Your praeclion tlevision
ECrBEn may be pemzrenily dimegid S vicen games with slalicrery 28nes ar pallerns ane
plezped o woar proaclian Eeviicn Sedar damope may optos I you plze & vicee gime an
hold G pause. IF oo uss your poofection elesdsion with NES games, Mintzrda will nes he
Falele fiees sy iy, This sfuation (s not Cauged by 2 detect m e MES or NES pamas; nlbar
Haa ar nepelilive =0 may causs similar dzmege o projestion teleasion. Please conlac
wodr T meaulacturer i eelBer information.
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Phlan Today. . .

Tie city of Frnlan, built on ruins upon ruing, ia divided betwssn the human forces
of the Council and the wicked forces that held much of the ramaining city, T
Coourail territarias are nestlod behind & strong stockade of stors guarried from
Ehez ruing aned troes cul frorm Lhe Quivening Fanest, A substantial siby-goaed palrols
the openings in the walls at all hours, 2iways resdy 1o reoel allacks By heold
city's inkabitants,

Phlan displaws litile splarndor of the anciant past, but the past is abways with har
inbathitants, raminding them of what once was and could Be again. Thea city &=
fille wilky aclverturers socking nes forfenos and fraders hoping to reestablish old
Erancding lines, T ands boyard e cilizod stockads are wild nains contrelled by
el tncticns or trikes, Conbrel exlencs coly as tar as the reach of ol or sword
Hetty bands ol orcs, gobling, s lad oy more sinister manstens, vie wilh
hurrtans far power,

fuch of Phlan's ruinsd greatness can B found in the OId Ciby The main sights
incleda: ihs fongatten richas of the wealithy old noblss’ houses; Podol Plaza, the
centar of the ald frading distnct; and the Old Sheine, now dediceted to Bane.
Valjowo Gasthe bas baeor reforified and is being used as a headguarters for ona
fFaclion leader ar another,



The Poaol. ..

Lagend says the alves first discovarsd the Poo! of Hadlance. s deschation has
varied 1mraughy the years. Many wiss sages have declared ita myth and a
conman’s gambit. Tha location of ths Poal changess from tale to tale —
gomatimes b 5 daep in the heart of an aternal wood, somatimes onoan island
circled by greal whrms, and sometimes in the heart of & huge soiitary peak thad
rises above all others in ke Dragonspines meanlains,

It 15 said that the pool glowe with ita own enargy. Thosa that aoproach it fesl naw
powees within thoir Bones, while an unreal mefody holds tharm in rapture, Lagaends
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sz bz 4 ke 1o highligal
optans and Buken & B
select nighlighled apticns.
Ltz Buben B ta escape aus
ol maeng vathoul making o
seleclion.

1. Insert vyouwr Pool of Radiance certridge into the
Menlena controd deck,

2. Turn on the powar and the Tide Screan will appear,

3. Press the Start Bution and the Main BMenu will
BRpeRr

Tor adweniure in Pool of Radianse you muat hawve a
pary al chargslers, Thers can be up to five player
characters (PCS) arsd one nonsplayer 'character’ (NPT
i a party, You can cithor select Character 1o make
Mol own sharaciers or Sesecl "Order’ to uszs the ready-
made characters that come with your cariridge.
Character Salect this to make new charasters or 1o
vicw ar rase cxisting ones. Making new characbes is
clascribad in ths Gharacter Menu sectice beglnning on
paEne ¥,



Qrder Select this to band charecters togethar inte an adveniveing ety ar to
change the ordar of charactars alrmady inoa parly, When you select "Oader’, a list
cf choraciers will be disploved, Cheose characters by highlighting them with the
& ke ang selacting them with Button AL I the charscter you choose 5 not
alreachy in the party, an astedak (% will appear next to the name whan you select it
iz showe the character has joined. If the characiar you chooss was already 0 the
party, the asterisk will dizappear (o show the characier is rao nges in the partdy,
Cialy 5 characters may join the party, and they are placed in the crder that you
gelect them, Characters selected first tend 1o be in the front whan Batties starl —
o select lage, strong characters before weaker spell casters, To charge orde,
taka characters out of the party, ard then reseloect tharm in s nesse oodier,

Envirom Seloct (his b ture sound and music on o off, seve gamea, and adjust
the apese] gl which measanes e displayad. See the Enviren Meno section on
pags 16 far mess infermatian.

Alter you heea made a party, the cotion "Begin adventura” will appear with tha
ather aplions on this first meno, Select thig Lo star Having,

Gharacter Menu

Lse hie 4 kay to highlight
updions, od Bution & i
sakit highlightsd cobians
Use Butban o escoe ol
uf nznus wshaot inaking a
galciinn,

Vieaw Select 1his (o spe & character's Visw Sorean,
Selact "Wiew® then choose a character,

Make Sel=ct thia to create a new character. Sea the
fdaking Charactars section beginning on page 10 far
mosra information.

Erase Solect this 1o remaove @ characler permanenily,

Salact Erase then chaose & characlar. '.-'.-'h-.'.l:urng.'
Eraed charrahers are last forsvar

-



View Screen

Class ———— Charactal

_ IWENNES

Expararan

Faints k% .l'-]il_:l"ll'l'lﬂl"'.

THACE %,

T Flit Srmar. =,

Cilnss B3 kS
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Damage . Lewal

Combias --____"_'-u e Character

Rayement = 2ot
Akility Soores

Feady Equipgrmeanl

Curent - —— A JArmor

Hit Fairds Class)
bdmsimum
Hit Painks

Ahility Scores These values dafine a characters physical and mental prowess.

Thera is a description of each ability on page 14,

Class This is the character's cocupation, such as fightsr or magic-usarn Mon-
hurnan characters can be more than ora class ai a time. For axample, alves can
be magic-usarithievas whila hurmans can be magic-users o thievas,

Lewvel This the characters advencement in his or her claas.

Experence Polnts This measures how much the character has learmsd and
experienced. YWhen a character has earmed enowgh axpanence points, he or sho
can go to the Doaling & Training Hall in Phlan bo briin s 86 Ehe nost !,
Maximum Hit Poinls (MHP) This measures how difficult a character is to
neepacitate or sley. & character becomes unconscicus if hit points reech O and
sxpires if hit ocints reach -10 ar less,

Current Hit Painls (HP} This shows how many FP the character has al pressnt,
Hit jpaints waill never be shown as less than 0,

Armor Class (&C) This measures how difficult the character is to hit in combat.
The lowar tha AC numbaer, tne harder the characiar is 1o hit.

THACE This measures a charaster's combat abilite Every lime a character
alfacks, a random number [ gensrated. THASE s the number a character neacs
ta bk an coponant with AC O If the random nember 1 agqual to or greater than the
character's THACE minus the apacnsnt's AC the charactar hits,

Example: & Fightar with a THACE of 15 attacking a monster with an AC of 3
waollld naed (THACE 15540 =12+
Ehul o Bl e myanester with an A5 6 =2 the fighler would noed (THACGE
15I-{AG-21=17+
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Darmage This is the number of HP of damage & charaster can do t &n enenmy.
Damags incledes basic damage for the weapon plus megic and strength
Bnruses,

Example: A fighter with & magical long sword +1 and o 18 [(35] strergth does 108
+ 4 HF af damage: (1dBet -8 for sword) « (1 for manic waapong -+ |3 lar
strangih).

