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This game was created with the Official
Hamster R l\CPuULIL Role-P laying Game
Construction Engine, developed by
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James raige, ana 18 mtenaea or useé

exclusively with the

(IS )

Only attempt to run this game using the

included executable, DUNGEON.EXE!

Other versions of the OHRRPGCE may
produce unstable results!

Develop your own games by exploring
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the OHRRP ULUL I0r yourscir!

http:/ /hamstertepublic.com/ohtrpgce/Main_Page.html

This game, and all its accompanying graphics
and code, as well as any promotional or
secondary materials, are the work of KF

Harlock and W. Geese and credited
partners, except where otherwise noted.

Do not use alcohol or other solvents to clean
this game. Do not leave it in direct sunlight
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In order to defeat the dark
One fell night at minions, you’ll need to learn how to co ntrol our party
e su

Datkfall Cratet, a throughout Goldorak Cgs le and the
cult of black magi-

cians who worship

the dread ancient
u'éogguzaggﬂ " poren #rom the abussy gOd, ZAGON,
grant us your power ) gather to perform

a sinister rite. Their aim is to return the old god, long ago

depending on whether you’re on a map screen (in town
or in a dungeon), or in combat.

Map Screen Controls:

Sealed aWay by protective magics to this World AKLLU‘W 1\(‘\5 nlO\‘c‘ (hu’”lCTE'L lLUllllt]l
> ’ bl)ﬂ(e Bar Interact with people, items; advance text
Alt Key Open main menu; close menus
Speaking the L Key Look at your surtoundings (dungeon only)

unknowable words
of some hideous
tongue, they prepare

Combat Screen Controls:

1 3 . s Arrow Keys Navigate menu options
the ritual sacritice. Space Bax Confirm menu option
As a young girl’s Alt Key Back out of present menu; skip turn
1ESIC ey Hold down to escape from battle

blood is spilled
across the altar, the magic is complete. A stench of

A1 : that vniie axnerionce iga anhancad he +ha 1aa ~AF 2
A Snrlll Cry plerces uliac yUUL \.«Atlbll\/ll\,\/ 1o \/lllld 1ceu U)/ LLIL UdL UL a
the night In just a gaming control pad. The developers of this game rec-
Laovr Aavre #laa aan ommend the uge of the bro oram “Tr\v’)T(Pv xv]nir‘ Av/o !
few days, the seal ommend the use of the program 2Key”, which you
will fade entirely, can use to map the above keyboard controls to any
and ZAGON will gamepad you like. You can download Joy2Key for free
:;;he:jli]isogigﬁguﬁn::g;::ﬁe Zagon return to this WOfld. frorn. http// .elethaCOde.Com/
is let loose uvupon the worid . 0 . 0 .
once more. .. Already, four of his 4/joy2key/JoyToKey%20English%20Version.htm.

__________________________________________}
most wicked minions are stirring, preparing to welcome
him back to the world of the living...
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When you first load DUNGEONMEN: Men of Dun-
geons, you’ll see the title screen. Here, you’re presented
with three options: NEW GAME, which starts a new
game; CONTINUE, which allows you to load a previously
saved game; and EXIT GAME, which simply closes the
program.

CHOOSING A PARTY

o you choose 10

A superb parrior,
his martial prowess
is UnsUrpassed.

Here, you’ll be able

to recruit the first

Break 1ocked doors 3

four members of
your adventuring party. Note that there are twelve unique
character classes to choose from. You can choose any of
the twelve you like, and you can even choose to have
more than one party member use the same character
class. Detailed information about each of the character
classes is available later in this manual.

G

NAMING YOUR PARTY

Mame Your Heroes
L

9 h i 4 K I mn

op g r s b uowv

the screen and n
the bottom. Use the RUB opti

choose END when you’re happy with the name you’ve
selected.

THE PARTY’S APPEARANCE

When you’ve named all four characters, you’ll be able to
choose an appearance for each as well. Each class has
four color options to choose from. This can help you
distinguish between party members who may be using
the same character class.

