A Guide to the Mazes of Menace
(Guidebook for SLASH’EM 0.0.3)

Eric S. Raymond
(Extensively edited and expanded for 3.0 by Mike Threepoint)
(Revised for SLASH’ EM 0.0.3 by Warren Cheung)

1. Introduction

Having exhausted yourwn meager financial resources, as well as those of your parents, you find that you
must end your formal educatiorvour lack of eperience and skills leas you facing a pretty grim futureYou
could look for some sort of menial job and hope to perform well enough to be noticed and perhaps rise in responsi-
bilities until you were earning enough megrte be comfortable. Owou could set out into theasld and mak your
livelihood by prospecting, stealing, crusading, or just plain killing, for your goleer the objections of your local
guildmasteryou opt to follav the adenturing route.After all, when adenturers came back thisaw the/ usually
seemed better bthan when thgpassed through the first timé&nd who was to say that all of those who did not re-
turn had not justépt going?

Asking around, you hear about a bauble, called the Amuleenfiaf by some, which, if you can find it, will
bring you great wealthOne Iggend you were toldven mentioned that the one who finds the amulet will be granted
immortality by the godsThe amulet is rumored to be sonfere bgond the \dlley of Gehennom, deep within the
Mazes of MenaceYou decide that een if the rumors of the amulstipowers are untrue, anden if it won't cure
the common plague, you should at least be able to sell the tales of yeatusds to the local minstrels for a tidy
sum. You spend one last night fortifying yourself at the local inn, becoming more and more depressedashyou w
the odds of your success being posted on the imalls getting lever and laver. In the morning youaake, gather
together your belongings, and sdtai your adenture...

Your abilities and strengths for dealing with the hazards oémtdve will \ary with your background and
training.

Archeologists understand dungeons pretty well; this enables them t@ mockly and sneak up on the local
nasties. Thegstart equipped with the tools for a proper scientifipelition.

Barbarians are warriors out of the hinterland, hardened to batilbey begn their quests with naughubun-
common strength, a trusty hauberk, and a greatimnded sard.

Cavemen andCavewomen start with &ceptional strengthdi, unfortunatelywith neolithic weapons.

Doppelgangers have the ewious ability to change form at willat a cost of some mystic eggr(mana), al-
though what thgbecome may be a bit of a surprissyen for them.

Elves are agile, quick, and sensgj very little of what goes on will escape an Efhe quality of Elen
craftsmanship often gés them an adantage in arms and armor

Flame Mages have managed to harness mystical egies into the control of the element of firllotwith-
standing their pet dragonsyoe ke unto aryone who stands in theay of a skilled mage casting a fireball.

Gnomes are quite comfortable with the dankvems of the dungeons and come well prepamsithg know
what to &pect. Therds even rumor that a lage number of their brethrenonk in the dungeons and call it their
home.

Healers are wise in medicine and apothecalhey know the herbs and simples that can restore vitadige
pain, anesthetize, and neutralize poisons; and with their instrumegtsathdvine a being date of health or sick-
ness. Theimedical practice earns them quite reasonable amounts ofymatiewhich they enter the dungeon.
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Ice Mages command the forces of coldAn experienced Mage can summon great blizzards yet remain unaf-
fected by the turnoil of the elements.

Knights are distinguished from the common skirmisher by theiotilen to the ideals of ctaélry and by the
surpassingxellence of their armor

Lycanthropes are wild beasts who dsatheir strength from the phases of the moand can transform into
wolves when the channel their magical ergies. Een unarmed,a Lycanthrope is a sage fightey as mary
scarred by their deadly ela can attest.

Monks have mastered both the phical and the spiritual with their mindSpurning the weapons of theid,
an adanced Monk can destr@ven the greatest of enemies with naught bis bare hands.

Necromancers have celved into the damkst of the magical lore, and mastered some of the most forbidden of
the magical lore.Many havefallen to the armies of the undead thatytlhee capable of bringing forth and control-
ling.

Priests and Priestesses are clerics militant, crusaders ahing the cause of righteousness with arms, armor
and arts thaumatgic. Theirability to commune with deities via prayer occasionafirieates them from peril Ut
can also put them in it.

Rogues are agile and stealtithieves, with knavledge of locks, traps, and poisoriEheir adantage lies in
surprise, which theemploy to great adantage.

Samurai are the elite warriors of feudal Nippon.They are lightly armored and quick, and wear tia-sho,
two swords of the deadliestdenness.

Tourists start out with lots of gold (suitable for shopping with), a credit card, lots of food, some maps, and an
expensve amera. Mosmonsters doir’like being photographed.

Undead Sayers are specialiststrained to hunt the undead as well as other incarnationslofléney are well
awae of the weaknesses of their foes and come prep&eddenizens of darkness@ encounter such arriors of
light and lve 1o tell of it.

Valkyries are hardy warrior women. Theiupbringing in the harsh Northlands neakthem strong, inures them
to extremes of cold, and instills in them stealth and cunning.

Wizards start out with a kneledge of magic, a selection of magical items, and a particuliaityaffor
dweomercraft. Althougkeemingly weak and easy teeocome at first sight, arxperienced Weard is a deadly foe.

You et out for the dungeon and aftevaml days of uneentful travel you see the ancient ruins that mark the
entrance to the Mazes of Menadeis late at night, so you maleamp at the entrance and spend the night sleeping
under the open skiedn the morning, you @ther your gearat what may be your last meal outside, and enter the
dungeon.

2. Whatis going on hee?

You havejust begun a @me of SLASH’EM. Your goal is to grab as much treasure as you can,vetfie
Amulet of Yendor and escape the Mazes of Menac&eliOn the screen isépt a map of where you vebeen and
what you hae ®en on the current dungeowdk as you &plore more of the lesl, it appears on the screen in front
of you.

