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THE STORY HOW TO OPERATE

“When the shodowed veil redurnsg fo mask dhe midoay sorr

The Fire of Serpents will rise again; Five shall became the One. Controller
Thea afements naw head s call, and hope is born alive;
We will have aur peace ance mare when One becomes the Five. "
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HOW TO OPERATE (continued) HOW TO OPERATE (continued)

BEGIN A MEW ADVENTURE CONVERSATION MODE
Press the START button to BEGIN A NEW ADVENTURE,

Press the A button whan you

CONTINUE YOUR AD“'EWHE_ : want 1o talk to local villagars or
This cpticn appears on the title screen afler you save your game other propla you mast gutsida
for the first time, the towns

Press the DOWN keypad fa selact CONTINUE YOUR Far soma canversations, you miust
ADVENTURE. press the A" bullon mare 1han onca,

Fress the START ouibon ta begin the game

Mote:
rur E [Tl =i £ -
Pleasa raad “Saving Your Adventure” section for mare information. SOMPREORNE Yot Medl Wil sy Dueslins:
- Prass tha “A” buttan to answer YES.

Fause Functian Frazs tha “B” butan to answer HO
Press the START button te pause the game.
Fress the START bullon Lo resumsa play.



[ HOW TO PLAY TO PLAY (continued)

DUNGEDN MAGID i3 3 roda plaving oaing. Your codo o fia) oF 0 Svaes advanivier ahio
e smanch B the Sword or Toras and ose ! o dsiaa! avces e Ovanriond, Alng a way, you
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A B voar game slon. Takpe g dme o wells ooan imsosaol infsmnglon pau dlacavar, sueh
A5 MagG spely, aod oehons of soecil ahiecls

PLAYER STATUS - The game screen is divided into (hass sections:

1. Adventerer's Scroll Shows your current sirength (Healih Peintz),

2. Game Windaow Frovides o loreand. 3-8 scrolling wiow,

3. Monsier's Scroll Showws the haalth paicls ol YL ENETy,

4, Arms Panel Digplaves (he anmar anc weapons you'ne using.
5. Player Satus Shows your apility, experence, Bealth, and goid,
G, Quest Window Displays magical items succesaiully recosersd

o Adventurer's Backpack  Shows cpbons (D) you can use at any fime,

fi
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HOW TO PLAY (continued)

PHYSICAL CONDITION

Yaour physical condition affects vaur fighting and magic abilities.

COMDITION EFFECT
GOOD Parfact haalih
HURT You have sulferad an imury.
PARA Enemy magic paralyzes your body,
POIS You've been poisonacd
CLURS A curse is on your head,

Healing potions. magic spalls, or wisiting tha innowill cure HURT,

Reastoring pations, magic spalls, or visiting tha inn will cure
PARA, POIS, or CURS

HOW TO PLAY (continued)

EXPERIENCE
Fightirg evil creatures increases your expaniance.

LEVEL

You can increase your ability and strength by increasing your experience.
15 experience points raises you to Level 1.
35 experience poinis raises you o Level 2.

he City of Granville is home o live pewerlul Wizards, An adveniurer must
chooze ONE wizard as his teacher whan staning & NEW ADVEMTURE.
The wizard will decide if you deserve a prometion! Ne cna knows haw far a
student can progress!

GOLD
Mary mienstars and magicians carry gold. Slaying them could make yvou rich

[i=]



THE ADVENTURER'S BACKPACK

The Adventurer’s Backpack gives
you five different options to use.

Weapons And Armor (Sword)
Boughl from kcal marclals, ar lound in Smeasare chesls.

Items (Jdar}

Eoughl from bcal macchards, ar [ in S anesls,

Spells (Magic Wand)

Hewa a vanaly al uges, Stiangs symbels are rmaripulated b ereate wondnaus mangss

iy fe v zarss of Grades knaw thair zawer!