S
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Characters in DUNGEONMEN: Men of Dun-
geons can choose to be any one of twelve distinct
character classes. Below are brief descriptions of
each of the twelve classes that can aid in your

]
]

selection.

Class  Description
Kunight A tough fighter with high attack power and
physical defense.

Ninja A fast fighter with great accuracy and dexterity;,
can use magic.

™ [NRPURNIE, TR TS 16 D TN DRSNS, (N S
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abilities.

Bard An all-around useful character with decent attack

and defense, who uses all sorts of magic.

Wizard A character devoted to the pure destructive
powers of the arcane aits; high damage potential
with magic spells, but low physical defense.

Cleric A character devoted to the divine magic arts; can

heal the party as well as obliterate undead and

demonic enemies with holy magic.

KNIGHT NINJA PIRATE

BARD WIZARD CLERIC

-8~
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Ciass Description

Sage A mystic man with the power to wield strange
and unpredictable magic forces.

Samurai A skillful fighter with a vast atray of techniques
for deteating the enemy in any circumstances.

Crusader A stalwart fichter with strong defense, who can
utilize holy magic and a vaziety of divine feats.

Hunter A well-trained fighting man with superb

P R L
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enemies.

Tusionist A wild magician with the capacity to bolster his
allies and betuddle the enemy alike.

Wailock A dark magician with the power to smite

CRUSADER

HUNTER ILLUSIONIST
Trnfrrrnmatrionn on the comhbat and dinngannearing akili
41110l 111alull Ull LiL Lulllipatl aliua u 115 UllbbLlllg apin-
ties offered by each of these classes is available later in
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10 Foot Pole
Warp Wing
Magnitying Lens
Herb

Potion

Antidote

Shock Salts
Hotn of Sounding
Tincture

Panacea
Shuriken

Poison Dart
Fire Oil
Blizzard
Maelstrom
Quake

Torrent

Spatk

i Sd e g

As you walk around the town of
Goldorak, you’ll find several
shops The general store sells a

encounter foes or contract diseases.
leht up dungeons for a time.

LJl arn one tia ll) cai lli.l
Waip back to town; can fail.
Appraise one item; can fail.
Heal a bit of HP.

Heal a lot of HP.

Remove poison.

Remove stun status.
Remove mute status.

R. - MP
Recover a lot of MP.

Cure one disease; can fail.

Recover a bit o

Throw to damage enemy.
Throw to poison enemy.
Fire attack on enemies.

Ice attack on enemies.

Wind attack on enemies.
Earth attack on enemies.
Water attack on enemies.
Lightning attack on enemies.

You can also find a pub run by the waitress Yukino and
her chef husband Hanzaki. As you find ingredients in
the dungeons and bring them to Yukino, the menu will
expand. Here is what they sell to begin with:

Bread Heals 10°
Candy Drop Heals 10

Raice
naise

Oslon
L0101

INT €+ &1

1IN1 I01 O

Ginger Root Raises ATK for one battle.

/o of HP.
% of MP.

S ttle
iie patae.
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Of course, you won't get very far without weapons

either. You can purchase a wide variety of weapons in
Goldorak, and any character class can use any weapon

P O11S U.lIlCI 111 ICgclI(,lb to Il()W I 1[1C111

often they

they like. The
damage they do how accurate they are, how

crnve a critical hivr and e on You M have +
SCOfE a critical nit, ana sO Ofi. You'u nave t

fully about which weapons are right for you:

on both ends by goi It is a
fierce weapon that iS Sust as
t widing defense.