When SLASH'EMS ancestorrogue first appeared, its screen orientatioaswalmost unique among computer
fantasy @mes. Sinc#hen, screen orientation has become the norm rather thaxct@ien; SLASH’EM continues
this fine tradition.Unlike text adventure gmes that accept commands in pseudo-English sentencespaid the
results in vords, SLASH'EM commands are all one owotkeystrokes and the results are displayed graphically on
the screen A minimum screen size of 24 lines by 80 columns is recommended; if the scregeitdy a 21x80
section will be used for the map.

SLASH’EM generates a medungeon ®ery time you play it; een the authors still find it an entertaining and
exciting game despite Wéng won se&eral times.
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3. Whatdo all those things on the sa@en mean?

SLASH’EM offers a \ariety of display optionsThe options eailable to you will \ary from port to port, de-
pending on the capabilities of your haathe and softare, and whetheravious compile-time options were enabled
when your gecutable vas createdThe three possible display options are: a monochrome characteadateafcol-
or character integice, and a graphical intade using small pictures called tiléBhe two character intedces allav
fonts with other characters to be substituted,tbe defult assignments use standard ASCII characters to represent
evaything. Therds no diference between thesious display options with respect tange play Because we can-
not reproduce the tiles or colors in the Guidebook, and because it is common to all ports, we will usailihe def
ASCII characters from the monochrome character display when referring to things you might see on the screen dur
ing your game.

In order to understand what is going on in SLASH’EM, first you must understand what SLASH'EM is doing
with the screen.The SLASH’EM screen replaces th¥ou see .”.d escriptions of tet adwenture gmes. Figurd
is a sample of what a SLASH'EM screen might look lik

The bat bites!

[0 e
|.<..|##t##t. .. @..9.|
|....-# [...B....+
I

Pl ayer the Ranbler St:12 Dx:7 Co:18 In:11 W:9 Ch:15 Neutral
Divli:1 $:0 HP:9(12) Pw 3(3) AC 10 Exp:1/19 T:257 Weak

Figure 1

3.1. Thestatus lines (bottom)

The bottom tw lines of the screen containvesal cryptic pieces of information describing your current sta-
tus. If either status line becomes longer than the width of the screen, you might not see &leoé iare xplana-
tions of what the arious status items mean (though your configuration may netdighe status items listed be-
low):

Rank
Your charactes rame and professional ranking (based on #pegence leel, see belw).

Strength
A measure of your characterdrength; one of your six basic attuiles. Your attributes can range from 3 to
18 inclusve (occasionally you may get supsirengths of the form 18/xx)The higher your strength, the
stronger you areStrength dects hav successfully you perform pisical tasks, he much damage you do in
combat, and he much loot you can carry

Dexterity
Dexterity afects your chances to hit in combat, twid traps, and do other tasks requiring agility or manipu-
lation of objects.

Constitution
Constitution dfects your ability to reoger from injuries and other strains on your stamina.

Intelligence
Intelligence dects your ability to cast spells and read spellbooks.
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Wisdom
Wisdom comes from your practicalperience (especially when dealing with magilt)affects your magical
enegy.

Charisma
Charisma décts hav certain creatures reactward you. In particular it can afect the prices shoglepers of-
fer you.

Alignment
Lawful, Neutral, or Chaotic. Often, Lawvful is good and Chaotic is/&. Your alignment influences tooth-
er monsters reactward you. Monsters of a lik dignment are more ligy to be non-aggres&, while those
of an opposing alignment are moreelik to be seriously énded at your presence.

Dungeon Legel
How deep you are in the dungeoNou gart at level one and the number increases as you go deeper into the
dungeon. Somkevels are special, and are identified by a name and not a nurfiberAmulet of ¥ndor is
reputed to be somdere beneath the twentietivée

Gold
The number of gold pieces you are openly carryigld which you hee cmncealed in containers is not
counted.

Hit Points
Your current and maximum hit point$dit points indicate hew much damage you can &lbefore you die.
The more you get hit in a fight, thener they get. You can rgan hit points by resting, or by using certain
magical items or spellsThe number in parentheses is the maximum number your hit points can reach.

Pawver
Spell points. This tells you hev much mystic engyy (mana) you hare available for spell castingAgain, rest-
ing will regenerate the amountaiable.

Armor Class
A measure of ho effectively your armor stops bles from unfriendly creaturesThe laver this number is,
the more dective the armor; it is quite possible tougaregdive amor class.

Experience
Your current gperience leel and experience pointsAs you adenture, you gin experience pointsAt cer
tain experience point totals, yowam an &perience leel. The more eperienced you are, the better you fight
and withstand magical attackslany dungeons sha only your experience leel here.
Time
The number of turns elapsed sq tiisplayed if you hae thetime option set.
Hunger status
Your current hunger status, ranging fr@atiated down to Fainting. If your hunger status is normal, it is not
displayed.
Additional status flags may appear after the hunger st&tosf when youfe confusediFoodPois or Ill when
sick, Blind when you can’see,Stun when stunned, andallu when hallucinating.

3.2. Themessage line (top)

The top line of the screen is resedvfor messages that describe things that are impossible to represent visual-
ly. If you see a‘*-More--" on the top line, this means that SLASH'EM has another message to display on the
screen, bt it wants to mak certain that yowe read the one that is there fir§io read the ng message, just press
the space bar

3.3. Themap (rest of the sceen)

The rest of the screen is the map of thvellas you have explored it so &t Each symbol on the screen repre-
sents somethingYou can set arious graphics options to change some of the symbolsathe gses; otherwise, the
game will use dediult symbols.Here is a list of what the dailt symbols mean:
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- and [The walls of a room, or an open door

The floor of a room, ice, or a doorless doayw

A corridor, or possibly a kitchen sink (if your dungeon has sinks) owtralge.
A way to the preious level.

