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CONMMAND MTANING COST
N*or 4 North some DENTERITY e onie
S*or ¢ Sotith some NDENTERITY and one ar
F*ror » Fast csome NEXTERITY id ene or
W*or &« West some DEXTERITY and one or 1w
R* Run in Panie halfl DEXTERITY ond one turs,
B* Rash in Door some STRENGTH a.d ape feen
K* Kiek in Door some STRENGTI and one turn
D Gpen Noor | ne cost
L Listen at door no cost
1 Inspeet for secpet three turns

dnors
v A\ttack monsier some STRENGTH ond one uii
0* Onen chest one turn (MODY drienage 7 e ops )
D Drop gold gold nnlv
1-¢ Wait £ turns £ turns
0 valt until rested G or wore tarns
? Displayv status ne cost
7 7ap monster VAIECONR D AN LRI I TN
H Heal <pell TININTELL T 0 e
AN Nrayv vision spell 174 INTULLICEN T - :‘-, :
T* Teleport sneli cald, 13 INTIFLIIOG TN,

A Jovstick plurreed into contreller jack 1 con oiso bt

movement and the sttt ol (\) command,

* starred commands can cr de male noise wiiohias
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THE GAME

BENEATH APPLF MANQR is a soiitaire role piavins o itatien
game, loosely based on several popular feniisv -

Nungeons and Dragons or Tunnels and Trolis. You piav the rele a7 an
adventurer, exploring an undercronne toazs of COPrntre, PR,
secret passages and the like, willing Gapsercis monsters cned Diodeyr

¢

rich and powerful treasures, The aunaeon oo g0 vans:

"

CSosuer, as
TARLY OF 7ONTE TR

noorany

floors or levels, each more dungernus thao Whe sty © € o5 You €ain THE .y T 2
experience ' from vanquishing Groer Slimes, Gheote pne ather
fearcome creatures. vour canabhilities will rose (o miect oaen Now THE STERY OF APPLY, Y ANOR 4
challenge. Finally, in o dracon fiorde soany boveis e b Annle Nigar
vou mayv even [ind the ultimate chjc ot of oor g o e 1 onied . GETTVING STARTrED 4
.olden apple.

GAME INITINUIZATION )

1

. vt Y . P bereGiagd T Bl :

RY‘,F\‘.-\TH ' Al l"l.r GANOR \..1&_'0r1.‘xml?\ vetensed s Lover e : THE SCRFFY -
1078, vaking (it one the vere Nest fanbos 70ames jop peyacred

compters, _l.t h-‘l\‘ ('l’l\\ll‘-‘l(“d to e v ;v‘n'.m!.'u.‘ SR HESCUN $11 ; THE wap g
owners ean join in the aaventure., The eclorial rapnd e s Lne supTrior

N ' N M “ ey, . Gyt e Vo AU SR .
sound ol the At personal eoniae oy e AT - L DUAYER AT LR -
AMANOT even noore exethinzr then cver, Vite sl the 7 omn gs opsy - ’ ’ L
1o learn to olav Ovoa DHewinner, the Siratomos Geveiebed S FAPFOIEN T A £y
. N . . ‘ L AN LRSS R S WA B B IR M
cxperienced ninvers are nany and conpey, V<o il sestion L
devoted 1o steateTies is araviced fater in thhs e i THT VAN AT ATRCASS
N [RIERE AN [ » PEEY
PENTATIH APPLT VIANOR - {PTTIAL FDIT0 0 s aveiladie onny on ’ BV AR L TION
. . - .o B . 1S st ' v M '
diskotie ane reaiires an Vtarn Persona! Comoinds cavid, S, op 12 ' .
el e LI ey A N
with at least 320 of user me v, ' SAVING TR AT .
Atart ds o redistored trademara o Atar, Ine, : VONITI RS
Dunreans ang Drarons 18 o srpcirt f TSI T o . o o :
Tunnet and Trells <o aroaduet o vz Tefraty R, .
’ ‘ COVMTANDR DURING PLAY 1=