Alignment This is the charactar's athical and warld wies.

Combat Movement This is now many souanes the characiar can move dunng
cambzal b affactad by the charactes's armor, cared welaht 2nd strangth.

Ready Equipment This the armar and weapon the character has seady,

Making Characters

Alar selecting 'WMake' from tha Main Menu you must
<l Lhee Fallcesng:

@ Select the character's clssi monioenies |
#)Select the character's alignment.

@) Accept the character's ahility soars,

@ rame the character,

Rl Ehe Coarzar g i
doeen with thie Ak key anl
salsct the charictars
clEsfraceGender with
Euticn A&.

P Classes:

Fighters are warriors who are most comfartable in the thick of batle. You wil
naad thiem i dieal with the many monsters and other foes that will stand in your
wing., Finklecs can use any type of weapon or anman

Clerics are mambers af & wamor chesgy class wiho can both fight and cast magic
spells. Clerics are e only class that can cast the valuable healing spells. Glarics
cart use any iype of armaor, but they cannet use bows or any type of cogoed
weanors [1or example, swords).

Magic-Users are trainad in the ways of magle and czn cast meny powerful and
usaful spells. Magic-users connal wear armaor and are unable 1o use very many
WEELIGTS,

Thiewves ara vary usaiul for their skills at picking lecks and dissoming traps.
Thieves are limitad to leather arrmor arvd can only Use a few weanoms,
Multi-Glass are characters with morg than one class at a tima. This maans thiat
ey can ca many things wall — for example a fighterfmagic-user can fight wilh
armor and awords as well 23 cast magical spells. Multi-class characless increase
in level more slowly becasse their experience points are diviced owvenly ameng all
of thelr classes.

11



& Races:

rs

Humans are 1he mest commaen player race in the Realms. They can agvancs (o
rmaximum levels in any class, Humans can be fghters, clerics, or magic-usaerns,
Dwearves &g a hardy and rough raca of warricra and crafiemsan. They ara
resistanit o magis and poison and have bonuses when fightirg geolins,
hobgobling, or giants. Dwarves can only be fightars,

Elves are o lall, slendern and long-lived race. They a2 neary immune to Sleap
and Charm spells and arg adent at finding secret doors with the ‘Sesarch’ or
‘Look’ commaned {ses the Advanture Menul. Elves can be magic-users,
fightes/magic-userthieves, or magic-userthisves, Elves can only advance to a
maximum of seventh Fth-level as fghters,

Ghomes are distant cousins 10 the dwearvss, 2nd thay share some of the same
magis and pedsen resistances, Gnomes can only be thioves,

Halflings stand sbout hatf as fall as bumans — hence thein name, Thaey have no
abdlily with magic thamsealves, but are aomswhat realstant to apells, Halltings ca2n
orthy B thicves,

Half-elves are hybiras wha pesses dirtues Trarm Bath their hurmars and fish
parerts. They are resistant fo Sleep and Chanm spells ard ae alse adent al
finding secret coora. Half-ales can De Bghier magic-users, or magic:
usersfclenics, fighterdclerics. Half-elves can chly acdwanoss io o masimum af Sih
lavil as clerics,

ECharacter Alignment:

Select the character’s alignment, or howe he o she
wigws ared inberacts with W world, Aligrmasnt &
priesented in lwo parts: the chargolber's work] wiew arvd
peisanal ethics,

World View:

Ethics:

Lanarful

Meutral

irdicatas that the charactsr
wrdarstands that peopls
shoauld work within the rules
Gl sociely

indicates that the charactsr
mowves betwesn valuing
suclety and its rules, Bnd
valuirg the indivicual.

Chaotic indicates {kal the characier

wilugs T ndiviciunl {hirmszlf)
aben socicly and athors,

Giood

Meutral

Evil

indicates the character trigs fo
act in a maral and upstanding
ITIEMNEr

Indicatas the character l=ans
toowards “sitestonal ethics,”
svaluating esch st of
CircUmEtances.

imdicates the character acts
cetrr with rea reggard for
athers, Gein an avertly

rusly mnnen
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The characiers ability scores are displayad alier yau
gelect an aligrment — select “Yes™ o keep thase
scores ar “MNa® to have new scores generated. Certain
abilitiea. called prime requigites are more important
trat others. Prima requisiles are ability scores that ara
sapecially importart (o aach class, For axampls,
magic-usens use mbalinerce while hieves sehy on
clextarity, Characters with a score ol 16 ar higher in
thelr prime requesite get a 10% onus to sxpedance.
Strength measures physical power, muscle, and stamina. Strergths of 16 and
abova give characters bonuses with melee weapans such o5 swords or maces.
Fighters can have sxceptional stranalns ol greater than 18, Exceplional strengih
is indicatad by a percent value {01, 02, (3, | 28, 007 following the bass strenglb
[Ter ewampds 18230 Strengthis the prime requisiie far fighters,

Intelligence measures memoery, reasaning and learring ability, Intelfigance is the
prim= reculsite for magic-usars,

Wisdom messures judgemant. enlightenment, will power, and Infultion,
Characters wilh wiscom of 7 or less are more suscentible 1o magleal apells, whils
wigtloem ol 15 or greater lends some resistancs. Wisdom is the prime requisite for
clerics, Clenics wilk wiscorm of 13 or greater also get sxira spella.

Drexterity measures agility, eve-hand coordination, ana reflex speed. Charscters
wilh high dexterities have bonuses to armor class, making tham mone difficult to
hilt, Good dexlarity alzo gives Bonuses wnen wsirg missile weapons such as
bowia ar glings. Dexlerily is the prime requisite for thlewves.

Caorgstitution mezsures fitnesa, health, and physical toughness. High constitution
inGreages e rumber of HF a character geds,

Charisma meaaures persooal magnetism, persuasiveness, and abilitg 1o assume
command. Characters with high charisma am useful as spokesperaons when
ciealing with NPCs vou may run acress durirg your adventures,

D MName Character Screen

our character name c&n e up e 8 charactors long.
£ Fuiei @ v | Cheass She nama by highlighticg letbers with the 4
ke ard solecting them with Butten A Selact ‘End’ 1o
finish narming,

VIS UTIOIND, rme,
ERNTHEE AN

— et



Environ Menu

Tha menu is used 10 set game optians such as the
speed at which messages are displaysd. and whathar
sounds arsd music are played. Uss the # key ta
hichligght epticos and the indicoted buottons Lo changs
hicihlighled options,

Garme Specd numbaer This changoes thas spesd at which mogssanes 200 cisalbyed.
L=ze aither the & and B Bulions Lo charae b Gpdasd,

Music Salect this 1o turn the baclkground music on anc off.

Sound Select 1his to turm sound eflects, such as combal Sounds, on and ofl,

Quick Salect this to change how pictures on the screen are displayed, 'Cuick On!
miakes the gorme Tester whils "Quick O makas tbe pictures smootber,

Aunte Combat Tum this On o meke a characier Baht uncer adtamatic santral in
Auto Cambat mede. You can alao put cheracters on Auto Combat mode dunrg 2
batile by s=lectng Wuta'. Onoe B cheracter s 521 te Auio Combat maode, you
must usa this cotion again to regain normal control.

Exit Sielact this 1o axit Lhe Environ kienu,

Game Controller
W= higklinht options

A - e party

T -maove argd target

s -galect aplions

A -0 ta mEnu

-0 to menu ar
selact targel

s

; e - it it hiul
riaking salaction
0 =il fustion

Mi= ks
M= Advaniunng
G =Compat

Adventure Screen

Wisne Winclow

Time — - Ea-: g
——— irestion

Characier — ]

Mams A Ao Class

Current ol laximum

Hit Foints ————— - Hil Baints




I Phlan "-': and purchasae arrmor aod weapons o oo chasacters, Be careful not to ron aut of
A — Aold Delore pursnasing equapment fareverone — ke you San corrds back ard
i = e e = aurchase better eguipamant with the gold and gems that yau find, The lallcesng

L are gome points of interast in Philan:
MALL A i

'I:ity' Hall ' City Clark The Gily clers will give waur parky commissans Tor jobs,
When a commission is completed, retur o the ity clerk o receive poyment and
SXpErEnNce poinis,

Arms and Arrmar Shops These shops sell aomar and vseaoons, Sqmorars el
purchase exdrg weanoes and gemd, by can alsa identily magical itemes, scalls,
ard potions for a cost of 200 godd pieces, The lelowang menu comes up when
v enter any kind of ahop:

Buy LUse item

Sl Leave
fdentify -

Buy Select this to purchase Hems ar equipment, Salect 'Boay’, thes chans
a character and demsa. If the list of items doss not G an ane serees, sesesl
the amow at the top of the acreen (o ses mare,

Sell Salact this to sell iterns or gema to the shopkesner Mon-maaical ilems
will be purchased at only ane-half their arginal prce. I you oller o 24 a
rmagical itern, the shop keepear will maks an affer. If vyl refuse the oller, 1he
shopkesper will onby offer ane-half as much the next time. Select “Sell’, then
czhoass a charactsr and tem.

I L] gt

A1 the atart of The adventune you sill be given a guided baur aroued the ciby of
Phian, T spesd up the messages during the tour, held down Butkon & [ihis also
wiorks during the rest of the gamel, Aller thie bour, 0o 1o an Aomes arsd Srmce Shop



Identity Select this 1o have the shopkeoper daentify tems, acnolia, i
paticos, Thara is a 200 gold plece chagas lor the service,
Wse iterm Selad] this 1o use a magic itemn, trade ifems bedwean characters,

Dueling ancd Training Hall

Here yiou can hire MPO &dveniurers o join your peerly, doel 16 gain capenasos
pointa, or trein to ncreass n levels, The following menu comas up aben you
enter iha hall;

o b drop items. The fellowing opfions are avallable after vou select Lse
iterm;
Llsx Setect this to uss ltems. Select Use, then chocse a character and
1= e To use,
Trade Select Lhis o frade tema betwesn characters, Select Trade, then
chooae & charaster o give up the item, the item, then the chasacter o
racaiva.
Drrop Salect this to dreg ilems, Select Drop then choose 2 characler ard an
iteern, Warning: Dropped iterms are last forever,
Leave Siloot this to exit the shop, Pressing the B Button also axits.
Other Shops Tren: arg several other shops ia Bhlan hat sell itemes. Jewsalers
allows the party 1o converl heswy godd Into lightes, easier la carmy jowelry, General
Iterns Shapa sell mimees, oil. ard other items. Silver shops sell silvered weapans
and fine quality compasile bows,
Shrines Phlan boasts shrines of Ter, Sune, and Tempus, The clercs in the shines
orovice many healing services, for & cost

Training Hirg: MPG
Dl Save the Game

Main Manu  Leasve

Training Select this whan you have a character wiho has earned encugh
aspenience 1o qoop alevel, Characters can only go up ona levsl at e tims,
and training cosls 1000 gaold pieces, Magic-osers get bo salect one new
apell for thelr spall bocks each lme they advance. To brain & character,
select 'Training’, then shoose the characier, I he chamcter & mulli-Glass,
vou muat 2lao select which class to train in.

& character's maximum hit points ingreeses afbes ha or she advances,
e Gura Light Wounds spell fo get current hit points up bo the new
MEsirmur.

Duel Salact this o have a character enter the arens. Charactars galn
axpericnce for winning battlas, To fight, sslect ‘Cusl’', then chaoss a
chardzlen

Main Menu Solact this to get ba Main Meno.

=1



Hires MPC Select this 1o bire a non-player charactar [WPC) to join vour party.
HFCa will fight on the pamy's side, and share @ reasure and oxpaerience,
You can have only cne MPG at a time inyeur paty, and hey are net always
available far hirg,

Save the Gamve This is the same as the *Save’ option in the Erviran Meni.
Leave Select this e exit e Ball,

Adventuring

Party Select this to gel e "iew and "Order’ cpticns deacribec under Charactar
Menu on page 10,

Encarmp Sclect ihis to have yvour pany make camjp,
When You encamp, you can rest characters, have
thierm cast ar memarize spells, remove characters from
tre party, o set gamie oplions, Soee the Encamp Manu
an pags 24.

Cast Select his bo have magic-ussrs or clencs cast
apells, Helect "Gast” then chooss a character to cest,
e type and level of spell ffar eeample: "G Spell L1
o firat-level clenc spells), hen the spell o cast.
Femember: Some spolls can enly be cast during
combat and cthere only belons or afler. See tha Spel
Summary Table on gage 52 for moss information,

Yatnile yoa are mosing, the

& key moess and 1urs e
Pty ol Budlon A goes So
the Acvemiura bane. Whis
WL AR I The mani, Ihe 4
ke 1 gllights ppdicos and

Buzlon & zslects them

Equip S=lect this to have characters get eguipment ready or stop using it. You
rnust resdy armorn wenpoos, and some magical itames before they can be wsad,
Salect 'Equip’, tnen chocae the sharacter and the items 1o raady o unready
Characters can only wesr one suit of armos at a tims, and reacying other items is
lirmited to b charachars! twa hands. For exampds a character can ready 8 sword
and a shield, o just & Bow Pwhich takes baeo honds), Ta ready a naw weapon or
prigce ol armar vou must unreachy the old ane.

Usa itemn This works like the Shop Maru aption,

Loaok Selact this to esamine the square the party 1s currenthy in, This 5 oseliul Tor
fincding hidden treasures angd sacret doors. I takes ten minutes of game Limea 1o
leok, which gves wandsng monsters 3 grestsr chance 1o fingd the pamy.

Search This is similar to 'Look’, except that the party membars will automatically
EEATINe prery souane o5 they move, Each square takes 10 minutes of game time
b mowe Thrauah, whach gives wancering menslers o greater Shance o find the
party, The wiord “Look” is displavec on e screen while the party is searching,
Area (Mot availabla in 2l secticrs) Select this to swaitch between the 3-0 and
cyvierhead viewes, The overhead wiew is not available in acme sections of the game,
o if e party is lost, Ths party always has a chance af getting leat indoara if they
rurs vy rom monstens,



Encamp Menu

Your party will encamp often 1 save the gama,
recorer sam battles, and prepars far new ones,

Rest Selact this io have the pary recuparate or wall
out the night, Craracters will recover 1 HP of damage
for every 24 hows of rest. Many shops are closaed
during the night, 5o i1 vour party returns 1o he city
during the night, they should ge to an inn and rest antil
it (e

Spell Salect this 1o cast or memanze spalls, seribe

e the 4 Rey la Bighitioht
aptians and Bulton & ta

Spell Menu

Kagic i=s vital o the survival of the party and the
sucoegs of tho advanbuns, Healing spalls like Gurg
Light Wiewnds or Cure Disease gel charaslers back on
tralr feel and ready for the next battle, Detect Maglc
t=ila wou if Items are magical freasures or not. Gombat
spelles like Magic Miasile, Firsball, or Lightning Bolt can
olast ememies in batts,

Cast Select this to have a characler cast 2 spell,
Lalact “Cast’, then choose tha character, the type 2nd

Llsee the 4 kay to highlight
aptlens and Butten £ sn

rmagic-user scrlls inta spell Books, clear momoarized
speils, or check the party for spall effects. Sea tho
Spell Meno on page 25 lor details,

sulect highlighiten apticns,
Lz Eullen B 10 escape oot
ol retas wilhowt making 7

sl of spell [for exarnpie: WO Spedl L1 for first-lavel
clariz apells), then the spell. For some spells, such as
Heal or Strength, you will nead alsc to s=lect a targes

sElech liahligated cobions.
Use Button 3 1o ezcape oul
af manus wWithout meienn &

selestion.

Remove Select this to parmanenthy remove &
character from the parly. Select *Hemove’ hen chocsa
the character.

Save Select this fo store the game in progress. Save the game often — eapecially

EE-L‘I‘I"F‘ and aftor tough battles, Yow can go back to your saved garme if you lose a
antle.

Leava Select this to hive the party breek camp ard resume acventuring,

seiechion,

charactern Some spells cnby work in cornbat, whila
athers only work bofora or after,

Memo Select this to nave characters memaonze apells o later use, Select

femo' then chooss a characiar, 2 type and level of spell [for exampls: "Gl Spel
L1 for first-level cleric spells). then the spell to memosize. Afler you have aelected
all of tha zpells of cne l=vel, repeat the steps for all of the other [svals of apells the
character can memorize. Whean you have s='ected all of tha spsiis for ane
character, press Button B and return te the "Sema’ option foe other cheracters.



After all characters have salested thoir soells, press Bution B several imes to
escaps the Meme Manu, Answer “v* i the guastion asking if you want to rest, If
Yol o ot rest, velr characters will not have time 1o memaorize their spells, IF your
perty is not reating in an inn o other safe place, their reat may be interrupled oy
vandering monsters befors charactens con memonze all spells.

Serb Seiact this 1o senbe magic-user spells into a spall book. Magic-users must
cast Rzad Maglc or have scralls identified in a shop before casting or scribing
frarm trem. Select "Scrdy’, then choose o magic-user character, a scroll to 8crbe
fram, and finally a spell. Magic-uses can anly scribe spells if they can also cast
spells ol thal levael, For sxample, a third level magic-user can seribe first and
samon levnl sonlls, Bt nat third.

Drop Salect this to clear memorized spells without zctually casting them to maks
racm by memonize new spells, Select 'Drap’, then choose a charecter, the type
and level of spell, then the spell.

Disp Salect this 1o see il any charactars in the party are afected by mags, The
display will show effects such os Empower spells, Rings of Flre Protection, or
Sk spellz. Select ‘Disp, then choase the character 1o view or salest "Party’ 19
s if anything affects the entire pary,

Combat

aciive Character's
MHame

™ Readied Weapaon

© Cambal
fovamani

Botors you can complete the adverturs, tharg are monstens (e slay and battles o
win, Your pariy rmust fight their way piast cres, ghouls, gionts, and many ot
Fatastic foos, Your chamctens must atile with groad S8l and aunnirg,
Combat is in nounda. with 10 aegments per combar round. Each character and
foe acts in & speciic segment each rourd. Those with higher descerity will tend to
sk gartiar in the rownd becaoss of thair greater agility and spesd. Charactses can
sormtimes act in segmant 10 of a round and segrment 1 of the naxt, sesming ta
IO E T Ca i roy,
Different Types of Combat
There are tewo types of combat; rangsd Pfaith weapons like bows ar slings), and
meles (with close combat weapons like swoeds or maces). Characters with
ranged wespons cannot firg if an enemy is next to them, choe a foe moves closs
b by must shift to meles weapons — this i3 important 1o remeambar iF vour
party i attacked by creastures with bows or othar ranged weapons.
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Retreating

Characters can llee o battle and return o the party afterwarda. The ratreating
character muat reach tha adge of The scroen to escane the enemies. Whenever a
character moves away from 2 foe that is next Lo him ar e, the foe geis 2 free
afltack al the characiar's back,

Magic in Combat

Spalls such as Fireball or Hold Ferson can b wsed o attack enemias, whits
Spels such as Curs Light Wourds or Inwisibility can e used b heal or prodest
characters, Characters cannot caat spealls im any round el they Basve received a
wound — b breaks the inlense concentration reguired far maglc. Ramembes i
vour party faces foes Hal include magic-users or clancs, Jou can kesp tham from
cashivg by hitting fhen avany roune

Combat Menu

While in g menu, te 4 key Bigliahts oplicns and Butlon &
selicks b Whits maving, the 4 key moves charzelers and
Audtan A returns ta the menu, EAhar frem the Combal Beay o
whill movying, Bufton 8 pestpones the chasactars actons until
the grd ol the combat round.

ol NE a0 Cevndat Moy opions ard avamiaie evens hing

Meowve Select ths to move the character & characier can move up to the number
of aguares displayed for his or bar combal movement s2'ue on the Yiew Screcn
Characters can use malkes weaoors to altack foes by attempting 1o move infe the
enemy's squane, Use he 4 ey to move the character and Buticn A Lo relur 1o
e Cormbal Menii.

Alm Select this to targat either ranged ar meles attacks. Select Aim then use the
+ key to move the el cursor, Use Bulton A to selzct the targat.

Cast Selact this to have maglc-users ard clerics cast spells, This option is
identical to 'Cest’ in the Encamp keanu.

After solestng Gast rom the combat menu, chocga the leval of The spell 1o ceal
and ban e spell, Speils take differant amounts of Sme 1o asst, Se thesse may De
a delay bedoss the spell actually goas off.

Some spells, such as Cume Light Wounds, affect caly cne target — for these
spells simply select the targel, Some spelie, such as Cherm Person, affect several
fargets — for these spalls vou must select ezch tanget separately (use Bullon B
{0 farget less than the maximum number. Many speiis. such as Seep or Firenall,
affect an area — for thess spels a cursor in the shape of the offect orea allows
yind 1o targst, Move the curaor with the + key and seleot the target with

TR gL
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Caly coenbal spells car be cast in baktle, ard sometimes foas will rot be affected
oy I'|'|:?||'__"H:EI| attacks, Some craalures have a nalurd resislases o rraacys, ancd albber
times a fos will make & Saving Theow, Saving throws are the randam chance that
a spall or poison will net do full damage. Charactars alac get saving throws,
Gharacles and Toes alike ae more lilkaly to make a saving throw as they increase
i leval ar power,
Equip This warles like the Adventure Menu coticn,
Use itemn S=slact this to uss magic lems sush as polions, wands o scrolls in
combat. Sslect ‘Use item' then chaose an faem, IF b lem casls 8 spelor Bas an
arga affect, aim it as wouw would I yod wers casting.
Guard Select this 1o el the sharacters e, bandage an expiring comrade, or ta
dEI|EI'J.' actian ta 2 later segment. Thi I-:j:||||_|'.r,-|“|'a'| aplans Ty Appear when il
salaat "Guard:!
Done Select 1hia to end the charactess tum. I the characior is armed with
a melae weapon, he or she will attack any foss that mave adjacent dusing
{he rast of the round.
Bandage (Cnly svaiable if a comrade is expinngd Sslect this to glvs frst ald
1ooan gxpiring character and stop bleading. Woundad charecters loaa 1 HF
per raund until ey are bandaged ar rach =10 HP and perish.
Delay Belect Inis o have thie charaeter not do anything until sagmant 10,
This is usehd ab he stort of a batlle if o character is stuck in the back ranks.
Frazsing Button B instezd of selecticg anothar cotion from the Sombat
tanu i the same as selecting Delay,

Aurto Select this to put a cneracter in Auta Combal mode, This works like
the "duto Comnat’ ooticn an the Enviren Menu. The only way 1o 1a4e a
aharacior out of Aute Combat mede is toowait until after the battle, select
‘Endiron’ gnod sel Auio Combat' to Off.
Turn fonly avallable ta cleries of good alignment) Saloct this 19 e clarics
attempt to drive away urdead crealures such as skaelelons, zambies, ar ghowls,
A cleric may anly ugs the 'Tur' aplion orce per combat, and the powar govss ae
the clerics gain levels.

After Combat

If ary characiars aucvive & batlle, e pacy will camy
slair or unconscious characters. You may want find

a4 safe place to baal the woundsd anc memcorize spalls,
Also, the party will arn exparencs pointa 2nd may find
qold, gerns, o magical ikema. The expansnocs points
ltad on the screcn ane divided evenly among all char-
actars whe arg conscicas ot e and of the batthe,

Take itermn Selact this 1o have g chargeter plok up a
freasure iterm.

Usze item This is iderbcal o fhs Shop Meno option,

Detect Seloct this to examing the freasure for magical items, This aplion is only
available if 6 character has a Detect Mages spall memarized,

Leave Setecl this b leme the treasune,




Magical Treasures

Magical Ireasuras may be found after battles or bidden away in s2cret caches.
ou can find out i an item & magical by having a cleric or magic-user cmnst Dot
Magic, You can also have items idenlified at any shop for 8 cost of 200 golo
pleces.

Winds are fraditicnsl abjects of enchanimant. Poweriul wizasds can inluse o
wand il o sel number of charges of one spell, When the charges are used up,
the wand disaopears, Te fire & wand, select the “Uge item’ oplion Trem the
Comibal Mar,

Fotions are elixirs with magical proparties. Potlons say heal wourdad
characiars, cause them o hocomss hastanad, make tham Irigitale, or causo ANy
numbaer af clher effects.

Scrolls contan either cleric or magic-user spelis. Spells can be cast directy from
sorolls, even if the character coukd not normally cast a spell of thal level, Slarics
can dge seralls simply by selecting the ' LUse des' aption from the Adventure or
Cambat Menu,

Magic-users can soribe seroll soells into their parscrel spell books ang memerizs
Thgrm lader, See tha 'Scribe’ cotica undar he Ercamp Menu for mare informailon,
Before they can scribe or cast from scrolls, magic-users must first cast Read
Kagic or have them identified in a shop,

Enchanted Armor and Shields has the advantage of oferng greater orotection
than identical neoemagic armor, and magical ames does nat limit a character's
combat movement. Lse the "Equip’ cotion o ready armay,

Enchanted Weapons coms in many types and potencies. Most magleal
waapans will simply impeaves o character's THACE ard damage, Some weapons
have adaitional bonuses against cerlair Wpees of crealures, Onoe & weanon has
been readiad with tha 'Ecuip’ option, it will be uaed whenever tha character
allacks.,

Enchanted Adornments ich 28 racers, necklaces, and eapecially ings are
cormmen irsasures, Ganerally these tems offer sorma typa of protection, for
exampls, aome improve a chargelers A, othess decrsase the sfecis of cerlaln
kinds of attacks {fine, for exampie). Ready these itams with the "Equip’ opticn,
Ciertain necklaces can b used to aftack laes — L use nase mady tham with tho
Equin opton, and fiss them with the 'Use Hem’ opton from ths Comibbatb Menu.
Enchanted Clothing ars chjecis lke closks, gloves, and girdles which are
eimpowered with special properties, Like mary enchanted adommants, s
chjects generally offer some sind of pretectan, Some itema have other effects,
liki: increasing a character's strengib or providing protections from certain kinds of
attacks. Beady mafical clodking with [he "Ecuip’ apdian,

Manuale are magical books that confer peemanent alfts to the reader, Select 'Use!
Frarm tee Use itern Manw. The manua will disappesr afiar it has bean read onee.
Curged lems appoar as radgular magical itermes when a Detect Magic is cast but
have bad effecta on the charmcier, Characters can nol pul desn cursed ilems
once thay have bean readiec unitil 2 Removs Curse is cast,



Spell Descriptions/Cleric Spells
First Leewe] Cleric Spells

Curse is b reverss of the Empowsr spsll amd decreases the THACE of foss

b 1.

Couse Light Wounds {Cause Lt Wnds] cons 1-3 HP of damage to & foe. The
clenc musl be adjiacent to the tasaet 1o use this spedl,

Cure Light Wounds {Cure Lt Winds) heals 1-8 HP jup to the fargst's nommal
maimum HP).

Detect Magic indicates which aquipment or teasure is magical, Salect 'Equip’ or
'Usa itam” to examine ilems aflor tha spall is cast — items preceded by an (7 are
magical.

Empower improves the THACE of friendly charmeters by 1. Empower will mat
affect characlers who are adjacent to monsters when the spoll is cast, Thisis a
gocd spell 1o cast belore going into combat.

Protection from Evil (Prot/Evil) improves the AC ard saving throws of the target
b 2 agairst evl atiackears,

Protection from Good [ProtfGood) impraves the AC and saving bsaws of the
farget by 2 2gainst good allaskars,

Resist Cold improves saving throws va, cold allacks by 3 ard halves the
remainirg darmeags,

Second Leve] Cleric Spells

Find Trape indicates the prezence of traps in tha party™s path,

Hold Person may paralyze tamets of characler type (baman, elf, hatf-elf, dwarf,
hallling, aname), goblin, or habgobling You may alm a Hald Peracn spell at up o3
tarngets — prass Button B to targat fewer

Resist Fire improves saving hrows es, fire allacks be 3 argd halees the rﬂmalnlr‘.g
damane.

Silence 15" Radius [Silence 15' R} magically deadens all sound and must b
cast an a character ar 2 monster, Targed a foe, and he ard all adjacant be him, will
rak be able to cost spalis far the doradion af the sped

Slow Polaon revivea g polsonsed peracn for the duration of the soell.

Snake Gharm paralyzes as many HP of snakes as tha cleric has HP.