exceedingly wel anced blade
#ish strong slash.ng power and

Sharpened metal that Is GhrowR
ab ‘she apponent. It wicked
ge ite

The estoc is a_fiercely sharp The lucerne is a warhammer with
blade, adept at piercing a_heavy steel head for crushing
hrough the Sturdies e

weapon The mace is a classiCc_choice
s for the warr: yho ues

The flail is a weapon ideall The maul I an exceedinoly
Suived for crushing anyone who he: rhammer With a massive
stands in your way. It is head; cersain &0

fTamperge, or 31 ane-biaded
weapon good
and

ius is a well-b The vapier is a Tioht TC.
s eioe appropriace. sor guord that 3 excelient e
Ng Or stabbing through For tho Fighter who p
any bopes 0f armor. ity to_heauvy armor.

he olaive is a heavy polearm The stiletto is a Iiohtweioht
with a curved blade, excellent wesilded

or crushing and slashing ast as other weapons,
through armor. multiple hits

] 7 64 =:8

The guisarme is a unique weapon The tomahawk is a Ghrown weapon
mith a hooked biade usetul: for Eith & piade shab ie both heauy
hrough and tearing nd sharp for dealing grievous
P by unds to one’s Foas”
0

The halberd is a hubrid weapon, he war axe is a _simple
a polearm with a piercing point| deadly choice for the marrior
heavy axe blade tho wants to smash the enemy
th ding blows.

is a_thrown weapon,
aeaalu _BUGURADY. Makes
AP choice.
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Armor is also of considerable importance when facing

the hordes of Zagon. When buying armor in Gold-
orak, keep in mind that anyone can choose to wear any

stted wool Wi 1
headband. Tt Sesers

ne is a headband The scale armor is a_coat Of

plate that metal plates woven together in
n while i ve he

The Ushanka 35 3 G hat
FUR and Teathor: thac keops
the pearer warm and o¢fers

The dou is a heauy breastplate
of ornate lacquered metal that
provides excellent protection
most_attacks
510

Steel with a gorget Of woven ht shield that doesn’t get
plates and a prosective face way, and may deflect
mas|

k3

a small_shield
one’s forearm.

163K Prov The aspi’ Td_oF

and 02 protection, 10ad ahd meval Shae 35
I TOning the mearer 5o recain Secailent a5 fefteceing bines
Y.

SMITH/€NCHADT
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As you face more powerful foes, you’ll naturally want to
improve your weapons and armor. Luckily, there are
people in Goldorak Castle who can do exactly this for
you.

Visit the smith to improve armor. Each piece of armor
can be improved five times. For instance, improving a
Cap will get you a Cap+1, and so on, all the way up to a
Cap+5. To improve armor, however, you will need to
not only pay the smith a fee in gold, but also give him
the required ore and ingots. These materials can be
found in dungeons and gained from fighting monsters.

e nf enchantment racitivecg f‘«n ] and oivece the
type of enchantment requires a Lt 1, ana gives tne
weapon a unique effect, as listed below:

Divine  Increased accuracy, holy element attack.

Phase Hit twice on critical, nud raise wielder’s speed.

Sishon  Cures sraldeds HP f51 15% of damase

Siphon  Cuics wiclder’s HP for 15% of damage do

Magical Does damage based on INT rather than ATI\

Thorn  Sometimes create bleeding wounds (damages
enemy over time).

Vile Sometimes kills the enemy outright.

Chaos  High variation in damage, and causes a wild
magical etfect on a critical hit.

Wave After regular attack, all enemies are hit with
splash damage.

Please take note: in order to improve any weapon or
armor, you’ll first have to unequip it from your charac-
ter.

~13~



Besides the various merchants, there are a number of
other helpful figures around Goldorak whom you should
be certain to visit.

THE GUILDMASTER

The guildmaster is the person to see when you want to
add other adventurers to your party, change which
adventurers you're currently using, or even dismiss
people from your party. With his services, you can
experiment with a wide array of classes and figure out
which ones work best for you.

Recruit Hero  Choose a new hero of any class to join
your reserve.

Form Paity Move heroes from your reserve into your
active party, and vice-versa.

Dismiss Hero  Permanently delete a character from your
active party.