A way to the next level.

A closed doaror a ell book containing a spell you can learn.

A human (you, usually).

A pile of gold.

’6’-}©+V/\:N:'

A trap (once you detect it).

~

A weapon.
[ A suit or piece of armor
%  Something edible (not necessarily hegjth

? A scroll.

/ A wand.

= Aring.

! A potion.

( A useful item (pick-ag, key, lamp...).
An amulet (or a spider web).
* A gem or rock (possiblyatuable, possibly arthless).
‘ A boulder or statue.
0 An iron ball.
An dtar, or an iron chain.
A pool of water or moat or a pool ofda

}

{ A fountain.
\ An opulent throne.
a

-zA-Z and other symbols
Letters and certain other symbols represent #mmuws inhabitants of the Mazes of Mena®éatch out, thg
can be nasty and viciou§ometimes, hwever, they can be helpful.

You need not memorize all these symbols; you can askaimegvhat apsymbol represents with the /' com-
mand (see the Commands section for more info).

4. Commands

Commands are initiated by typing one optaharacters. Someommands, lik “search’, do not require that
ary more information be collected by SLASH’EMDther commands might require additional information, for e
ample a direction, or an object to be usé&dr those commands that require additional information, SLASH’EM
will present you with either a menu of choices or with a command line prompt requesting inforrdghimh. you
are presented with will depend chiefly omhyou hare st themenustyleoption.

For example, a common question, in the forihat do you vant to usefa-zA-Z ?*]”, asks you to choose
an object you are carryinddere, ‘a-zA-Z" are the iwentory letters of your possible choiceByping ‘?’ gives you
an inventory list of these items, so you can see what each letter refdrsttis ekample, there is also a **’ indicat-
ing that you may choose an object not on the list, if yanted to use something wpected. yping a ™ lists
your entire imentory, so you can see the ventory letters of eery object youfe carrying. Finally, if you change
your mind and decide you ddnvant to do this command after all, you can press the E§Qokabort the com-
mand.
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You can put a number before most commands to repeat them thatimas; for @ample, “10s” will search
ten times.If you have thenumber_pad option set, you must type ‘n’ to prefix a count, so tkengple abwe would
be typed ‘h10s” instead. Commandsr which counts mak no sense ignore themin addition, me@ement com-
mands can be preéx for greater control (see befp To cancel a count or a prefix, press the E®E k

The list of commands is rather longithit can be read at gtime during the gme through the ‘?” command,
which accesses a menu of helpfuitse Aswell, thereis nov a menusystemwailable through the ™ command for
those who wuld rather page through menus than hunt and peclejsr Kere are the commands for your reference:

? Help menu:display one of seeral help tets available.

M ain menu:access the menusystem.

/ Tell what a symbol represent¥ou may choose to specify a location or type a symbolen a whole word)
to define. If the help option is on, and SLASH'EM has some special information about an object or monster
that you looled at, you! be asled if you want ‘More info?”. If helpis off, then youll only get the special
information if you eplicitly ask for it by typing in the name of the monster or object.

&  Tell what a command does.
< Go up to the previous level (if you are on the staircase or ladder).
> Go down to the net level (if you are on the staircase or ladder).

[yuhjklbn]
Go one step in the direction indicated (see Figurdfahere is a monster there, you will fight the monster in-
stead. Onlythese one-step mement commands cause you to fight monsters; the othersvjlseie ‘safe’

y ku 789
\|/ \|/
h-. - 4- . -6
/\ [\
bjn 123
(if number_padis set)
Figure 2
[YUHJKLBN]
Go in that direction until you hit aail or run into something.
m[yuhjklbn]
Prefix: mae without picking up ap objects.
M[yuhjklbn]
Prefix: mae far, no pickup.
g[yuhjkibn]

Prefix: mae wntil something interesting is found.

G[yuhjklbn] or <CONTROL->[yuhjklbn]
Prefix: samas ‘g’, kut forking of corridors is not considered interesting.

Rest, do nothing for one turn.
a Apply (use) a tool (pick-a key, lamp...).

A Remore ane or more wrn items, such as armodse ‘T’ (take df) to take df only one piece of armor or ‘R’
(remove) to take df only one accessory

"A  Redothe preious command.

c Close a doar

C Call (hame) an indidual monster

"C  Panic lutton. Quitthe game.

d Drop something.Ex. “d7a” means drop sen items of objech.
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Drop seeral things. In answer to the questiofWhat kinds of things do you ant to drop? [!%= au]you
should type zero or more object symbols possibly fggid by ‘a’ and/or ‘u’.

Da -drop all objects, without asking for confirmation.
Du -drop only unpaid objects (when in a shop).
D%u - drop only unpaid food.

Kick something (usually a door).
Eat food.

Engrave a nessage on the flaoEngraving the word “Elbereth’ will cause most monsters to not attack you
hand-to-hand (lat if you attack, you will rub it out); this is often useful tegiourself a breather(This fea-
ture may be compiled out of thame, so yourersion might not hae it.)

E- - write in the dust with your fingers.
Fire ammunition from quier.
List your irventory (everything youre carrying).
List selected parts of younientory.

I* - list all gems in iventory;

lu - list all unpaid items;

Ix - list all used up items that are on your shopping bill;
I$ - count your mone

Open a doar

Set options. You will be asled to enter an option lindf you enter a blank line, the current options are report-
ed. Entering?’ will get you explanations of thearious options.Otherwise, you should enter a list of options
separated by commaghe aailable options are listed later in this Guidebodptions are usually set before
the came, not with the ‘O’ command; see the section on optionsvbelo

Pay your shopping bill/Shogeper services.

Rut on a ring or other accessory (amulet, blindfold).

Repeaprevious message (subsequens’®@peat earlier messages).

Quaff (drink) a potion.

Ready ammunition in quer.

Read a scroll or spell book.

Remove an accessory (ring, amulet, etc).

Redrav the screen.

Search for secret doors and traps around ybusually tales seeral tries to find something.
Savethe game. Thegame will be restored automatically thexhéme you play
Throw an object or shoot a projectile.

Take df armor.

Teleport, if you hae the ability

Display \ersion number

Display the g@gme history

Wield weapon.w- means wield nothing, use your bare hands.

Wear armar

Switch weapon slots.

Enter explore (discoery) mode.

Zap a vand.
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the ‘meta’ [8th, or ‘high’] bit), you can uoke the extended commands by meta-ing the first letter of the command.

Zap (cast) a spell.
Suspendhe game UNIX® versions with job control only).
Look at what is here.

Show what type of thing a visible symbol corresponds to.

Fick up some things.

Toggle theautopickup option on and df
Ask for the type of a trap you found earlier
Tell what weapon you are wielding.

Tell what armor you are wearing.

Tell what rings you are wearing.

Tell what amulet you are wearing.

Tell what tools you are using.

List and change items currently in use.
Count your gold pieces.

List the spells you kva

Show what types of objects kia been disceered.
Escape to a shell.

Perform an gtended commandAs you can see, the authors of SLASH'EM used up all the letters, so this is a

way to introduce the less useful commands, or commands used under limited circumstanc@ay obtain
a list of them by entering ‘?’What extended commands areadable depends on what features tlaeng vas

compiled with.

If your keyboard has a metak (wvhich, when pressed in combination with anothey knodifies it by setting

In 0S/2, PC, and ST SLASH’EM, thalt’ key an be used in thismghion; on the Amig st thealtmeta option to
get this behaor.

M-a
M-b
M-c
M-d
M-e
M-f
M-i
M-j
M-k
M-I
M-m
M-n
M-o
M-p
M-q

Adjustinventory letters (most useful when tfiginv option is ‘on”).

Steal

Talk to someone.

Dip an object into something.
Advance or check weapons skills.
Force a lock.

Invoke an object’s pecial pavers.
Jumpto another location.
Advance or check weapons skillSame as#enhance’
Loot a box on the floar

Usea monsters gecial ability
Namean item or type of object.
Offer a sacrifice to the gods.
Prayto the gods for help.

Quitthe came.

®UNIX is a registered trademark of &T.
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M-r Ruba lamp.

M-s Sitdown.

M-t Usea dass specific technique.

M-u Untrapsomething (trap, dopor chest).

M-v  Printcompile time options for thisersion of SLASH'EM.

M-w Wipe of your face.

M-y Polymorphyourself.

If the number_pad option is on, some additional letter commands aaéadle:
Jump to another locationSame as#ump” or M- .

—

Kick something (usually a doorpame as "D’
Loot a box on the floorSame as'#loot” or *“M-I" ",
Name an item or type of objeckame as#name’ or “M-N"".

c zZz - X

Untrap a trap, dopor chest. Samas ‘#untrap’ or “M-u’".

5. Roomsand corridors

Rooms and corridors in the dungeon are either lit or darly lit areas within your line of sight will be dis-
played; dark areas are only displayed ifytare within one space of youalls and corridors remain on the map as
you &plore them.

Secret corridors are hiddeiou can find them with the ‘s’ (search) command.

5.1. Doorways

Doorways connect rooms and corridoiSome doonays hae ro doors; you can alk right through. Others
have dbors in them, which may be open, closed, oréackT™ open a closed dopuse the ‘0’ (open) command; to
close it agin, use the ‘c’ (close) command.

You can get through a loekd door by using a tool to pick the lock with the ‘a’ (apply) command, or by kick-
ing it open with the “D’ (kick) command.

Open doors cannot be entered diagonally; you must approach them straight on, horizonetticaily.v
Doorways without doors are not restricted in tlasHion.

Doors can be useful for shutting out monstévst monsters cannot open doors, althoughnad@n't need
to (ex. ghosts can alk through doors).

Secret doors are hiddefYou can find them with the ‘s’ (search) commar@dnce found thg are in all ways
equialent to normal doors.

5.2. Traps ()

There are traps throughout the dungeon to snare thary&her. For ekample, you may suddenlglf into a
pit and be stuck for afeturns trying to climb out.Traps dort appear on your map until you see one triggered by
moving onto it, see somethinglf into it, or you disceer it with the ‘s’ (search) commandonsters candil prey
to traps, too, which can be used as a useful defedsatayy.

6. Monsters

Monsters you cannot see are not displayed on the scBmsvare! You may suddenly come upon one in a
dark place.Some magic items can help you locate them befoseltzate you (which some monsters can doyv
well).
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6.1. Fighting

If you see a monster and you wish to fight it, just attemptaié mto it. Many monsters you find will mind
their avn husiness unless you attack theBome of them areevy dangerous when angerdfdemember: discretion
is the better part ofalor.

6.2. Your pet

You gart the gme with a little dog (‘d’) or cat (*f, which follows you about the dungeon and fights monsters
with you. Like you, your pet needs food to swmi It usually feeds itself on fresh carrion and other me#ts.
you're worried about it or w&nt to train it, you can feed it, too, by tiviag it food. A properly trained pet can be
very useful under certain circumstances.

Your pet also gins eperience from killing monsters, and canwrover time, gaining hit points and doing
more damagelnitially, your pet may een be better at killing things than you, which medkpets useful for Vo-level
characters.

Your pet will follow you up and dan staircases if it is & to you when you me. Otherwise your pet will
be stranded and may become wild.

6.3. Bonedevels

You may encounter the shades and corpses of othenaders (oren former incarnations of yourself!) and
their personal éécts. Ghostare hard to kill, bt easy to woid, since thg're slav and do little damageYou can
plunder the deceased &aurers possessions; lngever, they are likely to be cursedBeware of whateer killed the
former player; it is probably still lurking around, gloatingeoits last victory

7. Objects

When you find something in the dungeon, it is commonantwo pick it up.In SLASH’EM, this is accom-
plished automatically by alking over the object (unless you turnfdhe autopickup option (see belw), or more
with the ‘m’ prefix (see ab@)), or manually by using the ommand.

If you're carrying too manthings, SLASH'EM will tell you so and youam't be ale to pick up aything
more. Otherwiseit will add the object(s) to your pack and tell you what you justgaakp.

When you pick up an object, it is assigned amntory letter Mary commands that operate on objects must
ask you to find out which object youamt to use.When SLASH'EM asks you to choose a particular object you are
carrying, you are usually presented with a list wéimtory letters to choose from (see Commandsy@bo

Some objects, such as weapons, are easfigreliitiated. Otherdike <crolls and potions, are\gn descrip-
tions which \ary according to typeDuring a @ame, ag two adbjects with the same description are the same type.
However, the descriptions will &ry from game to g@me.

When you use one of these objects, if ifeafis olvious, SLASH'EM will remember what it is for youf
its efect isnt extremely olvious, you will be aséd what you ant to call this type of object so you will recognize it
later You can also use thg&hame’ command for the same purpose & ime, to name all objects of a particular
type or just an indidual object.

7.1. Cursesand Blessings

Any object that you find may be cursedee if the object is otherwise helpfullhe most common ffct of a
curse is being stuck with (and to) the ite@ursed weapons weld themsedvto your hand when wielded, so you
cannot unwield themAny cursed item you wear is not remable by ordinary meansn addition, cursed arms and
armor usuallybut not alays, bear ngaive enchantments that makhem less déctive in combat. Othercursed
objects may act poorly or detrimentally in othexys.

Objects can also be blessefllessed items usually atk better or more beneficially than normal uncursed
items. For example, a blessed weapon will do more damagénagdemons.

There are magical means of begtty or rem@ing curses upon objects, seer if you are stuck with one,
you can still hae the curse lifted and the item rewsd. Priestsand Priestesses e a innate sensitity to this
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property in ag object, so thg can more easilywid cursed objects than other character classes.

An item with unknavn status will be reported in younientory with no prefix. An item which you kne the
state of will be distinguished in younventory by the presence of theowd “cursed’, ‘‘uncursed’ or “blessed’in
the description of the item.

7.2. Weapons ())

Given a dhance, most monsters in the Mazes of Menace will gratuitously try to kill You.need weapons
for self-defense (killing them first)without a weapon, you do only 1-2 hit points of damage (plus bonuseg).if an

There are wielded weapons,diklaces and serds, and thrwn weapons, lig arows and spearsTo hit mon-
sters with a weapon, you must wield it and attack them, owtitra them. You can simply select to thioa Pear

To shoot an arrev, you should first wield a wg then threv the arrav. An dternative method wuld be wield
a bow and place the arms in your Quier, dter witch you fire the ammunitionCrossbavs shoot crosshe bolts.
Slings hurl rocks and (other) stonesé€liems).

You can wield only one weapon at a timeitlyou can change weapons unless gowielding a cursed one.
Exchanging hands alies you to ready both a primary and secondary weapon aaqllsetween them at the touch of
a key.

To switch to bare hands, wield ‘-’, or use th command which alles you to unwield the current weapon in
addition to taking dfother worn items.

The *#enhancé’command will be present if thaveapon skills’ f eature is enabled, and deals with your pro-
ficiengy in various types of weapons (as well as spel&jilled adenturers find themsedg much more capable
with their weapons.

Enchanted weapons yea ‘plus” (or “to hit enhancemeritwhich can be either posig# a negdive) that
adds or subtracts to/from your chance to hit and the damage you do to a mohstenly vay to determine a
weapons enchantment is to ve it magically identified someha

Most weapons are subject to some type of damageuigt. Sucldamage can be repaired.

Those of you in the audience who are AD&D playerswaa@that each weapon whickigts in AD&D does
the same damage to monsters in SLASH’EBome of the more obscure weapons (such aakilys, lucern ham+
mer, and bec-de-corbin) are defined in an appendix tinearthed Arcana, an AD&D supplement.

The commands to use weapons are ‘w’ (wield), ‘t’ (#hrcand the'#enhancé’extended command.

7.3. Armor (‘T)

Lots of unfriendly things lurk about; you need armor to protect yourself from theis blISomeypes of ar
mor offer better protection than otherSour armor class is a measure of this protectidmmor class (&) is mea-
sured as in AD&D, with 10 being the egaent of no armarand lover numbers meaning better arm&ach suit of
armor which gists in AD&D gives the same protection in SLASH'EMHere is an (incomplete) list of the armor
classes pnaded by \arious suits of armor:

dragon scale mail
crystal plate mail
plate mail

bronze plate mail
splint mail
banded mail
elven mithril-coat
chain malil

scale mail

ring mail

studded leather armor
leather armor

no armor

oo ~N~NOOOOGOARAPAADdWWER

=Y
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You can also wear other pieces of armox. (eelmets, boots, shields, cloaks) taés your armor classven
further, but you can only wear one item of each gatg (one suit of armgoone cloak, one helmet, one shield, and
S0 on) at a time.

If a piece of armor is enchanted, its armor protection will be betterdieythan normal, and itplus” (or
minus) will subtract from your armor clasBor example, a +1 chain maileuld give you better protection than ror
mal chain mail, lavering your armor class one unit further to\When you put on a piece of armgou immediately
find out the armor class andyarplusses’it provides. Cursegbieces of armor usually ha regdive enchantments
(minuses) in addition to being unrewable.

Many types of armor are subject to some kind of damagenlikt. Suchldamage can be repaireBome types
or armor may inhibit spell casting.

The commands to use armor are ‘W’ (wear) and ‘T'dtek). The’A’ command can also be used toaak
armor as well as otherosn items.

7.4. Food (‘%)

Food is necessary to suvei If you go too long without eating you witiht, and gentually die of staration.
Some types of food will spoil, and become unhgatth eat, if not protected.Food stored in ice bas or tins
(“‘cans’) will usually stay fresh, bt ice boxs are hegy, and tins talk a while to open.

When you kill monsters, tlyausually leae mrpses which are alstidod.” M ary, but not all, of these are edi-
ble; some also ge you special pwers when you eat thenf good rule of thumb isyou are what you edt.
You can name one food item after something yoe tikeat with thefruit option, if your dungeon has it.

The command to eat food is ‘e’.

7.5. Scolls (")

Scrolls are labeled withavious titles, probably chosen by ancient wizards for their amuserakem® (.
“READ ME; or “HOLY BIBLE" backwards). Scrollslisappear after you read themxdept for blank ones, with-
out magic spells on them).

One of the most useful of these is Hmll of identify, which can be used to determine what another object is,
whether it is cursed or blessed, andvimary uses it has left.Some objects of subtle enchantment arfcdit to
identify without these.

A mail daemon may run up and dedi mail to you as acroll of mail (on versions compiled with this feature).
To use this feature onevsions where SLASH'EM mail debry is triggered by electronic mail appearing in your
system mailbox, you must let SLASH'EM laovhere to look for ne& mail by setting the'MAIL ” environment
variable to the file name of your mailboXou may also vant to set the MAILREADER’’ environment \ariable to
the file name of youralvaite readerso S ASH'EM can shell to it when you read the scroln \ersions of
SLASH’EM where mail is randomly generated internal to thme, these @ronment \ariables are ignoredYou
can disable the mail daemon by turninfitb& mail option.

The command to read a scroll is ‘r'.

7.6. Potions (‘1)
Potions are distinguished by the color of the liquid inside the flakky disappear after you guahem.

Clear potions are potions ofater Sometimes these are blessed or cursed, resulting in holy or unatdy w
Holy water is the bane of the undead, so potions of hatgmare good things to thwd't’) at them. It is also some-
times \ery useful to dip (#dip’’) an object into a potion.

The command to drink a potion is ‘g’ (qfjaf

7.7. Wands (/)

Magic wands usually hae multiple magical chayes. Somevands are directional—you mustvgi a drection
in which to zap themYou can also zap them at yourself (justega *’ or ‘s’ for the direction). Be arned, haever,
for this is often unwiseOther wands are nondirectional—théon’t require a direction.The number of chges in
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awand is random and decreases by one weeyeu use it.

When the number of chges left in a \and becomes zero, attempts to use thedwvill usually result in noth-
ing happening.Occasionally howevae, it may be possible to squeeze the last feana points from an otherwise
spent vand.

In a truly desperate situation, when your back is wgreg the wall, you might decide to go for brekend
break your vand. Thisis not for the &int of heart. Doing so will almost certainly cause a catastrophic release of
magical enggies.

The command to use aand is ‘'z’ (zap).To break one, use the ‘a’ (apply) command.

7.8. Rings(‘=")

Rings are ery useful items, since there relatvely permanent magic, unkkthe usually fleeting &cts of
potions, scrolls, and ands.

Putting on a ring actétes its magic.You can wear only tw rings, one on each ring finger

Most rings also cause you to graungry more rapidlythe rate arying with the type of ring.

The commands to use rings are ‘P’ (put on) and ‘R’ (reno

7.9. Spellbooks (‘+")

Spell books are tomes of mighty maghM/hen studied with the ‘r' (read) command, tHestav the knavl-
edge of a spell—unless the attempt backfifReading a cursed spell book or one with mystic rungerizkeyour
ken can be harmful to your health!

A spell (even when learned) can also backfire when you cadf itou attempt to cast a spell well algoyour
experience leel, or cast it at a time when your luck is particularly bad, you can endasfping both the engy and
the time required in casting.

Casting a spell calls forth magical egies and focuses them with your rdkmind. Releasing the magical
enegy releases some of your memory of the spell wittE&ch time you cast a spell, yoandiliarity with it will
dwindle, until you gentually forget the details completely and must relearn it.

Casting a spell also requiresxildle movement, and wearingarious types of armor may interfere with that.

The *#enhancé’command will be present if thaveapon skills’ f eature is enabled, and deals with your pro-
ficiengy in various types of spells (as well as weapor&illed adenturers can commanavasome spells at their
fingertips.

The command to read a spell book is the same as for scrolls, ‘r’ (r€ae)+ command lists your current
spells and the number of spell pointsythequire. TheéZ’' (cast) command casts a spelhe ‘#enhancé’extended
command adances your spellcasting skills.

7.10. Tools (‘()

Tools are miscellaneous objects witlirious purposesSome tools, lik wands, hae a Imited nhumber of us-
es. for example, lamps trn out after a while Other tools are containers, which objects can be placed intoesr tak
out of.

The command to use tools is ‘a’ (apply).

7.10.1. Chestsnd boxes

You may encounter chests or l@sin your traels. Thesecan be opened with thi#&foot” extended command
when thg are on the flogror with the ‘a’ (apply) command when you are carrying oklewever, chests are often
locked, and are in gncase unwieldy objectsYou must set one den before unlocking it by kicking it, using &k
or lock-picking tool with the ‘a’ (apply) command, or by using a weapon to force the lock witkiftiree” extend-
ed command.

Some chests are trapped, causing nasty things to happen when you unlock or opefothean.check for
and try to deactete traps with the'#untrap’ extended command.
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7.11. Amulets("")

Amulets are ery similar to rings, and often morevperful. Like rings, amulets hae various magical proper
ties, some beneficial, some harmful, which arevaeiil by putting them on.

Only one amulet may beosn at a time, around your neck.
The commands to use amulets are the same as for rings, ‘P’ (put on) and ‘Riefremo

7.12. Gemg'*)

Some gems arealuable, and can be sold for a lot of golthey are also adr more dicient way of carrying
your riches.Valuable gems increase your score if you bring them with you whenxjou e

Other small rocks are also cgteized as gemsub they are much lessaluable. Allrocks, havever, can be
used as projectile weapons (if yowla $ing). Inthe most desperate of cases, you can stillitithem by hand.

7.13. Large rocks ()

Statues and boulders are not particularly useful, and are generally lieis rumored that some statues are
not what thg seem.

Very large humanoids (giants and their ilk\veaeen knavn to use boulders as weapons.

7.14. Gold('$)

Gold adds to your score, and you caty Ithings in shops with itYour version of SLASH’EM may display
hov much gold you hee a the status linelf not, the ‘$’ command will count itThere are a number of monsters
in the dungeon that may be influenced by the amount of gold you are carryingegghenskaside).

8. Options

Due to ariations in personal tastes and conceptions of #0ASH'EM should do things, there are options
you can set to changewm&LASH'EM behaves.

8.1. Settingthe options

Options may be set in a number odiys. Wthin the game, the ‘O’ command alles you to viev al options
and change most of thenYou can also set options automatically by placing them in the SLASHEMOPTIONS en
ronment \ariable or in a configuration filesSome ‘ersions of SLASH'EM also k& front-end programs that allo
you to set options before starting trente.

8.2. Usingthe SLASHEMOPTIONS environment variable

The SLASHEMOPTIONS ariable is a comma-separated list of initialues for the &rious options.Some
can only be turned on orfofYou turn one of these on by adding the name of the option to the list, and tditoyit of
typing a ‘' or “no”” before the nameOthers tak a haracter string as alue. You can set string options by typing
the option name, a colon, and then th&ig of the string.The \alue is terminated by the xtecomma or the end of
string.

For example, to set up an@mnment \ariable so thatfemale” is on, “autopickup’ is df, the name is set to
“ Blue Meani€’, and the fruit is set tdpapaya’, you would enter the command

% seterv SLASHEMOPTIONS “female \lautopickup,name:Blue Meanie,fruit:papaya”
in csh (note the need to escape the ! sincegiécial to the shell), or

$ SLASHEMOPTIONS="female,!autopickup,name:Blue Meanie,fruit:papaya"
$ export SLASHEMOPTIONS

in sh or ksh.
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8.3. Usinga configuration file

Any line in the configuration file starting wittOPTIONS=" may be filled out with options in the same syn-
tax as in SLASHEMOPTIONSAny line starting with ' DUNGEON=", “EFFECTS=’, *‘MONSTERS=’, ‘OB-
JECTS=, or “TRAPS="is taken as defining the correspondidgngeon, effects, monsters, objects traps op-
tion in a diferent syntax, a sequence of decimal numbesiagithe character position in the current font to be used
in displaying each entrySuch a sequence can be continued to multiple lines by putting a ‘\’ at the end of each line
to be continued Any line starting with ‘#' is treated as a comment.

The de#ult name of the configuration filanres on diferent operating systemsytsSLASHEMOPTIONS can
also be set to the full name of a file yoanwto use (possibly preceded by an ‘@").

8.4. Customizationoptions

Here are gplanations of what theavious options doCharacter strings that are too long may be truncated.
Some of the options listed may be ineetin your dungeon.

autopickup
Pick up things you me mto by deéult (defult on).

badgername
Name your starting badgemx(e'badgername:Jacl’ Cannotbe set with the ‘O’ command.

batname
Name your starting batXe“batname:Drak”). Cannotbe set with the ‘O’ command.

BIOS
Use BIOS calls to update the screen display quickly and to reaeéyhedkd (alleving the use of arke keys
to move) on machines with an IBM PC compatible BIO®N (default of, OS/2, PC, and ST SLASH'EM
only).

catname
Name your starting catXe“catname:&bby’). Cannotbe set with the ‘O’ command.

checkpoint
Save came state after eachvébchange, for possible recery after program crash (dailt on).

color
Use color for diferent monsters, objects, and dungeon featureayiein for microcomputers).

confirm
Have wser confirm attacks on pets, shepgers, and other peaceable creatureatein).
DECgraphics
Use a predefined selection of characters from the DEQXDEC Rainbav/ANSI line-draving character
set to display the dungeorféts/traps instead of hiag to define a full graphics set yourself @df of).
This option also sets up proper handling of graphics characters for such terminals, so you should specify it
when appropriateven if you override the selections with youmm graphics strings.

disclose
Offer to disclose a&rious information when theagne ends (datilt all). The possibilities are identifying your
inventory (i), disclosing your attribtes ('a’), summarizing monsters thatvhaeen \anquished ¢’), and
listing monster species thatueabeen genocided ('g’).Note that the anquished monsters list includes all
monsters killed by traps and each other as well as by you.