FOR ADVANCED PLAYET'R (v i
COUPON TOR BACKUDP « HPY 2
AUTHOR'S NOTE o

CONMANT SUAMATARY Dot eover

N



THE STORY OF APPLE MANOR

sy vears ago the last known deseens
dant of the Apple family disappeared
without a trace, leaving the ancuestral
manaor house deserted atop windswedt
Apple Peak. For three centuries the
Apples had subjected the surrounding
countryside to a reign ol terror,
<eiding out legions of hellish monsters

at nicht to murder and pillage. Count-
less wealth disappeared, ta be hidden ~omewhere within the muner.
1t is rumored that the seat »i the {amilyv's povier rested witian o
magical focus, shaped like « collen anple. Aiany have souerht 1y

prize but few have survive:' 2nd T e v s foened,

You are a voung adventurcr, trains 2 in arms, secking u good fnrht 1o
hone vour skilis. You have heard taes of Apple Manor and have
decided to quest for its hidden treasures. Havins learned a fow <pells
from a muace vou oner befrierond, voir consider vourself better
qualified than most to Lnderinse e o perilons endeavor. Arriving
at the manar vou are Sisanscinied to find the house itself to be
cutted by fire, Unon further insnestian, hawever, vou iocate a stone
staircase leading gowi into the wuoterrancan labyrinth, BENTATH
APPLF- VANOR.,

GETTING STARTED

This nackage consists of a diskette ang a manual. The diskette does
not have a write proteet sticker beecause the status of the game
must be periodieally written to the diskette. Do not add a write
protect sticker!

CAUTION: The RBENFATH APPLE VANOR diskette cannot be
copied and attempting to write to the diskette wi'' destrov the
program. RENTATH APPLE AMANOR is provided on a high quality
diskette that should give you trouble free usage for many vears, If
the diskette should fail, it will be replaced promptly bv Quality
Software. Simplv return it to Quality Software, A660 Reseda Blvd.,
Suite 105, Resedu, CA 91355, If yvou have owned the diskette for less
than 90 davs, include vour reccint and there will be no clisrge for
replacement (only those outside the continental United Stutes need
pav shipoing). If vou have owned the diskette for more than 90 davs,
there is a nominal charge nf £5.00 plus shipping. Shipning charges for
replacing an ou! of warranty diskette arc the ~ame as those for a
haek up copy ance ey he found on the hack up eopy order {opm at
the end of this docuniertation, California residents mmust adad sales
tax.

Owners of HTRFATH APPLY ATANOR who feel the. need an
imrmediate bacs us enpy may purchase one for $5.00 pli shipbing,
Simply fill eut and zend in the coupon ot the end of 1his mnnusi
along with hovment directly to Quality Software, Only ane huek up
et M e eters toge s enehs owner, and shone ardery are not
aeceptod:

To start the sun oo Uirn oon disk drive numbier one, msert (the
BENFATII ATSLE V"ANOR diskette in that drive, and then turn on
the eomntter, oo fovw moments vou will sce the lUtle sereen,
musie will olav, oo e messgge PRESS SPACE BAR TO START will
appear at the bott.~ ot the sereen.

GAME INITIALIZATION

When vou rirst [zad DTENTATH APPLE MANOR vou will be asked o
number of anestions which allow vou to snecify the paramieters {or
the game. They are:

RESTORY PREVIOUS GAANE?

If this is the first time vou have plaved BENEATH APPLE *1ANOR,
vou should reply NO tn this question. If vou have plaved nreviouslv
and have storecd the status of your game on the game diskette, reoly
Y FS to restore the zaTie to the point at which vou left it (or at least
since it was saved), In this case, you will be asked to snecifv the
game number vou chase when saving the game. The desired eamce
status will be read in and dungeon construction will begin,



STANDARD GAMITE?

H vou are starting a new game (not restoring #n old one) vou will be
asked if vou want a <tandard zamc. If sa, ansvwer YIS and vou will be
plaving using the standarc options: {ive rooms per level, color
graphies, and difficulty fevel 5. Those nlavine for the very first time
mayv want to change the diffiealty tevel {re the normal value of 5
to a lesser value. If vou want to chanie one of these options, reply
NO to the above question.

NUVMRBRER OF ROOVIS?

The recommended number of ronis per dungeon Jevel 1s five, This
will usually produece a game Issting ahout two nours. Voie rooms per
level lengthen the game, {ower rooms shorten it If vou ask for more
than five rooms, color craphics i~ unt possihic and text craphies will
be used. The color characters are tou large to allow more than five
rooms on the screen at one time,

TOLOR OR TEXT GRAPHCR?

i vou specifv five or fewer rocns noe ev i vou will have the option
10 use color oranhics or mesochra o ot “ophie, 17 vod want to
trv more than Tive vooms oo aall sl ~od Uns ooe-ston and text
graphics will be ased,

DNFTICULTY payeran?