THE PRIEST

The priest is the representative of the new religion in
Goldorak. You can find him in the castle, where he
delivers sermons to his faithful congregation. He can
also perform a number of useful services for your
party, such as reviving dead heroes, or removing dis-
eases. However, he is careful to ensure that he’s not
taken advantage of, so you’ll have to be certain you
can pay whatever fees he asks for...

~14.-

ise Dead Return a dead character to life.

:

Cure Disease Removes a disease from a character.

Lift Curse Remove a cursed item from a character who
has been cursed.

MTTITTY ADND ATOT D
100 AFFRAIDER
As you explore the dungeons around Goldorak,
you’ll eventually find chests that conta.in an item

cannot recognize What the item in question is. Typi-
cally, it is some type of special accessory or a piece
of equipment, but before they can make use of it,
they’ll have to have it appraised.

The appraiser can be found in the castle at Goldorak,
and will appraise any unidentified items you find for
1000 gold pieces each. His services don’t come
cheap, but the results are often well worth it.

Eon %,

Ny
. (@
"{===‘ %
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Once you’re well-
equipped in Gold-
orak, you can leave
town to the south,
and you’ll find
yourself on the
wotld map.

SEEEIR L] it cat cat
F e e il o

From here, you can access any one of the four realms
where a minion of Zagon can be found. You can tackle

LOOK

One of the most
important assets
at your disposal
when venturing
through the dun-
geons is the ability to look around to inspect your sur-

a ring of tall orass can be seen
L0 rise up out Of the boa. In the
center of the ring, there stands a
crag of old stone, with a rough

a imbo it ai
be seen from within...

roundings. At any point while you’re in a dungeon, you
can either use the “L” key, or select “LOOK” from the
main menu to have a look at your environs. Often,
these descriptions contain vital clues on how to com-
plete the dungeon, the location of hidden passages, and
so on.

-16-
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DUNGEON SKILLS

Each character class has the ability to use special tech-
niques that will come in handy while you’re in the
dungeons. To use these commands, select “D.SKILL”
from the main menu, and a list of available com-
mands will appear:

Kuight
Ninja
Piraie
Bard
Wizard
Cleric

Sage

Samurai

Crusader
Hunter
Tlusionist

Warlock

Chance to detect and disarm traps.

r 1 L o) 1 s n 1 1.1 2
ran sena I)I{[I()l, l[Zl(l('W]llg, Lo Sll()l) wiie 11
dungeon.

Can save game while in dungeon.

Can warp party back to town; cannot fail.
Can cure disease while in dungeon; cannot fail.
Can appraise items while in dungeon; cannot
fail.

Can forge equipment while in dungeon.

Can create anra of licht enables nartv to see
Can create aura of licht enables pasty to see
entire dungeon.

Can set up camp so that party can rest; no
encounters or diseases.

Can create aura of fear that suspends random
enemy encounters.

Can raise dead characters back to life.

YA L AL

THE MAIN MENU

The main menu allows access to these options:

Look
Inventory
Spellbook
Equipment
D.Skill

el
SLatus

Look around at your environment.
Access items that the party finds or buys.

17

Look at and use available skills and spell
Equip or remove weapouns and armor.
Use available dungeon skills.

1 1.1 o E A 1
CIICCK the siaius ol PIlIly meipers.

duit Playing Exit the program.
ymg prog

Volume

Use the left and right keys to adjust volume.

~1€~



TRAPS

Besides monsters, traps are one of the major threats
you’ll face in the dungeons. There are two key catego-
ries of traps: those you trigger by interacting with a
chest or object, and those you trigger by stepping on a
trapped section of floor.

When you first enter an area, the party will automati-
cally attempt to detect traps. Those detected will
become visibly apparent and can be avoided. Detecting
a chest or object trap, however, requires having a Ninja
in the party, or a 10 foot pole item in your inventory as
you inspect the trapped chest or item. Once detected,
you can then attempt to disarm the trap. The ability to
detect and disarm traps successfully increases as you
gain levels.

The effects of traps are:

Trap Effect Type

DPoison Characters take damage while  Chest/Object

Gas standing in poison gas cloud.