Maglc Hammer creates & temparary magic hammer It can be thaown anc does
rmarmal hammer damags plus one point for every thres levels the caster has
attained. The hammer 2appesrs in the clerics squipment list, and must be readied
as any otner wespon. The hammer will reconjure =2t on the cleric's person

if it i5 thrown.
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Third Level Cleric Spells

Bestow Curse is a more powerlul version of the Curse spell. This spell mecuces
tre target's THAGE by 2.

Cause Blindness will render o foe unabis 1o see. The clens must be adjacent 1o
e targed to cast thia soell.

Cure Blindness remaves the effect of the Gause Blindnaess spall,

Cause Disease infects & foe with a disease which sape HP and strength,

Cure Disease removes he effects of disease czuzed by monsters such as
murmirmies or by Cause Dseaso spalls,

Dispel Magic remaves the effacts of spelis 1hat do not have specific counter
spela such as Hald Parson or Slow.

Meditation improves the THACE and saving throws of fiendly characters by 1
and reduces the THACE and saving throw of monsters by 1 This & o good spall
to cas! before going irto combat,

Removwe Curse removies he affects of 2 Bastow Curse spell and allows the target
b unready cursed mangic items.

Spell Descriptions/Magic-User

First Level Magic-User Spells

Burning Hands (Burn Hands] cauges 1 HP ol fire damacs per el of The caster,
There |5 no saving o,

Charm Person causes targeis to jain the castar's side in a battle, 1t only afects
characier bypes thurman, alf, half=elf, dwarl, halfling, gnoms), gabdins o
hengalzling,

Detect Magic indicales which equpment ar treasure 5 magical. Select 'Equip” or
‘Use item' to examine itarms after the spell is cast — items precedsd by an (*parm
magical,

Enlarge makss the target e 2nd slronges, The Righer the sasters level, the
largar and atrerger the 1angel gels. A targst can anty B2 under the efiect of ong
enlargs =pell at & fims, and unwilling targets get a saving thiow agalnst the efect.
The spell will stey in effect for miore than one combat and 1s aocel to cast befos
tough batles.

Friends raiges the caster's changmi 2-8 points, 1L can be cast just before dealirg
with nor-player charmcioe,

Mapgic Missile doss 2-5 HF per miasile with no 3aving theow. A magic-user
throwes one missils at first first and second levels, tee missies at third ano fauth
levals, and three missiles at fitth and sikth levals. Magic Misalleas will damags any
target within range unless the target is magic ressstant or haa cerain magical
probection.
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First level Magic-User Spalls fcontinued)

Protection frem Evil (Prot/Evill improves the AC arel saving theows of the targat
b 2 mgainat evil attackers,

Read Magic allows a magic-user 1o ready o scroll and read it. After 2 Read Magic
Is Caat, a magic-user miny soribe the spalls from a scall ar cast them,

Reduce s the cpposite of the Enlage spell. I successful the spell will reduce the
size and slrengih of a tasget.

Shield negates the manic missile spall, improves the magic-user's saving throw,
and may increass AC,

Shocking Grasp does electrical damage of 1-8 HE +1 HF per lavel of caster,

Sleep puts between one and ring fargets to sleap with ne savirg o, Up ta 9
wery srmall targets can ba aflected, but only one larger tanget. Some powerful
apnocaents might not be afectac al all,

second Level Magic-User Spells

Detect Invisibility (Det Invisible] allews the Larget to 2ee invisible foas.
Invialbility makes the target invisibke, The THACE of melee attacks against
irvizible tangets is reducod By & and it i3 impossible to shoot ranged allacks,
such as arros, ab irvisible fangets, Chasacters lege invisibility iF they Taht, use
fterns ar casl spells, Some monstars can saa invisible characlens,

Knock | used o onen locks, This mose sure Than naving a thisf pick a lock.

Mirror Image creates 1-2 illusicnery duplicates of the magic-uzers A duplicate
disapaocars wnen o s sttacsed.

Ray of Enfeeblement reduces the target's damage by 25% + 2% par level of the
cEster.

Stinking Gloud [Stink Gloud) paralvzes those in is area for 2-5 reunds. if the
target saves against the spell, tis not paravzed, bul is radsealed and has ita AC
redecss for 2 rounds. This spell has a very short rangs — s B2 caraful not to
catch characiars 0 the aloud.

Strength raises the strengih of e reciplent cne to eight poirts. The efiects of the
spell are lees if the targe! already has 18 strength.



Third Level Magic-User Spells

Blink probects the meglc-user The magic-user “blinks out’ afler he or she acts
each raund, and so can caly be attacked eary in 2 cormbat s

Dispel Magic removes fhe effects of spelis that da not have specifc counter
apells such as Hold Parson ar Slow,

Firehall does | to & HP per leval of the caster Lo all targets within i1s anes,
Rarmage is habved i the larget makes its saving throw, Fireball is a slow-casting
apell, but is very powerful, Target carefully, othansise, vou may accidently destroy
partyy charactars,

Haste doubles the larget's movemeant and numbaer of attacka per round, Haste
has a short duration and yiou should wait until a Fght is imminent to cast i,
waarning: each tma a hasle spell is cast on a character, that character 2ges one
Ear,

Hold Person may paralyze tangsts of character type haman, e, half-oif, dward,
halfling, anome], gatlin or hobgoblin, You may aim a Hold Person spell at up to 4
targets — press Button B to targst less,

Inwisibility, 10" Radius (Invis 10° B} rmakes al targels adjaconrt to the caster
nisible, Tre THACS of meles allacks against imiaible lagetks is reduced by 4,
and It i impessible to aim ranged attacks at invisiola targets, Use this spell 1o sat
up & Datlle lne while the bad quys seck vou oul. Characters lose invis nility if they
fignt, use iterms ar cast spella Some monsters can see invisiale charactars.

Lightning Bolt {Lightng Bolt) does 1 to 6 HF per leval of [he caater to targeis
alang its path. Damage is halved 7 the target makes ils saving throw, & lightning
nott s 4 or B squarnss longin a ling ey Trem the casten, For oast I'EELI_|L'='. al=is
Ine spell castar to zend the bedl down a row ol opponenta. [Ewill attack all
opponents along the fine wilthin its range. Tasget the first foein the row [closest 1o
caster), Lightning bolis will rellect off walls back toward the spell caster, This
parmmits targels adjacent or close to & wall to ke hit twice by the same balt. Make
sure the caster ian't bt Ly the reflected Baolt,

Protection from Evil, 10 Radius {Prot/Evl 10° A} pratects the targat and all
characters adjacenl o the target. The apell improves the AC and saving thiows of
thosa it profocts by & aganst avil sttackess.

Protection from Good, 10° Radius (Prot/Gd 10" R} profects the target and al
characters adjacent 1o the target. The spell improves the AC and saving throws of
thosa it protects by 2 against good allackens.

Protoction from Normal Missiles [Prot’Missiles) makes the targed immiines (o
ran-rmagical rangsd attecks.

Slow affects 1 anget per level of cagten, and halves The target’s movament .=T."||:|
riumber of attacks per round, Slow can be used to necate a Haste spall. This
apell iz espacially useiul against any creatures that do a lot of damage.
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The Phlan Area Bestiary

This 5 & l=1 of some of the monsters found in and around Phian and the norh
shore of the Moonsea, Most sansters can strike fear info the hearis of men, but
SOMe Bre mare poeer el than others,

Ankhegs: Burrowing monster usually found in forests and farming areas. It
resembles a legged warm armed with wicked mandibles and sharply hooked
limikas,

Basiliak: A giont ta*vgh‘.-lagge::l lizard, Crwe of the most dangerous creatures inthe
realms bBecause thair gaze can turm charactars to slonel

Bughbear: Hidaous giant-sized goblin whao stands over ssven feel - keight
Bughears ook clumsy but are strang, quick fightesa with groat stealtn,

Centaur: These cood creatures are half men and falf hores., They ame capalya
lighters and can be valuable allies,

Displacer Beasts: Six-legged puma-like creature wilh twao ebony tentacles
arawing from behing its shoulders., This beast bas the magical abitily to displace
15 image about thrae fast from s actusl Ijl:ld:l.'I |'|'|F_|k||'|!'| it an I'."ﬁF'BEiE"ﬁI' iy
COpranenis

Drider: A sirarge mix with the tarse, arms and head of a drow off, and the lowear
bady af a spider. This harrar is (e wicked counterpart of a centaur,

Efreat: A large, powerful genie fram the elemental plana of lire, Thay ars vary
arroganl and will only aerde & powerful master.

Ettin: Thess creatures ook like giant two-hoacded orcs. They have great sirangth
and usually wisld two splked clubs that inflict terrble damage in combst.

Fire Giant: Thess wicked giants bave flaming red hair and are immune 1o all fira
attacks, They usually attack with glant twa-handed swords,

Glant Frog: Thesa aregiont carmiverous frogs, They are fast, dangerous
prelatora that may be poisoncus.

Giant Lizard: These are ks giant cousins of the common lizand,

Glant Mantis; Thesa are the giant version of the commen mantia. These
creatures ars fast, strong, and have tough natural asmor.

Giant Snake: These ane giant polsonons snakes,

Ghoul: Theze ara vile undazd whosa touch may paralyzae a man in combat. They
fraid on slain Bodies and attack all lvirg crestures on aight.

Gnoll: These creatures ore yena-beaded Rumaneids oo stard aver seven feet
tall,

Goblin: Thase are small humaneigds commaon nthe Realms.

Hill Giant: Tness are one of the smallar, mora siepid giants, bot thoy aee stil
feugh copaneits, They usually carmy largs clubs.

Hippogriff: These magnificent creatures have the forelimbs and head of an ezgle
arel the by ard hind legs of a norse.

Hobgaoblin: These ars human-gized, intelligent reladives of the geblin,

Kabold: Thesa are amall, cowardly hurmanoids who delight in pain and tarture.

Lizardman: These ars lizard-like humancids, They are amnivoroeus but they have
& particular fancy for humans,
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Medusa: Hideous women-craatures with coiling masses of snakes for hair, Thay
Gan lurm a person te stone with their gaze.

Minataur: A huge creature with the heed of 2 bull and the bady of 2 man. Thesse
crburzs stand over elght feet tall, gnd ane dargercus fons,

Mummy: These are powerful undead with great strength. The mere sight of one
has been Known Lo paralyze a character in combat, The touch af the MLy
causes a slinge retting disoase,

Mymph: These zna extromaly beautiful creaturas thal appear as BYEI- 0L
females. They wusually inhabit wild lakes and slreams.

Cgre: These are lange, foul tempared, ugly hu manoids, They are strong fighters,
O Thesa are vicicus, pig-faced bumaneics,

Phase Spider: A giant spider with the magical ability to “phase out® atter i
attacks, This power, combined wilh is venocmaous attack, makes it a areat danger.

Quickling: Thes: are small, last-meving creatures. Because of thair great specd
they are invisible whan thay move,

Sheleton: These are the least of the undead, Skelotons ane usially contrallad by
some wickad Tores,

Spljrt:ln:l: Thess are ane of the most powerful of the undead. Their lauch can
driin the life cut of character,

Stirge: These are small, blood-sucking birds.

Thri-kreen: Ao called Lsotis Wareiars, this crealuse rasembles & larczs preyving
mantis, They possess [owgh natural armers, cunning, aod graat agi|i1-_.-.'

Tiger; These are nolle beasts who are both strorg and silent. Though thelr
peemal presy ane animals, they have besn known to become “man-ealors.”

Trall: Favenous hormera faund in almast all climates ard Incalea. They attack with
their dirly, clawed bands and must be slain quickly because hey regensrate bt
proings.

wampire: These are cne of the most dreaded uncead in the RBealms. Trhey can
crain lile levels, are sirenn fighters 2nd are sometimes powerlul magle users.
Wardog: These are large, strong dogs, iralned Tor Batlle, Oros, gobling and edber
buamgnnics are known o use tnem.

Wight: Mightmarish undead creatures that atteck with vicicus claws and ane
irmmung to all except silver or magical woapans,

Wild Bosr[IW): Thess creatures 22 the wild relatives of the pig.

Woll: Large caning meat-caters, found in neary all parts of the Fealms.

Wraith: A powerlul undead apirit that abeorbs characters’ life enargy. These
creatures steal lavals from chamacters, The stolan levels can bs ragained by
aarming rew experience, ar by heve a Restoration spell cast al a shrine,
Whrverm: These croafures ae distant relatives of dragons. They attzck by Biting
and using the poisonous sting in thair tail,

Zombic: Mongicalhy animated bodles controlied by & wickad fonce, Zombies
always fight back urtil destrosed ar tumed,



Pool of Radiance Tables

Strength Table: Dexferity Table:
Ability Adjustments Abdlity Adjustments Gonstitution Tahle; Bonus Attacks far
Weight Ahlilty Adjustments High Lewel Fighters
Damage  Allowance e [ Hil Poind Aesurreclion
Ahility THALE ﬂ.ﬂluslr-I lin Gold Ahility :-.?;'E.'.'E“ AC | ggltilrlgll .ndllu;mum Suryival Glass Lvel filtachs Hound
Seore Banus  menl Pigcas] Zoorp Honas Bunus 5 T 0 Fihtes e i
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14-15 normal mane VA0 n [ 1 11 ] Fi%a
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14 H +2 FFEI 12 1 0 13 i A%
G E- I TR +3 1,000 14 n 0 14 i 02%,
IRE1-7E 42 + -1, 250 4 1 0 15 1 B
IRTEAD 2 ¥ -1 500 15 J i L) T e
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Weapon Tahle

Damage v, Damapa 4s. Larger

Tl ks per round.

Home Man Sized  Than Man Sieod Clazs
Mol 1.8 1-H 1 t

L Bow” 1-& 1- 2 f

L How® ] 1=t ? f.1h
oL B -6 -5 £ f
!'-'-.!l.'r:li“-' 1= 1-3 | [T
Dart® 1-3 12 1 f,mth
rlail =T 25 1 1Ll
“lberd 1470 212 o i
Hammer 35 14 1 Lil
Javalin -6 -6 1 i

Wz i -6 1 Ll
Slinp i-d 1-4 i LIk

3 Eing 2-5 20 3 1.6l
Spsr 1-6 1-f | 1

Sall 1-B 1 ? f.oomu
Bred Zverd - 20 16 2 ]

L Swom I-H 1-1% | i
LEword  1-R 14 1 fAn

M Serd 1410 118 7 [
Triden 27 112 | f

Erimor Talile

Waight Mazimum
&rmor Typo in sp. 1H MMowament®
fsong U m
Shiekd i 55 L
Lzalhar 160 & 17 snares
Airg 250 7 B squares
Hiale qrid [ E angiiares
Clhinin arm 5 Sanuares
Splint G (1] 4 B Squares
andeid i) 4 B aquares
iflale 420 3 G squares

*In additicr 1o armar, movemenl may b limitad e carned ibemes,
Minimeim maemEnT i 3 SuEmRs.
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= — — -
= =| |- = i Getting Started
=E| ml= == == ==
Sl SRR S R Selecting Adventurers \ 7
A good mix of charasters makes a strong, fliexible adveniuring party. Huizrets ang
ﬁ Bl DamwgSo28 g party suggestion,
L B =L m1oEU EE o~ o R SN DY o v Pﬂrl'ﬂ'-l
Crwerf Fighter
- = = = Human Magic-Lsar
o = E = o ™ pr o e .L:.'; Human Cleric
Half-=if Magiz-LUsen Clens
—al = ool et = EIf FighterMagic-Liser Thisf
c=HHE H r‘:s’;-*.—ggge;cﬁ
S8 ElaE5EEEEEEEE Beginning the Adventure
After the guided Lour, 2ke your party to.an Arms and Armor Shap and purchaso
eruipment — b caredul te outfit all of the charasters without running out of gold,
s S g i Here are sarme sugnesticns for eguipping sach bype ol characiar
g s S BEomeof ]
5= = 3 =  pEo2= - ﬁ Fighters: Clorics: Thieves: Magic-Lisers:
= 5|SE E EEEowmES Sy Banded Mail Biancied kil Lesthar Armor Diarts
ZE|FEEEEREESEEER Lang Swiord Flail Long Sword Slall
Snield Shielc Short Bow
il
EZ=a
EEEd




Alter outfitting the party, salact the 'Usa ilem® and ‘Heaoy” options 1o eguip
Weapons and armaor

When you hiave readied all egquipment, go to an Inn to ECrTa, mamorize
spells and save the game. Good soolls are Sleep for magic-usess and Cura Light
Vdaunds for clerics,

Go ta the City Council Clerk and get the commission o clear the slurmes af
Fhlan, gnd then proceed (o the entrance to the slums.

Use the folfowing directioss to get ta the first ancousters in the slums:

«+ Enter the slums and go throuah the firat deor ko the south),
@, Procesd to the next dooe (ta the weat) and go through it
S Turn north, ang go through 56 next door,
4. Alihe and of the hall, you can i west o ga 1nraugh the daor 1o the east.

Go through the door, :
8. Goona square ta the north, and no ihrough the cooe bo the west,

-

M wOL AN an your o,

Adventuring Tips

wWhen the party has purshased and equipped weapons and armar, go Lo an Ine

and hiave rmagic-users and clercs memanze apsils. Afler this, Save the Game

Ailane beginning 1he adventurs,

~lera are some hints and tips that will el whibe youadventurs:

&  Encamp offer — especialiy afler 1ough lights or finishing areas, such as the
slum of Phlan, Havs speticastes memonze apells, heal wounded characters,
aned sawe thi game,

@ Visil the City councll Cleck in Phlan when wow dan 'l Kndss shere 10 0o naxt.

- se proteciion apells such as Meditate, and preparation spells such &z
Enlarza or Strength bafore tough batlles,

& Az you adventurs vou will ind treasures: geld, maglcal weapons and anmar,
et Dutfit your charachers with new equipment as wou go. If you havan't haed
an itemn identified yet, check your characters” THACE and AC when yau
Squip & med item 1o See what it doess,

& Once you start getting a el of geod tems, b2 picley and only keap e rsally
valuable itarmes, poliong and scralls — semambar that you only Faeee lirmited

LR,



B0-Day Limited Warranty FCI Game Paks

S0-Day Limited Warranty:
Fujisanked Communications Intermational, Ing, (FCI) warrants to the original
consurmear puscnager that this FCI Game Carrdge shall e fres from dedects in
rmaterial and workmanship for a period of 90 deys from date of purchase, If defact
caverad by this waranty occurs during this 90-day warranty pericd, FO1 il repair
of renlace the cattridge, at s aption, res of chame. Replacemeant of the
cartrides, fres of charge, to the ongingl purchaser fexcept for the cost of refurning
the game cartrdne) is the full extent of aur liakbilily,
Ta recane this warranty service return the defective cartrdge along with a dated
frroct of purchase and your narme and address to an authanized FOL dealer ar
clireatly to FOI:

Fujisankai Communications Intemalonal, Inc.

150 East 52 Strest, Maw York, MY 10022

Alteritian: Beturns Cepartrment

1214 FH3-6100
This warranty shall nol apply if the carfidge has oeen damaged by negligence,
accident, unreasonanle uss, modification, tempearing, o by clrar werelated
causes to defective materials or warkmanship.

Warranty Limitations:

ANY BRPLIGABLE IMPLIED WASRAMTIES, INCLUDING WARSANTIES OF
MERCHANTABILITY &80 EITHESS FOR & PARTICULAR FURFPOSE, AHE h
HEREEY LIMITED T MIMETY DAYS FROM THE DATE OF PURCHASE AND ARE
SUBJECT TO THE COMDITIONS SET FORTH HEREIM. IN NO EVENT SHALL FCI
BE LIABLE FOR CONESEQUENTIAL OF INCIDENTAL DARMAGES RESULTIMNG
FROM THE BREACH OF ANY EXPRESS DR IMPLIED WARRAMTIES.

The Provisicns of this warranty are vali<l in the United States only, Some slales do
not allow limitatans on how long an imalied warranty Ests or sxcuson of
consequential or incidental damages, so the abowve limitations and exclusion may
not apply to you, This warranty gives you spacific legal rights, and you may also
heveir ather donats which vary from slale 1o state.



Compliance with FCC Regulations

This eouinment generates and uaes radio reguency energy and f not installed
anc used properdy, that is, in sinct accesdance with the manufacturer's
instructions, may cause inferlerence fo radic and telsvizion receplion. It has been
typae tested ard found 1o comply with (e Frits for a Class B comauting davica in
accardance with the specifications in Subpart J of Part 15 of F2G Rules, which
arz designed (o provide rmasonable protectan againgt sech irterdference ina
reaidential installaticr, However, there is no guarantes thal interderence will not
oCeur in & particular installafion, If this equipment does caiise interference to
radio or television receplion, which can be determined by tuming e equipment
off anc em, the user s encouwraned o iry to comect the interference by one ar
miane of tha following measares,

*  Heariant tha receiving antenna

= Helocate the MES with reapect 10 the meceiver

« Mowe Lhi NES away from the receies:

= Plug the NES into a different outlet so computor

ancl receivir ane an different couits.,

It necessany, the user should corsull the dealer or 2n experienced radiodlelomsion
technician for addtonal suggestions, The user may fing the following ookl
peepanzd by the Federal Communications Somrmission helpful;

Floes do Idantify and Feacive Radio-Ty Interderencs Preblems.

This booklet is available frorm the LLE, Goverronent Printing Offics,

Washinglon, 0UG, 20402, Stogk Mo Q04-000-00546-4,
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