The diffieuity facter vT o o mafe s 0 Y e ore S0 UG T ONsLoTS
relative tn vour 2t - et ey o the trensures, Toe
mzher e DT the vops G oo 0w e et ors snd tae Larger their
treasures, Smee the e oans c0 wrece is seadoea by T the lensth
ol the mame s also, Honee, T8 Y s ome el st shout halt as long
asa DE 5 ocame, BUNTATEH ADDET 21ANOT has been nlav tested for
hundreds of hours at D D i eraecd el 15 g vaad startine point, If
vou gct Nilled too often try 5 towen U7 bar o fast and farious gamo,

wry oa hizhor i) bt

first few Jevels.

-,

i~ Leeeplively easy in the

After all of the above questions have been answered, the first
dungeon level is constructed. Nungeon construction involves placing
rooms, corricors, doors, fnonsters, treasure, and magic items, The
messages indicatine this will flash by, usuelly in less than ten
seconds. In BENLATH APPLE MANOR, geography and piacement of
monsters and treasure is randomly controlled by the computer. This
means that it is eimost impossible to see the same dungeon map
twice. You can create new levels (by going "deeper" — discussed
later) es manyv times as you like and always have a new complex to
explore! When the dungeon construction for the level is completed
vou will see a screen indicating vour current level of ability (e.g.
SWASHRUCKLER). Press RETURN to begin playing.

THE SCREEN

During the nlav of RENFATH APPLE MANOR the sereen might 1ook
like this:
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The top (graphics) portion of the sercen is a4 map of the durreon
Jevel vou are working on and represents vour n:emory of the sruas
explored so far. When vou enter a level tor th» first time the screen
is blank (or nearly so). In the example ubove {shown in color mode)
the fighting man with the sword is vou, the moaster next to him isn
ghost, and there is a treasure chest in the center of the room,
Entrances to the rooms are blocked by doors. The lighter, flagstoned
areas are corridors and rooms while the Llack areas are e.ther
unexplored regions or solid rock. Just below the map is a space
where important messages are printad out. At the bottem of tne
sereen is a read-out of your current strength, intelligenes, dextority,
d body (plaver attributes) as well as the golu veu are carrving (in
old pieces, GP) and experience points (CY) vou have carnea for
killing monsters and finding treasure. These will be discussed in
detail later.

THE MAP

As you explore a dungeon level a map is constructed foar ou b Ui
upper part of the scrcen using cither cnlor graphies or text
characters. This map represents vour progress. The sumbols uscd are
as follows (some images differ slightiv on thic \Vtari sereci:

FEATURFE HIRES TENT

open space : %f wihitc block
0

solid wall or blaek

unexplored i

you ﬁ x

door & #*

treasure chest ] <

green sliine ] <

FEATURT HIRES TENT

chost 9 O
troll @ T

g
purple worni *hy W
A
invisible stalker invisible invi«ible
vampire ﬁ \Y
h
dragon !i [}

Normallv, as vou maove along within the dunagron, vou will sec only
those blocks of spare adjacent to vou (inciuding dingonaily nr‘:jnce{nt)l
This 15 meant to reoresent the effect of vour toreh licht an &
surrounding ured.




PLAYER ATTRIBUTES

Throughout the game vour pdveaturer ean be doserased by 7 gl
attributes shown at the bottom of the sereea. Thore wre four basie
attributes: STRENGTH, INTELLIGENCE, DEXTERITY, aad sONY.,
At the start of the qame ecach of these Litribiites s set _nt a
maximum level of 20, As play progresses the vidue of cach attrinute
moves down and up but can never drop belew roro or rice :-mgw 1t
maximsT. Given below is a deseription of cach of ticse atiributes.

STRENGTH ~

rengt® is used to carry goid, smash throueh -:;n.-.rs, ait] snliu"t
damage on onponents. Your strength is resuccd with cach sitack
during hand-to-hand cembat, by mitting <¢uors, and by dum.azo
inflicted upon vou by ghosts and vampires. Nermially strength points
may be regained by resting. If strength dgrons to zerc, vou can't
fight.

INTELLIGENCE

Inteiligence points are soent when castimg noonie spelln, There are
four srells, each requiring different amounts of inteflirence: YAD,
HT AL, NRAY, and TI’.LFP()RT. These will pe deseribed later.
Intellicence is regaincd v resting.

DENTFERITY .
Dexterity represents the plaver's speed and attiitv. Tt is used to
oomoutc'the probahility of hitting an opporient and vour speed when
moving. It is'reduced by walking or running «nd rezained by resting.
If dexterity is zero, you can't move.

BONY

Your body noints indicate vour ability 1o take the nunishinent dished
out bv monsters and traps. Tach time vou are hit your vody points
are recuced to represent vour tuking wounds. Should they go to zero
vou are dead. Rodv points can onlv de rezainzd through 1T AL spells.

The current read-out of vour attributes at the bottom of the screen
indicates whether anv are below their maximurn value, If the number

siven is in inverse video, this oieins the value is at its maximum, If-

the nuwwher is in normal videe, then resting or healing will be
necessary 1o bring it hack un to maximum,

EXPERIENCE AND GOLD

As vou kill rmeonsters and find trewsrtres vou o will ne nwarded
experience points, These points mav be traded onu 10 for 1 basis o
inereasce the maxirmum levels of vour attributes. Thes, if vou had
carned 310 cxperience points vou could inercase vour maximums
from 20 STRUNGTH, 20 INTLLLIGENCE, 200 VN TRERITY, and 20
BONY to 35 SYRENGTH, 20 INTULLICVNCE, 3% DEXTERITY, and
21 BODhY, for example. In other words, vou would heve 31 points
(316/10) to distrivute hotween vour four attributes in anv way you
desire,

As vou cbtain g0l¢ from treasure chests vou n.uv use it to purchase
better weapons and armor or get a "brain scan". \thouzn vou get un
experience point for each gold piece vou take out of the dunccon,
the two quantities are independent. Yau mav spend vour old on a
new sword and <till use the experience -6ints it represented to build
un your attributes. Retter weanons procucc increased damaTe when
vou hit an apuonent. Armor decreases rour onnonents' likclihood of
hitting vou. Brain s~qns arce "insuranes policie ™ von ean "take out”
against the possibility of dying. (Sec RVINCADNATION)




D T
THE MAIN STAIRCASE

Each time you begin a new level, make a mental note of the square
on which you began. This is the main staircase to the surface. You
must return to this square to trade the experience points vou earn
for attribute points, soend gold, or go to a deeper level. When you
mowve onto this space (at normal speed) vou arc given the option of
temporarilv leaving the dungeon. If vou exit, all of vour attributes
are raised to their maximun and vou are given the following options:

TRADE - Allows yeu to trade expericnes points for atirpute

soints (10 for 1). Enter the nun.uer of attribute ooints
5 be added to STRENGTH, INTELLIGENCE, NEX-
“HITY, and BONY. Fnter 0 if no addition te thut
attribute is desired.

[S
v

WEAPON - Allows you 1o purchase a weapon with your cold,
Ava;lable weapons are handaxe and sword (numbered
1 and 2), You are assumed to begin the game with a
daggor (0). 11 vou decide against making i purenase,
cnter 0 here,

ARVOR - Allows vou to purchase leather, charm gpull, or
mate armor (1, 2, or 3% You siart with none (1),

SC AN - Cheelpoints vour status ut present {for a price),
AMowing remncarnation to the a3t sueh "Hraan sean™
should vou die during the zame. The came s saved 1o
disk after scannin.,

NEFPER - Builgs a now, deeper (noere difficult), dungeon
level for von once vou have cleaned out the ecurrent
nne, OfF course, vou mav 7o decper at any time if vou
are in s hurrv,

RETURN - Returns vou to the current dungeon icvel at the

stairease square. If a monster is occupying the square,

vou will he tcieported (for free) to a random non-
occupied square on the same level,

Note that unless vou can aet the gold vou find back to the masin
staircase vou are not awarded any experience for it.

e )

REINCARNATION

fproper use of the SCAN option, vou can give voursel! the anlite
to reorearnatc. TRis osaves a4 slain aaventurer the necessits
startine i ever at the beginning. In BENEATH APPLE MANOR,
alwaws oot ancther chance. If vou want to keep track of the numbe.
L times vou are killed, fine, but that's up to vou.

17 vou use tiw 7 AN antion, then when a wandering drason appears
and chews vour fead S0 or any other fatal catastrophe aecurs, vou
will be reincarasted. You will be removed from the dungeon, vonr
attributes will ise set to what they were at your last brain sean, and,
of course, anv ¢o.d vou were carrying will be dropped. You retain
your weapons, grior, and magic items, however. If vour lust sear
was severai levels uzo, vou might consider going “deeper” (in this
case not as deep » when vou were killed) to find a level more
commensurate witlh vour new-old capsabilities (levels nre alwnoys
cenerated to match tne sverage of vour current attributes),

Note that after reincarnation it is a good idea to SCAN mirain soon,
because reinenrnation reduces a scan by 10°% cach time it is used.
Thus, il vou xoem dvng without any new seans vou will eventually
Lave no attrinute ooints and then vou reallv are dead!

1a
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SAVING THE GAME

Plaving BENEATH APPLE \ANOR ecan take o« dont time,
Fortunately, the status of vour game is saved eqeh Ume vou
purchase a brain scan, allowing vou to plav agi.i tomar-ow or srme
other time, starting where vou were following that last braiis scan.
(If vou could save the game at anv time, vou'c never buv a brain scan
— would vou?) After scanning vour character, vou wiil be asked to
enter a game number. You mav chose any number belv.cen & and
15, allowing vou to have up to sixteen indeperdent “cheexpoinis” or
maintain several concurrent games. When vou boot RBENEATH
APPLE MANOR again at another time, vou can recall the saved
game by replying to the RESTORE PREVIOUS GAME” quostion with
a YFS and then entering the appropriate game nuniber. Obviously, it
is best to end a session immediately after a brain sean to avoid
losing ground.

MONSTERS

You will encounter seven basie tvpes of tronstess while oo
BENTATH APPLE MANOR. Faech tvpe of monst > dificrs un .t
capabilities and the ditficulty of euch individual mor ter vere.
within a given monstier tvne, For example, in reners! a Lol s maac
dangerous than » grecn slime, However, » trall on the firit Curce
level may have lower overall attributes than one on the thicd love!
or even a slime on decoer levels, As a rule, mansters on anv Tiven
level are matehed to the plaver's capabilities at the time he heran
that level. On the first leveis, also, casier prs of ~monster

t 2 hike
slimes and ghosts) will He Taund, but very fow S ie 0t oot

(like drazons.) )

Monsters can appear either as pre-placed “room guardians” or at
random times as "wandering monsters". Thus, the play:r must keep
his attributes as high as possible at all times because he never knows
when & wandering monster will "tap himi on the shoulder”.

CUnless awakenec by & noise or approached, mon-t~rs do not move or
initiate combat. Once alerted, however, they nve toward the
adventurer and gttack him until they run out of ~trenzth or they die,
Wandering monsters appear out of thin air nevt to yvou and are
assumed to be initiallyv alerted.

GREEN SLINFS

Slimes are the least dangerous of all the awonsiers as they inflict
minimal damage when they hit you. They are easiiv bit tut can take
a lot of damage. Their real danger is in their ability to neeasionally
damage vour armor (reduce plate to cha:n, chain io leather, ete.)
Slimes have little if any treasure.

GHOSTS

Although ghosts do not usually present z threat to vour life, they too
have nasty abtlities. When a ghost hits vou it reduces vour
STRENGTH, not vour BODY. Damare done hy « ghnst is to vour
maximum as well as current STRENGTH, sne vour maximum
STRENGTH ecannot be recovered by resting or HEALing, In this
sense ghosts are experience noint drains sinee you must spend EP's
to regain maximum STRENGTIH. Ghosts cun onlv be it hy magieal
weapons (a4 magic sword or ZAP spells), and eannot e heard behind
doors with a Listen command. Their trexsares ai usually better and
more frequent than those of the slimes.

TROLLS

Trolls are touch hided creatures capable <! regeneration, Thi nen
that thev can HEAL themselves as you wfilct ¢ nme upon them.,
They arc harder to hit and do more st i 7o 1 ingie blow than do
~limes or chosts and are therefore more dungorcus, ihev have few
hody points, noewever. Troll's treasures are beticr wnd more [requent
than ghosts' or siimes’,

PURPLE WORMS

Worms are strong anc tough but rather undexterous, If they manage
to hit vou, thev can, s 4 rule, kill you with one or *wo nlows, Worms
have twice vour 30DY points on the averuge, s scveral "raids" are
usually reeessary 1o =ull one. Worm treasures are very lurge indeed.