Explosion Explosion reduces everyone’s  Chest/Object
HP to 1. Floot

Needle Either kills or inflicts one Chest/Object
character with a random
disease.

Disease  Depending on the disease, Chest/Object
certain stats will be reduced Floor
over time. Will eventually cause
death.

Pictall FFall through to the floor below. oox

Spiked Pit Fall into spikes; one character ~ Floor

takes heavy damage.

-18-
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Spear Spear flies at paity; one Floot
chnutel takes heavy damage.
Can dodge.
Caigaad T Clest/Okiact
Cursed Appeats to be normal Chest/Object
Items eqlupnleur, but when worn,

transforms into cursed item.

Cannot be removed.

LOCKED DOORS

AN Lo

SECRET PASSAGES

As you explore dungeons, you'll encounter doors that are
locked. Each type of locked door requires a matching key
to open: Banded, Iron, Bronze, or Steel Keys. Some doors

require a special unique key that you’ll have to explore to
find.

The walls is deeply pitted and
cracked. Sensing an opportunity,

t-hE Part-g d'l“alll t-hEl'I“

delag it crumbles
is revealed’

meapuns and

0
and a

mag #Drmard

Be sure to use the
“LOOK” command,
as it can often reveal
hidden passages in
the walls of the
dungeon, as depicted



Most of the dungeons you’ll enter are underground, and
as such, it is extremely difficult to see inside. Without a
torch, you will only be able to see the space right around
your character. With a torch in your inventory, your range
of vision will expand considerably. The number in the
upper left corner of the screen shows how many torches
you have remaining, and the red meter indicates the life
of your current torch. As each one burns out, you’ll
automatically light a new one, until you run out.

CAMPING

L Alvaii L1

S ¢ ccrin points

in the dungeon,
you may find this
emblem on the
ground. When you
do, it means you
can use a Bedroll
to set up camp.

Lt

STATS

Setting up camp in a dungeon allows you to rest and
regain your HP and MP, but it also leaves you vulner-
able to the dungeon’s enemies. While sleeping in a
dungeon, you might have a portion of your gold
stolen, contract a deadly disease, or have to fight an
enemy encounter. To rest while avoiding these possi-
bilities, you’ll either have to use the Hunter’s dungeon

111 ;

skill, or return to town to stay at the inn.

FSCAPING

A JOUNL1AL L1 N\

If you need to quickly flee from the dungeon, you can
1 b | 21 b | ' of AN/ o VT 4 N+ 21 +
ao SO witn tne aid Or a2 warp wing I1t€i. INOtC that
doing so presents the chance of becoming stuck in the
walle snd lacing HDP The Wicaerd con wraets the et +0
waltld aiill lUblllS 111. 111C wilzZall Lall stJ Lic tJdL L)/ w

town without this risk.

STATS

Success requires carefully managing your stats while in
the dungeon. You can check your stats on the STATUS

» = e wlha ST
110111 UIIC 1114111 1T1CTIU.

HP Lite force; when reduced to 0, you die.

MP Used to cast magic spells and use techniques.
Attack Power of physical attacks with weapons.
Defense Ability to withstand physical attacks.
Intellect Power of magical attacks and spells.

Willpower Ability to withstand magical attacks.
Accumcy Perceumge to nccumrely it enemy.
Dexterity ~ Percentage to dodge a successtul enemy attack.
Speed Speed at which you gain turns i

Speec Spee Wilch you g S

M. Ability Lowers spell’s MP costs by a percentage.
Fatigue Number of times you can use Dungeon Skill.

~21~
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In combat, each character class has two categories of
abilities you can use to defeat the opponent. The first is
a list of abilities that appears under a menu called

COT A l? Mlen sloiTiad ~n $n dlita menu atre
1E€CNS . 10€ apuiucs il tis menu are

w

require MP in order to be used.

To use one of these abilities, simply choose the “Techs”

nhhnh in hqrﬂP select the qhﬂﬂ'v you want to use then

conﬁrm your target.

