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STARTING THE GAME

To begin playing Demons & Dragons, you must first load
SmartBASIC. After doing so, insert the Master Scenario Disk
or digital data pack into the drive. Type in RUN D&D then
press the return key. The game will then begin rumning and

you will see the title page on the screen.
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MAKING A FIRST LEVEL CHARACTER

The first thing you will want to do is make one Or more
first level characters. The game wWwill allow up to six to be
played at a time but as many as thirty-five can be kept on
one disk.

When your opticns come up, Press the letter "C". 1In
the course of a minute or two, the computer will ask you to
press any key on the keypad. This is ths keypad of thsa
number one joystick.

After thigJia[QQng,_;hg computer will ask you ko type
in the name of your character. T is name should not be more
than four characters long- Type in ths pame of your
' character and nit the return key. /




BUYING EQUIPMENT AT THE POST

To go to the trading Post, press “p", After a minute
or two the computer will ask you to insert the character
disk or data pack and press any key. After doing so, you
will be given a list of characters and be asked which
character you wish to enter. Type in the name of the
character that will enter and press the return key-

le of seconds 'to load the character,
of the characters current
pieces that your character is

After taking a coup
you will be given a list
equipment, and amount of gold
carrying.

t to purchase some armor, and
least. To do this, press the

TR

1ipment to choose
e in the number of
urn key. If you

re rn key, you will be
to choose from. But most
will be too expensive




ENTERING THE MAZE

To enter the Maze, press the letter "M". After a

couple of minutes the cumputer will ask you to press a kay
11 be asked how

on the keypad. After this is done, you wi
many characters will play (Maximum of six). Place the
character disk or data pack in, and the computer will giwve
you a list of all the characters on it, and ask you for the
f rst charaétar that will enter. Type in the name of the
icter and press the return key. The computer will then
] Ehe second character anterlng; and so on. The order

h fou type these characters in will be the marching
e r once inside the maze. Characters in

ed more, and therefore should be the
£ the group.

ng:a e loaded, you will be asked
Eo EEE ;p first level being the
L 15 th maze, but the lowest
= rt in is the third
First level
Put the




You have four options. Clerics and magic-users have five
options: Fight, Run, Use, Parry and Spell. Fight is used to
attack the monster with whatever weapon the character was
equiped with, and is done when the "F" key is pressed.
“Rundone by pressing the "R" key. Run does not always work
and can only be tried once. uyse” can be done by pressing
the "U" key, and will enable the character to use a potion
{f he/she is carrying one. "Parry" is used when the
character feels his best offence is defense. Parry lowers
the armor class of that character by two for one attack, but
that character's attack is forfeitted. Parry is executed by
pressing the "F" key. 5pells can be used by cleries and
magic-users by pressing the “s" key, providing the character
has spell points left. A list of spells, and what they do,
are listed on the 7th page of this manual.

After a group of monmsters are killed, each character
Wwill recieve experience points, and a chest will sometimes
be found. Gold is usually found in these chests, but watch
out for POISON NEEDLES and MOUSE TRAPS| Sometimes even
monsters are found inside thﬁl ey,

e h o
To exit tha Maze, ga.haé-l?c ‘up the '3 came down,
at the position that you entered. In some lo levels, the
stairs going up are not in the same spot as the stairs going
d : y 1 need to put in the character
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GOING TO T Ldd

To enter the Inn Press tne "G" key. You will then be
asked to insert the character disk or data pack, and a list
of the characters on that disk will b= displayed. Tyge2 in
the name of the character that will enter, and press the
return key. The character will be loaded and moved up a
level if that character has enough experience points. If
not, the character will be displayed and you will be told
how many additional experience points are neccessary to make
the next lewvel.

TRANSFERING CHARACTERS

£ Sometimes it may become neccessary to move characters
from one disk to another. This can be done by pressing the
T Rey. L . P e e D s~ M ou L B S

1. Short sword : 1-6
2. 2 handed s



DESCRIPTION OF MAGIC-USER SPELLS

r each level of

1. MAGIC MISSLE - Causes on= missle fo
egature. Fach

experience of the caster to be shot at one Cr

missle causes 2-6 points damage-

2. PROTECTION - lowers armor class of caster by four for the |
ength of the encounter. {

] rom the casters fingers '

URNING HANDS - Flames shoot £ :
ng one point of damage for each level of experience of

SEE-fL'I'T!t - Enables caster to become virtually
e to opponents for the length of the encounter {a.C-

o ﬁf;ﬁ o LA Tl ; L R
5. SLEEP - Causes all opponents to sleep for an unspecified
amount of time. SR R i

. Causes one hal opponel n from fear {no




DESCRIPTION OF CLERICAL SPELLS

1. 42AL - Heals 1-% points of damage to any member of the
party.

2. HARM - Causes 1-6 points of damage to opgonent.

3. FLAME STRIKE - Flames shoot from the casters fingers
causeing one point of damage for each level of experience of
the caster.

4. MOVEMENT - Lowers armor class of caster by four.

5. SANCTUARY - Enables caster to become virtually invisable

08 parcty.

to opponents for the length of the encounter (A.C. of -10).

6. CURE WOUNDS - Cures 10-18 points of damage to anyone in

the party. -

7. DEFENCE - Lowers armor class of entire party by four.

8. PRECISION - Adds 3 to hit for every ‘member of the party.

9. CURE SERIOUS WOUHDS - Curss 20-40 points of damage of

anyone in the party. i ¥ g Ll

10. UNHOLY WORD - Causes 1 monster t.o i

experience points gained). T a3 e

11. CURE CRITICAL WOUNDS — Cures 50-70 points of damage of

anyone in the party. ] Yl .3

' 12. MASSIVE WOUNDS - Causes 15-30 |

opgonant. B DX B

13. RESTORE - Rastores all hit
s

14. POWER WORD KILL - Causes one mons
15. VANISH - Causes all oponents to d