INVISIRLE STALKERS

Just as the name implies, invisibie stalkers are invisibl~! When a
stalker strikes, vour first task will be to guess in which direetion to
attack. A stalker is fairly easv to kill once vou iocate iim,
Unfortunately, if you don't locate him quickly he can Lurt you badly
since he has a very high dexterity. Stalker treasures are cquivalent
to dragon hordes in value,

VAMPIRES

A vampire is similar to a8 high level zhost. Unlike chosts, varpires
reduce all of your attributes, not just STREUNGTH. Tuviv for vay,
only the current values are reduced, not the maxiinumns, The net
result is that once you feel the icy chill of a vampire vou will Gnd it
a lot harder to hit him. Vampires can ciiv e hit wia: ;magical
weapons, Their treasures are similar to those of dra:; s,

DRAGONS

Dragons are the most nowerful of all the monsters. Tney frve fiacs
equivalent to magic armor, weapons Hke a marie svora, and twise
vour strength {on the averagze), Their only wenh pont 6 tooir hody,
which is nominalty half of vours, Dragens eun vecasionav ¥l onoa
single blow. Their treasures are the richest andgd 1t 1c 5a aeh o draron
horde that vou will find the golden apple.

COMMANDS DURING PLAY

There are more than 25 commands that ean be invoked while plaving
RENEATH APPLL MANOR. This may secm like a Iat, but they ean
be learned quickly since thev are the first letters of English words or
phrases deseribing what vou want to do. In general, vou should tvpe
only a single charucter or number to perform o commuand. Don't
press RETURN, Ocecasionally vou will be asked to elarify vour innut.
At this point multiple character input is allowed aind a RETURN s
required. ‘When vou arc asked "WHICH DIRECTION?" vou must
either push the invstick in the desired direetion or nress one of the
four kevs N, S, F or W,

MOVENMENT COMIMANDS

A jovstick plugged into controlier juek one rniav boe used tn inve
vour adventurer ud. down, right, or left, However, you may aiwiavs
use the kevhoard if vou prefer,

N oord Vgve North (up) on the map

Sort “ove South (covwn)

I, or < “ioyve gzt imight)

W oor e “inve Dest dett)

R Run in manie from o monster, Raneing hedves
DENXNTTRITY, You will be ashed for o dircetion if oore '!hli."
One s Dossiole,

DOOP RRAFAKING

B Rash through an adjacent door. Dnors do not always open oa
the first trv so keep trving if one fails to open. Rashing (and
hicking) doors does make a lot of noise though, sttracting
monsters. \lthough BRasli is more effective than kick, it will
usuallv carrv vou past the door square, into the roon bevong,
with the door closed behing you’

K Sgme as Rash but half as effective. Leaves vou on the door
square (hoiding the door open).

SENSORY

I Lister &t a0 aidjacent door. If @ monster lurks benind, vou wi
hear it iGhosts, Invisible Stalkers, and Vampires ars silentt,

1 Inspeet wil adjavent wall squarcs for o seerct Cuor. Seerel

COOTS deonet anpear on the man untt Us- 4 comornd is used,
They o anowar and function as 4 aoricd Joor. jnspection

Lanes Titne 3o howare of wandering monstopsd



COMRAT

\ or \ttack adjacent monster wit® ~~ir -veanon, Your
ovstick prebability of hitling as a nercent z2 and the damage
wtton vou inflicted on the monster is Z.ven 1n & message, for

example:
807 YOU INTLICTFDY & ii7e,
Fach attack crains vour STRVNT 7' » ljttle,

SHESTS AND GOLD

D Open an adjacent treasure chest. I it's 1seaed vou mav soring
a trap so keep vour attributes un! The s esl mav contain
either gold or a magie item, Vlagic ite~: are usuzlly seif-
explanatory or their function hecomes annarent in time. The
Open command may also be used 1o oncn Zaors (silentlv!) if
you have the appropriate magic item.

i) Drop excess mold. Shoutd vau hecome ten weak {or greedv) to
carry the gold vou find, this command il make it nossible
to move by dropping vour excess roid, T:razned gold is placed
in a random chest comewhere in the ciing=-n level.

RESTING/STATUSR

1-8 Causes you to wait {(und rest) that many turns, For each turn
vou rest vou gain additional attribute points for STRENGTH,
INTELLIGENCE, and DEXTERITY up to their maximums, If a
monster attacks vou before the indicated numuer of turns is
uo, the resting is prematurelv ended 12 =low vou to delend
yourself. .

fl Rest as manv turns as necessary to brirns il attributes up to
their maximums. (Note: only HEAL =pellz will increase the
RODY attribute.)

? Display # list of the items you are carruing, including vour
weapon, arraor and muagie items.

SPELLS

7,

ZAP spell. Attacks the adiscent monster with a powerful
lightning bolt. DENTERITY is used 1o compute  the
probability of hitting as if vou were wiel<in® a magic ~word.
7AP inflicts a random amnount of dumage :p t0 one half your
INTELLIGFNCFE, You must huve cuous INTULLIGENCE
points to cast a maximum ZAP 1o use thi< . avmand. @ out;
many INTELLIGENCE points as damare -otially dane.

s

>

HEAL speil. Restores a small increment of RODY points at

the cost of an equal quasitity oi INTELLIGENCE points.
XRAY vision spell, Shows vou all squares in a three square
radius around you, Allows vou to see through doors, walls,
ete. Cost: initially 20 INTELLIGENCE; increases at deener
levels,

TELEPORT sp~il. Urons all gold vou are carrving and sends
vou to a randomi spot in tne dungeon level. Cost nitiallv: 10
INTELLIGTNCT points.

A summary of ail commands mav be found on the baek page of this
hooklet.

FOR ADVANCED PLAYERS ONLY

Bv now you should have a pretty rood idea of how BENFATH APPLFE
VANOR is plaved. If rot, most questions can be answered by
plaving, so put this book down and try it. If you have been playing,
here arc some fine points which showed up during play testing:

1

Whether. veu gt the 74P wand or the magic sword first
determines if vou will concentrate on Attacks or ZAPs as
your pritaary offence. Heaving neither, Attacks are usually
more rcliable in terms of damage (if nct in probability of
hitting) and cost vou less. If vou are using Attacks you must
coneentrate on building STRENGTH and DEXTERITY, 1f you
are using 7ans you should ecncentrate on INTELLIGENCT,
and, to a lesser degree, DEXTERITY. Since the monsters do
little damage in the earlier parts of the game, BODY can be
more or less imored (at least until trolls appear).

The s:zfest pluce to rest is on a single corridor square
betwecii two Joorss, Since no monster can occupy & door
square. If no such friendly geooraphy exists, rest on a door. If
a monster appears to the east, step west, slamming the door
in its facc, When resting, altcrnat: HEALs with the 0
command, This way your INTELLIGENCE wiil never be so
low trat you can not teleport out if a wandering monster
should apoear. One casy way to "rest" if you are near the
main stairease is to exit the dungeon and return again., A
typical first move on a new level is to Xray, step off the
sieir square, stcp back, exit the dungeon, and return. Sneaky!

Monstors are Kind of dumb when it comes to getting to vou.
Theyv don't know that by stepping one square away from vou
they m bt be uble to ot te vou. Al examale is the elassic

T e e S oINPT

C e e



case of a monster moving toward vou in a roon: wWith u
treasure chest. If vou step directly south of the chest, the
monster will get "stuck" directly north of the chiest. 1t is 100
dumb to realize that by stepping to viie side {a bit {artier
away from you) it can then proceed south and gel vou. You
can make use of this by always opening a chest on the
opposite side from the monster and then resting ticre for at
least five turns (until the monster goes back ' sicep) befoe
moving awav.

Sometimes is it more convenient to lead a mensier beek th a
door or even to the main staircase so that ycu huve an cseape
route during. the fight, Remember that monsters caniot
follow you through a door.

Monsters are awakened in a three square radius centered o
you. Remember this when opening chests. It may make sense
to open the chest from the east if this would put you outside
the 3 square range of a sleeping monster.

Monster attributes are created based upon a Player Factor
(PF) which is computed as the average of vour atlributes at
the time the level is constructed (untradec EP's count too)
Thus, attaining the potion that doubies you. strengti: at the
end of a level puts vou at a disadvantage on the next level
because vour PF has been forced upn above vour INTLI-
LIGENCE, DEXTERITY, and RODY levels. Since masgie spell
costs are based on PF vou should never et vyour
INTELLIGENCT maximum get below 1/2 the averugre of vour
attributes when vou go to a new level.

During the early levels, concentrate on NTELLIGERNCE,
DEXTERITY, &nd especially STREMGTIL In the median
levels D becomes more important, 1 less so, and R can't be
ignored anymore. At the deepest levels concentrute on D end
B. Monsters there are harder to hit.

Your .rating, given on the screen following dungeon
construction, is an indicator of the kinds of monsters you will
face most often on the next level:

WARRIOR = SLIMES

HERO = GHOSTS

SWASHRUCKLER = TROLLS

CHAMPION = WORNIS

SUPERHERO = STALKERS/VAMPIRUS DRAGONS
LORD = almost a1l STALKERS/VAMPIRES/DRAGONS

10

11

As vou enter a level your first task should be o get some
easv experience if possible. Stick close to the main staircase
and try to steal a treasure without fighting. Since monsters
are based on your PF (sec point f) at the start of the level,
this will give vou an edge in later combat,

Onece vou find the magic item on a level it is usuallv best to
oo deeper right away. Any more gold vou {ina on the current
level will make the next one tougher and vou don't want to be
fighting dragons until you have all the ragic items vou can
find.

Ruy a weadon before you spend gold on anything else. Don't
get too armor conscious; slimes have a way of dealing with
expensive plate armor. If vou are trying to save moncy for a
brain scan, remember that the cost of the scan is
proportional to your attributes. Don't fight monsters
unneccessarilv as this will ad¢ to vour EP total with no
concurrenrt increase in GP toward that scan.

\Whenever vou crop gold on a level it gocs ta the same chest
{riot exactly "random" as we said before) unless the magic
item for the level has heen found. In the lutter cuse the gold
will apopear in the chest in which the mugie 1ten: wns fqund,




13 No restrictions have 5een placed upon Low deep vou can vo
BENEATH APPLE MTANOR. Under normal eireumstances vou
should find the golden apple before vour attributes averase
500. If vou choose to play on, ignoring the golden apple, vou
will eventually enter a "nether region" in which stranwe
things start happening to the program  (negauve it
probabilities, etc.). An udper limit was not imposed becnuse
some players actuallv enjoy seeing how deep they can go
before the program blows skv high! If vou are one of these,
play on!

14 Since there can only be as manv monsters on a level as
rooms, one school of thought is to "flooc” a room with
wandering monsters so they won't appear laier clewicre in
the level.

15 Unless they stav noxt to vou, monsters only cerninn "awake"
or alerted for five turrs, Tlis can ul times be used Lo
advantage to lure a creature awav {ren its freasure,

16 Never use so much INTELLIGENCE that you don't have an
ace in the hole, TELEPORT, Fstablish its cost on each level
and always have enough INTELLIGENCT lcft to do at least

one. Running is usually preferable as it drops less gold and
uses DEXTERITY.

L I I I P B N A Y D I R RSP R R

Please send me a back up copy of Hencath Apple \Manor, Atari
Version. T enclose payment of $3 plus shipping charges,

HoMeeeooeasasnsesanaansonn C e P
ACOreSSeanceeascenns Ceseciaerasesnanas .
City,State,Postal CCde. i reniineirnnnonenecannnns.
L0 T T ¢ o A .
Chéck HOeeieiesnennsalr

Rankcard # ......

QUALITY SOFTWARS -« .

6660 Reseda Bivd.. Suua 105
Reseda. CA 91335

mail *o:

AUTHOR'S NOTE

SLENFEATH APPLE, *TANOR was thorouchly plaviested before it was
reicased, and it i to v olavtesters that | dedieate this ginne, They
are:

Ron Reuben Trenk Wood Mark kot

Vie Trlomei Hob \aie John Dunean
Steve “Worth “ike Ravin Doug Stones
Lou Rivas Dave Tessman Dave Robertson
Pete Nielser Alan Smiallbone Carlev Worth

Specsial thanks also =0 (o RBoh Christiansen for helping with Atari
araphies and to Stuart Smith for the use of his music routine.

If vou have &n interesting strategy, observation, or question abont

Software., 1 would oo espeeinlly interested in anv elaims to the
recorc for the fastest zame (finding the volden apnle) or the ceenest
game (number of lzvels hefore self destruetion seéts in). Happv
adventuring, and sizy » dragon {or 1ac'

Der T, Worth
3/on0es

TO GET A BACKUP COPY OF BENEATH APPLE MANOR

Fach Reneath Apole ‘ianor owner has the option of purchasing one
backup diskette. If vou wish to have a duplicate copv for immediate
backup, vou must mail the coupon on the opposite page directly to
Quality Software zlong with pavment of $5.00 and shipping charges.
Do not mail a cooy of the coupon—vou must clip the coupon from
this booklet. The hackup diskette is identical to the original but
does not include documentation. Shipping charges are as {ollows:

48 Continental United States (UPS) $ 1.50
Alaska, Hawaii, (air mail) £ 5.00
Canada and \lexico {insured air mail) ¢ 6.00
Other countries (insured air mail) % 8.n0

Vlake check ar bank craft payable to Quality Software. VISA or
VMASTERCARD user: please specify expiration date. No CODs.
California residents must add sales tax.
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