Note that you’ll start out with just one main ability, but
gain more as you increase in level from gaining experi-
ence and fighting monsters. You’ll gain new abilities at
levels 3, 6,9, 12, 15, 18, 21, 24, and 27. Each class’
starting ability is listed below:

Kuight Smite Attack at 1.5x and damage DEF.

Ninja Shuriken  Pure physical damage to one foe.
Pirate Plunder i it of gold.
Bard Fairie Fite Fire damage; lower DEX.

Wizard Frost Ray  Ice damage to one enemy.

P = e .

Cleric Cure Cutre a bit of HP; one ally.

Sage Feng Bao  Wind damage to one enemy.
Samurai Kamae Raise own DEF and attack enemy.

Crusader  Holy Lance Holy damage to one enemy.
Hunter X-Bestia 2x damage against beasts.
Tusionist Discomfit Reduce enemy ATK and INT.
Wadock  Tinieblas ~ Dark damage; lower ATK.

Below the “Techs” menu in combat, you’ll find a sec-
ondary command that is unique to each class. This is a
free ability. Unlike the main abilities, free abilities
require no MP in order to use, and may be used at any
time. However, you’ll only ever have the one of them;

Kuight Tron Will Raise own DEF.
Ninja Hatsuendan Pertect DEX for a short time.

Pirate Avast! Jump and do 2x damage.

Bard Rally Heal a bit of MP for all.
Wizard Arcana Raise own IN'T.

Cleric Bash Charge to do 2x damage.

Sage Tan Pan Fierce magic on random target.
Samurai  Katsujin Remove statues and heal self.

Crusader  Blessing Heal one ally for tree.

T AN INP OV A e
11uiiter Adjuna Lliaige aild ao ilever-iniss attac

T

Tusionist  Image Charge and hit all enemies.

Warlock Regeuemd Convert some HP to MP.



CGOMBAT

STATUS EFFECTS

Enemies can attack you in ways other than just
reducing your HP. They can also inflict a number of
different status effects. When these occur, you’ll
need to either wait them out, or take special actions
to remove them.

Stuin The character cannot t
amount of time.

Poison The character will continue to take damage at a
steady rate until healed of the poison.

Mute The character cannot cast any spe]ls fora giveu
amount of time.

Scl fB04 1045 J|IronHaIl
Mordenkainen | 1987391 Item

At the end of each of the four realms of Goldorak,
you’ll face off against a boss monster, one of the four
minions of Zagon. These creatures will represent your
ot A6~ Al allan g A 21 ~alaaalas

LG8 caicu

most airiicuit cnaucngces, ana requirc a caic mtlng
strategy in order to be bested. Once you defeat all four
of them, you’ll face Zagon himself in the ultimate
showdown!
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or staircase that is covered w1th a scintillating blue
licht.

To complete each dungeon, simply step onto this
blue light, and you’ll be warped back to the world
map. Then, you’ll be able to access the next area in
whatever realm you’re currently exploring.
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- Wi 'yO itst Deg gaime, the enemi
to be quite ov erwhehm ng. Pick and choose what battles
you fight, so that you can be certain to survive, gain

- Neatly all enemies have some kind of weakness,
whether it’s to a particular magical element, or a particu-
lar type of physical damage (slashing, piercing, or
blunt). Experiment and discover these weaknesses, so
that you can dispatch the enemy with greater ease!

- Be sure to check out every accessory you get. Some of
them have unique effects you won’t want to miss, such
as the ability to automatically see hidden passageways,
the ability to gain twice as much gold from chests, and
so on.

- Be sure to talk to every person living in the town of
Goldorak. What might seem like idle chatter at first
often conceals hints that you can take advantage of in
order to access hidden areas and secret treasures.

- Success depends upon
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offer!

This game was made by KF Harlock and W. Geese
of:

For more fine games, comics, art, and more, be sure
to check out the Critical Hit website at:



