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$€UORDS SERPENCS

Ci?uu’re going down...

It's dark. It's dangerous.
It's deadly.

And you and your party are
about to go down there.,

It's the haunted rmaze of the

Thits cdticial seo i your

assurance that Mintendo®
el terrible Serpent. The very one
sondors o encatence | that's brought terror fo the
btk lgiang countrysicle for hundreds of
&’Hn:wm@ﬂ”m“w"i:-:m years, The one who makes the
:ﬁ%‘ crops go bad, the milk turn sour
et o s ;r;id the Iearfh heave with foul
it ignation.

The four of you are an unlikely
ﬂ ] band. You barely know each
other—yet. Each of you have
T your reasons for braving the
rmany horrors of the labyrinth.

| against uging a rear
projection television with
your NES as image retention

on the screen may oceur. | There's AiCIK The mwerf{_ll
- ' Warrior from the frosty North.
The Serpent has brought ruin to

5 his people.

!
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There's lago. A strange
Wizard from the Swamp
Lands. The Serpent forments
his dreams.

There's Mask. A Thief from
the city. He claims that
a lust for treasure is his

sole reason for joining

the quest.

Finally, there’s Erin, A

female Mystic from the
Realm of Shadows. Her
motivation? None can say...

Together you four will come 1o know the twisted
maze that is the Serpent’s home. You'll fend off
throngs of monsters, demons and other perfectly vile
creatures. And you'll decipher ways to evade their
cunning traps and black magic curses.

You will learn to use the mysterious ZOOM TUBES fo
speed quickly fromn level fo level. And you'll stumble
on magic spells and mystic weapons.



Maost importantly, you'll search
for the powerful ruby artifacts
scattered throughout. These
were the trappings of the

_ legendary Ruby Warrior—
g and not until they are
retrieved can the
serpent be challenged.

If your party is wise, you
will listen to the council
of the aging Hermit,

who appears without warning
to offer advice and clues.

As cold winds howl through
the tunnels of the maze,
creatures crouch in anticipation,

The door is open. The Dungeon
beckons. And the time to enter
is now...

MNumber of Players

1-player games

6 iBreparing for your Quest )
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1. Make sure the power switch is OFF,

2. insert the Swords & Serpents™
cartridge as described in your
Nintendo Entertainment Systerm®
instruction rmanual.

3. Turn the power switch OMN.

You will first see the Swords &
Serpents title screen. Press any
button to advance to the credits
screen. Then press any button again
to begin.

Your first option will be to select the

number of players—you may play
with either 1, 2 or 4 players.

Move the arrow beneath the desired
number of players by pressing the
RIGHT cnd LEFT ARROWS on the
CONTROL PAD. Then press BUTTON A
1o make your selection.

In 1-player games, you control all four
characters on the quest. You can
direct each character individually. Or
direct them as a group. You can
allow characters to frade weapons
and other iterms. In short, all four
characters are at your command,

you will
de nce fo the next series of options.



2 -player games

4-player games

e

In 2-player garmes, one character 15
designated as the leader. The person
“playing” that character will lead the
others through the dungeon.
However, each player controls his
own character(s) in combat, in
casting spells and in inventory
management.

5o the leader can’t get info the
inventory screens of other players, He
can't force others 1o buy, sell or trade
iterns. Mor can he force a character
to fight if that character chooses to
run during combat.

The leader will control the first and
third choracters in the party (see
Join the Party, page 14). The second
player will contrel the second and
fourth characters of the party.

i 215 you will
then be ﬂsked to de’rermlne which
character will lead the party—the
first or second. Make this decision by
mowving the amow and pressing
BUTTOM A,

To play a 4-player game, you rmust
own the NES® Safellife™ or other
MES® licensed 4-player Adapter.

You will first designate a leader to
direct the party of four through the
dungeon. But during combat, each
player Is on his own,

New Game or Old?

Saving Games

¥

Just as it is in the 2-player version,
players cannat manipulate each
other’s inventories. Nor can they force
a player to hang arcund if he wants
to run. When in combat and in shops,
each player controls his own
character,

a you will
ﬂgmn be usked io designate o
leader. Press BUTTON A to do so. In
the four player game, each player
controls his own character—axcept
when moving through the dungeon.
The leader will control the
movements of the entire party
throughout the dungeon.

After you've astablished the number
of players, you'll be asked if you want
to play a new game or not.

you will now proceed to the
character selection screen.

you must have previously saved 0
garme. If you have done so, enfer the
five codes as they are requested.

Since the dungeaon is 5o large, you
will not be able fo finish the game in
one sitting. But you also don't want
to give up all the time it's taken you
to accumulate items and Experience
Levels. That's why Swords ond
Serpents allows you to save games,
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You will be given a special
code lor each character.
This one is for Mask for this
game up to thizs point. Be
sure lo copy each code
corracily.

gome: press the START
BLFTTCIN c:f any time during
exploration mode. (When you'Te not
fighting or making menu choices).
Select the SAVE GAME option. You
will then be given five codes—one
for each character and one for the
overdll game. Write each one down.
Double check your notes with the
code on the screen. It only takes one
wrong letter or number fo be denied
access to a saved gamel And keep
the paper you wrote the code onin
a safe place.

Imventory Autormatic Maps
Bxperience Levels Experlence Poinfs
Spelis
Spell Points
Life Energy
Gold (Treasury)

Character Attributes

Puzzles vou Scived

Important Game Saving Note:
When you saove o game. no mafter
what level you are on, you will afways
refurn fo a femple (Level 1, 5 or 10,

This is fo your advantage since all
your health and spell points will be
rejuvinated at the Temple. Also, levels
5 and 10 are good places to take o
break and save, since you will be
returned directly fo that level.

e Another good fime fo save a
game is just affer you've been
elevated 1 Experience level. THhis 5
becouse Experience levels dre
saved, but Experience Points are not.
(For more on Experience levels and
Points see page 18], Additionally, it
your Lifa Meter is low and you've got
a lot of gold in your treasury. you
may want fo sove your game 1o
praserve your stash,

- First select RESTORE AN OLD
SAME and press the A BUTTON. You
will then be asked to enter the name:
of a given character. If there is
already an appropriate name shown
on the screen, simply move the cursor
arrow directly to "DONE" and press
the A BUTTON. If not, re-enfer a name
first. Always restfore characters in the
same order that they were saved.

: simply
use the ﬁRRC}w kevs to move the
cursor arrow around the screen until
it's pointing to the desired letter,
number or symbaol. Then press the A
BUTTON. To back up and erase what




MNew or Existing
Characters?
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You can “play” the
characlers that come
wilh the game or you
can credate your own
characters.

vou've done, press the B BUTTON.
When the name or code is entered
exactly as you want it, move the
cursor arrow to "DONE” and press the
A BUTTOM.,

If you chose to start a new game,
yvou'll have the option of creating
new characters or using the four
already built into the game,

you will then be sent directly fo the
top level of the dungeon to begin
actual gameplay. The pre-existing
party gives you a balanced set of
characters (1 Warrior, 2 Magicians
and 1 Thief] capable of completing
the game. Ancther advantage of
using pre-existing characters is that
their names are already entered
far you.

you will oe given the
opportunity to nome and accept
statistics for each character. You will
require 1 Magician to finish the game.

: press the
A BUTTON to accept the statistics

shown. Prass the B BUTTON to “roll up”

a new set of stats. 14 is the highast

rating of an attribute any character

can start with. If you are playing with

several players, you may wish fo sef g

limit on the number of rolls you can @

take since the game allows you to
“roll” indefinitely if you like.

Once the statistics have been
accepted, you will then be asked fo
name the character, Enfer the letters
as described under To enfer nomes
and codss...on page 9. But
remember; a nome cannot have
rmore than & letters,

Finally, you rmust select a profession
for your character—Magician,
Warriot or Thief. Make sure you have
at least 1 Magician. To better
understand the various professions,
attributes and ratings, see Join the
Party. page 16.

hat’s a Role-Playing
Game? :

If you've been playing video and
electronic games for very long. you
may have heard the acronym
"RPG"—it stands for "Role Playing
Game."” Most Role Playing Games
take place in Madieval times—when
wizardry, magic and exotic beasts
ruled the land.




When you enter into an RPG, you
take on the role of a certain
character or party of characters. In
Swords and Serpents, you actually
play the roles of four characters: lago,
Mask, Ajax and Erin. Or, you can
cregte your own unigue characters,

As you wander through the dungeon,
you will be on a quest for the seven
treasures of the Ruby Warrlor. And
throughout your journey you will fend
off throngs of monsters. By defeating
them, you will gain money and
experience —both invaluable in Role
Playing Games,

The money can be used to buy
better weapons and armar, And the
axperiance points you gain will moke
your characters smarter and stronger,
enabling thern to fight the tougher
monstars that live in the deeper levels
of the dungeon. 50 as you can see,
your characters and the game itsalf
are constantly evolving,

Mast successful RPG players make
maps of their guests as they play. You
should create a map of every level
of the dungecn and include the
wialls, doars, special transport stations,
stalrways, Temples, freasures, clues
and more. The more detailed your
map, the easier it will be for you fo
decipher the clues and complete
your guest, (See Making Maps,
page 24).
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lj mhe Screens Before You

The Swords and Serpents screen is
divided into three separate sections.
Here's how to use each section:

Ih.is is w.-\rHc:t your party sees during
normal movements as you prowl
through the dungeon,

This shows you an overhead view
(map style) of the level youre
cumently exploring. The map of the
areq is revealed fo you piece by
piece as you move through the
dungeon via your automap. When in
Combat mode, the display shows
the number and health of the
monsters curmently being fought.

he Char A {F play shows
the current health, spell points, and
armor class of each character.

When the words HIT or MISS flash on

1 the screen, that means the monster

has hit you or rissed you. Either

wialy, your character is in direct
confrontation with the rmonster when
that happens,



a @he Controller )

The following illustrations show you the control points for playing
Swords and Serpents. Because there are three different modes
of play—nmenu mode, exploration mode and combat mode—
you'll find o separate controller illustration for each mode,

For Menu Mode (making selections)

CURSOR UP CAMNCELS MENU
- .
CYCLES = TP
TiRoveN 13
SELECTIONS }
OO somwsens
SELECTION
- J
M,
CURSOR DOWN VIEW SAVE GAME
ATTRIBUTES/
INVENTORY

£

For Exploration Mode (moving through dungeon)

TURNM 90°
LEFT

MOVE FORWARD TIJ.:FH 20° RIGHT C.?!T SPILI.T
/ /
sttty
B | e
[ stiect  sran |
Vi &
i [P
- - T y
MOVE VIEW ATTRIBUTES, ‘\5“! GAME
BACKWARD INVENTORY

For Combat Mode (fighting with monsters)

ATTACK

MONSTER'S [

E”@ SELECT START

BODY

ATTACK MOMNSTER'S HEAD

CAST SPELLS

0/0)

L

ATTACK RUN FROM
MONSTER'S TROUBLE
LEGS

Controller keys must be pressed af the some fime as
Attack Button fo indicate direction of affock.

e

ATTACK (PRESS AT SAME TIME
AS CONTROLLER KEYS)
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6 j‘ﬂfﬂ the Party ) Magician's intelligence, the more

spell points he will receive.

There are four characters in each The more agile you are, the easier it
party. They ail have different . is for you fo hit your foes. Also, the
characteristics and professions. They easier it is for you fo avoid being hit.
all have different strengths and

weaknesses. They even carry and Health and Spell In addition to the three characteristics
use different types of wedapons, Points listed here, you also accumulate and
armor and other items. lose health and spell poins. (Only

Magicians have spell points).
press the SELECT BUTTON when not in -
combat mode. Then select ONE All characters start with a health

CHARACTER. This will show you the factor of 10, As they advance in ,
attriputes of each character experience, (see Experience Points
irdividually. and levels, next page) that number

will be raised.
3 Characteristics Each charocters attributes are

comprised of three characteristics — To replenish your hedlth pqinl_rﬁ. retum
strength, infelligence and agility. to the nearest Temple. There is one
Each has a maximum rating of 14 in on dungeon levels 1, 5, and 10. If you
the first Experience Level. But as you lose all of your health points, you will
graduate from one Experience lose your life. But that too can be
Level to the next, your maxirmum restored at The Templea.
values increase.
= Here's what they are and how they Onty Magicions have spell points.
e help you: They are used to cast spells. Every
15 el SN spell uses up different armounts of
rhi NG spell points (see Your Magic Spells,
The greater your strength, the more page 28). To restore spell poinfs you
damage you can inflictin combat, rmiust visit elther o Temple or a magic

fauntain. Your spell poirts will then
lallicance be rgised to the maxirnum number,
Plays a role in determining when you which is determined by your
strike the enemy. Also, the higher o b intelligence and Experience Level,

CE




Experience Points
and Levels

Check this screen
Mrlltllllcull‘! o u:.hw
much me
u:ummm how far

away you are from enfering

the next Experience Level.

2

As you travel through the dungeon
defeating monsters, you will gain
Experience Points.

Experience Levels are not the same
as Dungeon Levels. You can be on
Experience Lavel 4 and still be on
Dungeon Level 2—or the other
wiaty anound

When you've gccumulated 100
Experience Points, you'll advance fo
Experience Level 2. At this time your
Experience Points will start over from
0. In fact, every time you start g new
level, you start with 0 Experience
Points. For the first 8 levels, you must
double your Expearience Points on
each level fo advance to the next
one. Then, once you reach level 8,
you'll need 6,400 points to advance
to each of the following levels. Hera’s
how it works;

oo
3
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Professions

Ch
wisely.

oose your prolessions

To view your treasury, Experience
Points and Experience Level, press
the SELECT BUTTON. Ther select
“ENTIRE GROUPR"

There are three types of characters
which will accompany you on
YOUr journey.

Warriors are powerful fighters that
can use the best weqpons and
armor. A Warrior's best asset is

| his strength.

There are certain weapons and items
that only a Thief can use. Thieves

also have a special attack that
sornatimes can defaat a foe with a
single bilow. A Thiefs strongest sult

is agility.

Only Magicians can cosf speills and
yvou will need at least one Magician
fo finish the game.

Magicians have a wide variety of
spells that can assist your party in
combat, heal party members
(including themselves) when
wounded, and aid in getting by traps
and puzzles, A Magician’s highest
attribute is infelligence.




Viewing
Attributes During
Gameplay
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These are the atiributes of
lago, The Magiclan. To view
the attribules of Ihe others,
press the RIGHT ARROW.

jofe: A wise ofd Hermif recommends
a party of ane Warrior, one Thief
and two Magicians. But only one
Magician is octually required fo
finish the game.

If at any time during the game,
{except during combaf) you would
like to view the attributes of your
players, press the SELECT BUTTON.
(Don't hold it down). Select ONE
CHARACTER and press the A BUTTON.
Then select ATTRIBUTES and press the
A BUTTOM again.

You will then be shown the atfributes
of the first character under your
control, To view the attributes of other
characters, press the RIGHT CONTROL
PAD ARROW until you've seen the
attributes for all four characters.

To return to gameplay, press the A or
B BUTTOM.

In o multiplaoyer game, you
can fook at the atiribufes of fhe 4
characfers. buf you can only view
your own character’s inventory.

As indicated in the Map/
Monster section, (upper
right) there are two splders
aflacking the party.

6 i}lﬂeeting the Monsters J

All 16 levels of this dangerous
dungeon are crawling with
moristers—and the farther down
you go, the meaner and stronger
they become. On each encounter
you may be battling anywhere from
1 to 8 monsters atf the same time. The
actual number of monsters you are
fighting—and the amount of life
energy each one has—will be shown
on the Map/Manster Section in the
upper right sector of the screen. [See
The Screens Before You. page 13).

When the monsters first appear, the
names of the characters who are
fighting the rmonster will flash green.
[See The Character Stotus Display,
page 13).

During the course of the encounter,
aach member of your party will get
a chance to either fight the monsters,
casf a spell or run. But players are
selected by a random pattern based
on intelligence, agility, weapons,
armor and ather factors, So there
may be instances when one player
goes two or three times before
ancther player gets a chance.
However, eventually all the players
will get a chance to fight,



In addition to fighting monsters,
players can also select fo run oway
or cost spells (Magicions only). Here is
how to accomplish these three

different options: (see Combarf Mode Golden
Controls, page 15). Opportunities
Attack monsters by pressing both the
A BUTTON and the CONTROL PAD ot
the same time.
Experience Levels

the UP ARROW and the A BUTTON.

press RIGHT or LEFT CONTROL PAD
ARROWS and the A BUTTON or
just the A BUTTON.

DOWN ARROW and the A BUTTON.

It's more difficult to hit o monsters
head, but it will do more damage if
successful. Some monsters have
differant vulnerabilities. so it may be
eaqsier to hit one area rather than
another. Experimentl

When a mongster attacks your
character, the character's name will
briefly be replaced by a "hit" or "miss”
result. You should watch your
character’s health bars closely, and
use your Magicians to heal them
when they are low. Different monsters
have different strengths and

weaknesses. While an ogre will not
ottack as often as a bat, it will hit
miuch harder when it does.

After defeating a party of monsters,
you will be awarded gold and
experience points. The gold can be
used to buy armor and weapons at
the various shops located throughout
the dungeon.

As you gain experience points, your
characters will becorme more
powerful. Once you have
accumulated enough experience
points, your characters will move up
one Experience Level. As you move
up in Experience Levels, your strength,
intelligence and agility will also
increase.

Only Magicians can cast spells. If
you're trying to make a non-Magician
cast a spell, the game will notify you.

5 first prass the
B BUTTON during combat or
exploratory gameplay. A menu will
flash asking you to select the
character who's going fo cast the
spell. Then you'll select the spell you
wish to cast. Good Spells can be caost
o fellow members of your party.
Bod Spalls can be cost on monsters,
But don't worry, Your Magician is wise
enough fo know which spells are
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Select from a st of
ditferent spells. Bul
remember: only Magicians
can cast spells!

when the monsiers glrlliu
be oo much to han
don't be afraid to run!

¢

beneficial and which are darmaging.
So you'll never harm ancther party
member or heal a monster. (To find
out more about each spell, see Your
Magic Spells, page 28).

] sele::T ’rhe recipient
of The spell as you would any other
mienu choice: by positioning the
cursor arrow and pressing the

A BUTTOM.

There may be times when you don't
want to fight. Your life energy is low

or yau are running out of spell points,
When this happens, it is befter to run.
In multi-ployer games, each
character runs alene. But in a 1-player
game, you have the option of letting
the entire party run fogether,

. press the
SELECT BUTTON during combat. You
will then be given three optlons RUN,
FIGHT and ALL RUN (1-player game
only], Make your selections and press
fhe A BUTTON.

6 16 Levels 16 Maps

There are 16 levels in all in this deep,
dark, dungeocn. And you start ot the
top and work your way down to the
very depths where the terrible
Serpent lies waiting for you,

Each level is a 16 by 16 grid. And each
is o haunted maze. But other than
that, each level is completely
different and increasingly difficult,
Which is why if is recommended that
you record maps of each level,

True enough, you will have your
automap (see Map/Monster Display
Section, page 13). And 05 you move
through a level, the sectors in the
automap will change from black to
orange. And the walls and doors will
be revealed. But only two autornaps
will be stored in memory at any one
time. So when you get to a point
where you need more than two
maps, you'll be at g grave
disadvantage without maps of

YOUT O,

Also, when you save a game, the
characters and their belongings are
saved. But the maps are not saved.
S0 once again, you'll be at ¢ loss
without your own maps.




Making Maps

In fact, some things aren't even
shown on the autormap. Like secret
doors, stairs and Zoom Tubes (see
Moving through levels, page 27). For
iterns like these, your own detailed
map will Be much more valuable
than the one on the screen.

When mapping an itemn that fokes
you to another place, like a Zoom
Tube or a Teleporter, indicate where
it takes you to. If, when you are first
“roomed” or “teleported” to a new
location, you can't tell where you are,
keep exploring. Bventudlly you will
know where yolul are and you can
then indicate the point you've
transported o on your map.

The best way o enjoy and master an
RPG is to make maps of every level
of the dungeon. We have prinfed a
map of tha first (fop) level on page
A, There are also 17 blank grid maps
at the end of this manual for you to
use to record your quest, Plus we've
provided you with a key fo the
various itermns you'll find. Mot all will
e on Leval 1.

Use this key to decipher the map of
Level 1. Than continue using these
same icons for your own maps.
Remember to write each symbol,
letter or numiber on the map in
addition to keeping a log in the case
of spacial items, Zoom Tubes and
Teleporters.

Mapping Symbols

Moving through
Levels

KEY
Temple
Arrmory
Doors
Secret Doors
Up Staircase”
Down Staircase”®
foom Tube™
Teleporter™
Magic Fountain
Trap
#1-100 Itermns, Weapons,

Magic Spells™

*Staircases always take you fo the
sarme sector you were just on—only
on another level. (Except from level
15 1o 14).

“*MNurnber each Zoom Tube and
Teleporter consecutively and keep a
log of where each one fakas you.

**Number each item consecutively
and keep a log of what each one is.

In addition to the sector by sector
method of moving across a level,
there are three other ways in which
YOL COn Move.

- Y

The Z00OM TUBE zooms you back UP
to a previous level, This is most helpful
when you need fo return to a femple
on a level you've diready visited.




Remember; Level 1is ot the fop and
level 16 s deep beneath the ground,

atairs

A reliable way to advance DOWN o
the next level. If you can find them,
But stairs can be used fo go UP also.

Teleporiers

These take you from one end of a
level to the other—aor from one level
to another. In a flash.

@ our Mag_i-c Spells ]_)

A Magician will get a certain number
of spell points based on intelligence.
The spell bar on the Character Status
Display shows how many spell points
each Magician has. You'll find that
different spells use up different
amounts of energy on the spell bar,

All Magicians start the game with
"HEAL” and “"FLASH FIRE” spells. All
other spells are hidden throughotut
the dungeocn. 5o fry to collect as
My s you carn,

Spell points can only be replenishad
at Temples and magic fountains.
Some spells last longer than others.

[ ] [ |
For those that last a long time (like
the Shield, Flight, Deadeye and
Strength spells), a small icon will
appear below the map section to

# remind you it is still working,
The following is a list of all the spells,
what they do and how many spell
points they reguire:
Heal Restores & health poirds to one character 1
in party. )
Flash Fire Couses a bolt of lighining to 2ap foe. 1
Sting A bolt of lightning with an extra jolt.
Shield Improves the party’s arrmor class for a time, 1
Deadeye Improves abillity fo hit foe for 1 character, 1
1 combat,
Death Mist | Covers foe with a deadly haze, 2
Strength Increcses damage done by 1 character for 1 2
combat.
Passwall Allows party to walk through a wall. 1
Thunder & powerful thunderclap—can zap 2 3
enamias at once.
Viper Contains the venorm of 1,000 snakes. 3
Phalarx “Electo-shoot” enemies, up o 3 at once. 3
Stun A real shocker, zaps 1-3 foes. 4
Major Heal | Hedls everyone in party from 2
4-6 health points.
Flight Allorws party 1o float over traps. 2
Regenerate | Heals one character completely. 2
Crystallize | Freezes the enemies’ ability fo fight. 5




eapons, Armor and
\ Other Inventory ltems

This readies an item (usually a
weaponor armor for battle. You can

Each character begins the quest only eguip 1 weapon at a fime—so
with certain itemns: wec:pang amor, be sure fo "EQUIP” the one that's
money, items of magic and more. As 4 most powerful.

you explore the dungeon levels, you

WLplck gl T TR ol ‘r’cu_.l can anly carry & items at a time

g, pn Ml corry up fo 6 items at one time. ; : . .
I | tu:lvl wm CHERESE ; ¥ MR Lo if youhove Smrneﬂnr"g YO don't
Hiek %ttt Ml Certain items can only be used by [ECY REGC and your invertiory s full
-t “\ . certain character types. For example, Its @ good idea to DISCARD it in order
G a shield can be used by a Warricr or to Ieﬂvnla r?fam for m;negmg Tr;ﬁe:w. For
REEK CHETIWS. 58 XSHAIY i i example: You have the Graat Axe
Thief, but not by a Magician.
| “meg with 3“.113.?.:.1 at 5 and the Axe. Since the Great Axe is
mﬂﬁa‘]ﬂﬂ you cin first much rmore powerful, discard the
B T el prEdORMBE] when not in combat, Axe, Or trade it or sell it
and armer at once, Then choose ONE CHARACTER. L
Then INVENTORY. Then select o ; .
CHARACTER. =R It you no longer need an itern, but
EREaE TRt  YOu want fo keep it in the party, you
— You will then be shown a character’s S e oo IR ©9N Chways give if fo another
i o el inventory screen. I .. e charocter. Even though some

charcacters may not be able to EQUIP
or USE certain items, they are still
abile to CARRY them.

To find out more about an item in
inventory, select an item by using the
UP/DOWN CONTROL PAD ARROW !
From this menu you cheose  KEYS and pressing the A BUTTON.

item. To “EGQUIP IT" means J

what to do with a certain Here you'll find o wealth of inforrmation
ibﬂhﬁl’d it or wear i, “USE Hera ara your Ophons for VoLr i d pleces ﬂﬂﬂ i cannot an each item in YoLr im"'i‘m':'r‘r" sjome
:Lcﬁm'gmfcmm e inventory items: Boles by a Magician. menu entries on the long list of

infarmation won't apply to every
itemi in inventory, If it doesn’t apply,
Mainty for itenns that are not used in there will be no information on it,
combat, For example: you'd "USE" a
key to open adoor,

=




The Weapons

For example. o jewel doesn't do
damage, so it wen't be given a
DAMAGE CLASS.

Certain weapons can only be used
by certain character types. Genearalky,
the weapons that do the most
damage can only be used by
Warricrs or Thieves, Magicians must
depend on their spells fo damoge
their foes.

Here is a list of some of the weapons
you micry find,

# Sword ® Dogger
B Broadsword o Axe
Staff ® Halberd

Different weapons have differant
EFFICIENCY RATINGS [from & to 21)
and different DAMAGE CLASS
RATIMNGS [from 4 to 16). The higher the
efficiency rating, the quicker you will
be able to strke the enemy. The
higher the damage class rating, the
more damage you will inflict to the
enemy. These ratings can be found
when you examine them. (See
EXAMINE IT, page 31)

Arrmor also has ratings—it has an
ARMOR CLASS or AC. (See The
Character Status Display, page 13)
Armor class ratings range from 110 &,

Other ltems

The higher the armor class, the
harder it is for the wearer fo be
injured by a monster.

Here are some of the types of armaor
you may find yourself wearing:

Armo

Leather Shield

Scale Mirror Shield
Maoge Cloak Ruby Shield

In addition to the weapons and
arrnor you find on your inventory lists,
you'll also find other items that can
be used when youte not in combat.

Thease items are frequentty used by
Magicians to perform magic. Or to
assist the party through a
pradicament —like a key that opens
a locked door.

If you feel an itern might help you at
any point in the maze, select the
“USE" option from the character’s
inventory list, If you are outside o
locked door, you might try using that
key you've been carrying around
with you.

Remember; Mony brove adventurers
have gone before you, including the
legendary Ruby Warrior. Some of the
evil inhabitants of the dungeon have
taken fewels, weapons. and armor
from these noble martyrs. With luck,




&

you may recover some of fhese
voluobles when you defeat the
mansters who are carrying themn,
Acquiring iferns ir this manner allows
you fo save your gold fo purchase
really special iterms.

l
memples and Shops J

At the Temples, priests are ovailable
to heal your party and replenish your
spell points. "Defeated” characters
can also be resurracted here.

There are various shops scattered
throughout this massive dungeon.
They are called Armories. Here you
can purchase all sorts of things -
from swiords to armor.

But you rnust first have enough
rmoney o make the purchases. And
secondly, you must have room fo
carmy them.

You can also sell itemns at the Armory.
But be mindful. You will onty get half
of what they are worth,

Hera you have the
opportunity fo buy a
DAGGER lor 10 goid pieces,
and you have a lolal of #6.

You sold your Hem for 25
H‘.ﬁlﬂ pleces. Remember:

e Armory is only going fo
give you hali of what they
would sell It to you for. In
the fulure, maybe you'd be
better off moking a trode.

Tha shops and Tempies are
locoted on the first fevel and hiddan
throughout the dungeon. If all your
characters are defeated in combat,
vou will find yourself back in o
Tarmple, restored fo fife with oll your
weapans and armaor, buf without

your goid,

walk up toan
Armc}r'-,f ‘f’q}u wlll be asked if you would
like to stop in. Any player oy press
the A BUTTON af this time to proceed
to the Armory, At this point, ina 1- ar
2-player game, you will be asked to
select a character, Do 50 by pressing
BUTTOM A

Then you will be asked if you wish 1o
“BUY” or "SELL.”

| “BUY,"vou will see the
Tw::e of sfcreen on the left.

ou ch you will see the
h,rpe of scr-:—:‘en on the left,




Wizards 1 Once you make it 1o level five, you
can use the shop and Temple there
as a base for deaper exploration,

6 nowledge from the

Owver the years, wise old Wizards have
seen other Warriors, Magicians and
Thieves enter the confines of these
dungeons. And from wafching battles
closely (but from afar), they have
arrived at sorme fairly foolproof words

Try to explore a level completely.

s By locking af the map display, you
can get an idea of whena secret
doors and rooms may be.

If you're totally stuck and 100% sure

of wisdom, that there’s absolutely no way out,
select LAST RESORT from the
You are most fortunate in that thay ATTRIBUTES/INVENTORIES menu
allowed us fo print them here: : '
Ei

8 Your first goal should be fo get
better arms and armor, while
increasing your Experience Levels,

B |t gets harder to go up an
Experience Level as your charachers
get stronger, 50 you will have o go
deeper into the dungeon, as the
monsters on lower levels give you
rmore experience points if you
varguish them.

If faced by too strong a foe, don't
be afraid to run. Discretion is the
better part of valor.

B If you find yourself low on health or ; " Y,
spell points, don't hesitate fo head g
for a Ternple, before its too late.

' Magician: Heal Thyself.




%?e's Waiting...

For centuries, no one hos ever
successfully challenged the Serpent
of the Dungeon. Or if they hove, they
haven't lived to tell about it

But your party may be the one to
rmake it. You hove the iron strength of
a great Warrior, The cunning agility
of a Thief. And the great magical
powers of o Wizard and a Myshic.

His hope s that you won't find all the
pieces left by the Ruby Warrior, His
hope is that without the collective
power of those artifacts, you'll be
trapped in his confines forever.

But yvou have hopes of your own.
Stronger hopes. Grander hopes.
Purer hopes.

S0 go forth. Gather your strength,
Feel your collective power. Because
deep baneath the fangled.
treacherous layers of the dungeon,
the Serpent lies waiting.

For all of you.

-
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{g i}]}lapping your quest )

On the next page is a map for

Level 1. It consists of a 16 x 16 grid.

To assist you in your quest, we
have already indicated
where the Walls, Doors, and
Armory are located.
However, you must

search the entire Level

to find other clues

and hidden iterns,

such as the Temple and
Staircase leading to Level 2.

Make sure you indicate locked

and secret doors and special
iterns, but remember, the
location of monsters may vary.
We suggest you use a pencil
for mapping.

In addition to the key we
have provided you with, you
rmay want to make up your
own symbols, Use the "Notes™
section to record this and
other information.

KEY
Temple
Arrmony
Doors
Secret Doors
Up Staircase
Down Staircase
Zoom Tube
Teleporter
Magic Fountain
Trap
#1-100 Items, Waapons,

X ZON ==w 0>

Magic Spells
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