Use (Key)
Coeng doeans iond Irensum chesis, Sewary, Soma dzors have unirlanaly sarprses gabing thaml

Camp (Tant)
Buslaing yaur life outade Tha tewns and villagss. Sbock up 8t yaur Iniandly 1oael menchant!

L]

THE ADVENTURER'S BACKPACK {continued)

TO ENTER THE ADVENTURER'S BACKPACK:

* Prass the START buttan to PAUSE the game.

TO USE WEAPOMNS AND ARMOR (SWORD):

Fress the LEFT or RIGHT keyvpad unfil the sword symbol s highlighied,

¥

Fress the SELECT bullan to entar the Weapons & Armor window.
= Asmall yellow square will appear over the Tirst ilarm in tha window

Use the keypad o select other Weapons and Armor.

« Press the "B™ button 1o activale the item and arm your character.
« Fress the START button o resume play.

« Prass the “A™ buttan to fight,

11



THE ADVENTURER'S BACKPACK (continued) THE ADVENTURER'S BACKPACK (continued)

TO USE AN ITEM (JAR): TO CAST A MAGIC SPELL [MAGIC WAND):
« Press the LEFT or RIGHT keypac uniil the jar symbal is highlightad. « Prass the LEFT or RIGHT keypad until the magic wand is highlighted.
» Press the SELECT button to enfer tha flem window. A small yellow = Press fhe SELECT button 1o enter the spell window. & small yallow
squarg will appear on the first item in the window, square will appear on tha first availzble symbol in the windaow.
« Llse the kevoad to select an item. = Lge the keyvpad o select a symbal.
« Press the "B button 1o ready 1he ilem. . « Press the “B" bulion ta ready the symbol.
« Pross the START button 1o resume play. . + Use the kevpad to select olher symbals to complete yvour spell.

i it 1% J g - Fresy S
» Press the "A" buiton to uss the item. Make sura tha item window Press the "B" button each time you select a symbal,

i5 on e game SCrean. « Prezs the START butlon 1o rasume play

+ Prass the "A™ button 1o cast the spell. Make sure the spell window
iz on he game soraan,



THE ADVENTURER'S BACKPACK (continued)

TO OPEN DOORS AND TREASURE CHESTS:
« Prass the LEFT or RIGHT keypad until the key is highlightod
« Prass tha A" button to apen doors and treasurs chests,

TO CAMP:

= Press the LEFT or RIGHT keypad until the tent symbal iz highlighted,
= Press the A" Dutton 1a eat and drink,

Every lown and village in Grades has two types of merchants,

ARMORERS
Oiffer quality weapans and datensiva alamenis, The prices they charge are
fhe samsa thraughous the Kingdam,

GROCERS
Sell food and drink, healing policns, and magic powders, Some towns offer
lower prices. Shopping araund is & good idea.



MERCHANTS (continued) MERCHANTS (continued)

ARMORER

SWORDS

GROCER

T8 PSS
i § | .. MAGIC POWDERS  HEALING POTIONS
e S =

SHIELDS GAUNTLETS

ced b FEES

BOOTS LEGGING
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MERCHANTS (continued)

TO BUY AND SELL WITH A MERCHANT:

+ Press tha “A" bulton to say YES when he asks il you wanl 1o buy'sell,
- Press the “B” button 1o say NO whan he asks if yvou want to buy/sell.

* Press the “A" button fo buy/sell the item. Conlinua prassing tha “A”
Lutton if you want to buy/sall more than ane itam,

 Use the keypad o chaosa other items you want 1o buy'sell.
+ Press the "B” button 1o exit the shop,

Merchants are always loaking lor deals; you can sell your unused dems and

weapans 1o narm. Don't try haggling for a good price, The motta in Grades is
“lake i or leave it

THE PARRY

The Parry

Many monslers are very hard to fight, but there (s a way 10 defaat them!
Thie parry is & long pracliced art of evasion,

To Use the Parry:

« Turm away from he gnamy &s so0on as you attack, Yau can turm 1o thi
sicde, ar back up several steps, Retraating is very useful when baitling &
strang enarmy on tha othar side of a door

« Llsg the parry Lo eat and drink, use potions, change magic spells, or
gwitch weapans,



GUIDE FOR NEW ADVENTURERS

The Qid Man of Granville has a giit to start you off on your jaurney.

Tha Wizard of SURA is master of the Water Magic. Thiz power is good
for attack and defanse. A spell of nine vertical lines creatas a temporary
shizld which will protect you from many mansters,

Immediately nosh of Granville is Castle Gradeas. Tha King and Gueen
have much ta tell and giftts to give - sa this is a good place 1o slarl.
Slay within the wallz of the castle until you find 1em.

Return o Granville - vizil lha Armarar and trade your sharl sword for

a sronger wWeapon. Mext visit the Inn Keeper 1o sava your progress. Go
oulside and fight some Cobras lo gain experiance. but slay close fo the
city walls,

Lantinue your guas! by fravelling te Deirus, but be sure you stop in the
tewwr of Giran fa buy food/drink for vour ravels, Gran is northwest fram
Casile Grades.

GUIDE FOR NEW ADVENTURERS (continued)

« Tha flies can be fierce on the road ta Deiras. This would be a good tims
bo practics your pary.

« Inn Dairus, you will hear of Sara Spring, which llas norb of the woemn
o there and racaive he lirsl Elemental Sward, Return to Deirus and
save the game,

« Merth of Sara Spring is the Sanctuary al Selle. Enter the maze and
make your way down to the statue of Bildevance, A powerll force
will envalap the sword. Raturn to Granville and la1 the Wizards
axamine it. One of them has imperant news!

- Tha adventure (s just beginning. Good fortune ga with you, and dan'l
jorget yvour graph paper!



CASTING MAGIC SPELLS

Each Wizard has mastered a cerlain lype of magic. When you meel a
Wizare, he will gve you the four basic elements [ 2. o | — 0 ] of his
mystical studies. Using ona or any combination of these four symbals, all of
the spells of hiz magic can be cast. Other Wezards will not give you additianal
magic symbaols unlass you prasent them with ane of Magi's five Elamental
awnrds,

When symbals from ane magic are combined with symbols of anather
magic, new types of 2pells can be creatad. There are llerally hundreds of
spells pozsible for a master magician wha has passed fhe scrutiny of all the
Wizards.

Il is important 1o remamber that the source of all magic is he life force
of the user. Tharalors, each time a spell is cast, some life anergy is dealated
from your Haalth Points. Hence. tha more poweriul the spell. tha mare
Health Peints you are likely 10 lass. Some spells are good to use in cambal,
while athers are informative or replenish vital functions. S1ill olhers perform
astounding feats.

CASTING MAGIC SPELLS (continued)

Like any good practiioner of the magic ans knows, a oit of practice
early on may prove invaluable dawn the road. Theugh thare is noel really &
wrang cheice, tha gama will flow mare smaathly if vau salact the apprapriate
Wizard to teach you

Therz are many spells to attack ano dafena against vanous kinds of
anemies. Lagerd has il thal a carlain incaniation can actually breax opan the
acoan. It is alsa said that a cartain mixture of Magic Symbels gives yvou the
aower of Tighl.

A5 BVEry masier mage is aware, there may ba more than one way (o
casl a spell. IT you are void of a certain symbol, you may be able 1o usa
another spell aliogether 10 accomplish your goal.

W suggest vou begin your game oy visiting the Wizard of SUIHA, o
Water Magic. SURA is mainly a defensive magic and will allow you mors
time to wander through the cuiside world, defeat enamias, gain exparience,
and discover the ull breadih of the sland Grades.



CASTING MAGIC SPELLS (continued)

Here are some basic spells to help you get started.
D Opens Durgecn Doars

Cures Paralysis

& 8 Cures Poson

[I | Prolests zgainst Physical Allack

[ ]l Frotects against Magic Allack

b

CASTING MAGIC SPELLS {(continued)

— = Gives Infarmation on Adveniunsr

Givea Infarmation en Enarmy

O oa Gures Blindness

-

& [0 Heslores Health
. -

O g Bamovas Curse

All great sorcerers keep meticulously corract recards of their spalls, so be surs o
mEintaie an accurate g whos you mix untiied Syembels or cost usteed spells

25



SAVING YOUR ADVENTURE

DUNMGEON MAGIC takes a long time o complele. The game carncae containg a
baliery 50 you can save your game without slarlimg over or entesdng o passeond,
To save the curren] game:

« Wisila local ine, You'll ficd ane in every lown and village.

» Preas the “A" bullon 1o say YES when the Inn Heepaer asks if you want a
fonim lor Ihe nighl. Make sure yow have bwo (2} gold pieces! The
oame screen will 1 grey for o seconds. Your game s saved

« Prass the “A" button if you want 1o continue playing the gama.
To quit the curren game;
= Twrm off your NES.

To start 3 saved game [after turning off your MES):
= Turn on your NES,

» See the sectan of vour manusal an how to Continue Yaur Adveniire.
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COMPLIANCE WITH FCC REGULATIONS

Thig arpripemont genarabes and wsas ano requensy eneray 2ad il rol insiaked ang aged
progadly. Ihat iz, in siicl aeeedones wilk tha marulzzionars metrecliong, may causa
intarerence o racdo and alasigion reception. 1 has seen ype iss@ad &nd loung 32 comply wach
Ihe limiits far'o Class B comauting device in accordancs wills e speafications n Subpar J af
Far 15 ol FCC Auks, which are gasigaed o pravids reagonatde prolestian agisnst such
Aererence in a residenlial inshelalizn, Haweear, thesa is ma guaraniesa tat intarfaanca vill
nol ozzur in B gamcdlar installatizn. | this eoupment deas covsa inferfarance 1z ratio o @le
wiEan mzEplion, which can e determind by tarming tae oquipmsrt off ard on, 1ba useris
ancnurazad 1o Iry b corast the intanerancs by one o mora al B eloeing maseres:

» Fgonent s recivicg antanna

+ Felozata the MES wilh respes ta the racenear

+ Wave (he HES away fram Ihe racesear

+ Plug tne NES Infa @ d Herent culles solal the conpuder and recaiver
e on dilferant drovits,

Il necessary, the psor shaukd canselt fha daalar or an erpedenced ramio o televsan
leshncan 1o adiliznal sapgestiong. The usar ming lind the dzllowing boaklen
pregees by tha Federal Communications Commissian baloful: “How o identily ard
Fazoka Hado-TY Inlerlerenca Prablems.” Ths oaskled is avalsale irem she LS,
Grownremmart Frinting Qffca, Washingian, 02 20402, Slock Mo, G4 003002252

TAITO SOFTWARE, INC. LIMITED WARRANTY
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peoduzl hes Brisen through ebuse. unmesanabla use, misireaiment ar neglesl. TEHES
WARRANTY 1S 1M LIEL OF ALL OTHER WARRAMTIZEE AMD MO OTHER REPFAESERTA-
TIONS OR CLAIMS OF AMY NATUAE SHALL BE BINDING O R OBLIGATE TalTo, Ay
IMFLIED WARRAMTIES APPLICABLE T THIE SOFTWARE PRCRUCT . IMNCGLLIGIMG
WAARAKWTIES OF MEACHANTAEILTY ARD FITRESS FOR & FARTICULAR PLEPDSE,
AAE LIMITED 70 THE MIKETY (90) DAY FERIOD DESCRIEED ARCVE 1M RO EVENMT
WILL TAITOD BE LISBELE =OR ANY SPECIAL, INGIDEMTAL, GA COMSECUENTIAL
DAMAISES RESULTING FROM PESESSICH, USE OR KALFLIMNCTIC OF THIS TAITO
SOFTWARE PRODUCT.
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