dogname
Name your starting dogXe“dogname:@ang’). Cannotbe set with the ‘O’ command.
dungeon
Set the graphics symbols for displaying the dungeoradtef |-------- |[|.-|[++ #E<><> |\\##{}.}. ## #)). The

dungeonoption should be follved by a string of 1-38 characters to be used instead of theltdeiap-drav-

ing charactersThe dungeon map will use the characters you specify instead of thétdgimbols, and de-

fault symbols for ap you do not specify Remember that you may need to escape some of these characters if,
for example, you usesh.
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Note that this option string is escape-processed iwentional C fishion. Thisneans that ‘\' is a prefix to
take the following character literallyand not as a special prefif.he special escape form ‘\m’ switches on the
meta bit in the follaving characterand the “’ prefix causes the follding character to be treated as a control
character

The order of the symbols isolid rock, \ertical wall, horizontal vall, upper left cornerupper right corner
lower left cornerlower right cornercross vall, upward T wall, dovnward T wall, leftward T wall, rightward

T wall, no door vertical open dogthorizontal open dogwertical closed doohorizontal closed doofloor of
a room, dark corridarlit corridor, Sairs up, stairs den, ladder up, ladder #@m, altar grave, throne, kitchen
sink, toilet, fountain, pool or moat, iceyéa vertical lovered dravbridge, horizontal lvered dravbridge, \er

tical raised drabridge, horizontal raised dsbridge, air cloud, under \ater

You might want to use ‘+’ for the corners and Tallg for a more aesthetic, boxier displayote that in the
next release, ne@ symbols may be added, or the present ones rearranged.

Cannot be set with the ‘O’ command.

effects
Set the graphics symbols for displaying specitdat$ (dedult “|-\WV*1)(0#@*/-\\||\-//-\\| |\-/"). The effects
option should be follwed by a string of 1-29 characters to be used instead of theltdgbecial-décts char
acters. Thistring is subjected to the same processing aduhgeonoption.

The order of the symbols isertical beam, horizontal beam, left slant, right slant, digging beam, camera flash
beam, left boomerang, right boomerang, four glyplingithe sequence for magic resistance displays; the
eight surrounding glyphs for sowed display; nine glyphs forxplosions. Anexplosion consists of three
rows (top, middle, and bottom) of three charactéiise explosion is centered in the center of this 3 by 3 array

Note that in the né release, neg symbols may be added, or the present ones rearranged.

Cannot be set with the ‘O’ command.

female
Set your se (default of). Cannotbe set with the ‘O’ command.

fixinv An object’s inventory letter sticks to it when #’dropped (dedult on). If this is off, dropping an object shifts
all the remaining iventory letters.

fruit Namea fruit after something you enjceating (. “fruit:mango”) (default “slime mold’). Basicallya rnos-
talgic whimsy that SLASH'EM uses from time to tim¥ou should set this to something you find more appe-
tizing than slime mold.Apples, oranges, pears, bananas, and melons alrgastlyneSLASH'EM, so dort’
use those.

ghoulname
Name your starting ghoulXe“ghoulname:Caspé€). Cannotbe set with the ‘O’ command.

help If more information is\ailable for an object loodéd at with the /' command, ask if youawnt to see it (dedult
on). Turning help of makes just looking at thingsaéter snce you arert’interrupted with the'More info?”
prompt, lut it also means that you might miss some interesting and/or important information.

hilite_pet
Visually distinguish pets from similar animals @df off). In text windowing, use tgt highlighting when
color is turned df with X tiles, display a heart symbol near pets.

IBMgraphics
Use a predefined selection of IBMtended ASCII characters to display the dungeéeced/traps instead of
having to define a full graphics set yourself @df off). This option also sets up proper handling of graphics
characters for such terminals, so you should specify it when appropréatéf gou override the selections
with your avn graphics strings.
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ignintr
Ignore interrupt signals, including breaks @léf of).
keep_sacfile
Keeps the s& file after restore. SLASH’EM usually deletes your gdfile after you restoremaking death
permanent. Thisption can allev you to restore from the lastv&a (default of).
legacy
Display an introductory message when starting #vaey(dedult on).
lit_corridor
Shaw corridor squares seen by night vision or a light source held by your character asuitt @Bf
mail
Enable mail deliery during the gme.

male
Set your se (default on, most haeks are male)Cannot be set with the ‘O’ command.

menustyle
Controls the integce used when you need to chooagous objects (in response to the Drop command, for
instance). Theaue specified should be the first letter of one of theviefig: traditional,combination, par
tial, or full. Traditional was the only inteefce &ailable for earlier ersions; it consists of a prompt for object
class characters, folled by an object-by-object prompt for all items matching the selected object class(es).
Combination starts with a prompt for object class(es) of intenesthen displays a menu of matching objects
rather than prompting one-by-onBatial skips the object class filtering and immediately displays a menu of
all objects. Full displays a menu of object classes rather than a character prompt, and then a menu of match-
ing objects for selection.

menu_deselect_all
Menu character accelerator to deselect all items in a miempiemented by the X11 and tty portBefault
menu_deselect_page
Menu character accelerator deselect all items on this page of a ingriamented only by the tty porDe-
fault '\’
menu_first_page
Menu character accelerator to jump to the first page in a memlemented only by the tty porDefault ™.

menu_iwvert_all
Menu character accelerator tovért all items in a menulmplemented by the X11 and tty port®efault '@’.

menu_ivert_page
Menu character accelerator tavért all items on this page of a menimplemented only by the tty porDe-

fault ™.

menu_last_page

Menu character accelerator to jump to the last page in a nieplemented only by the tty porDefault ’|".
menu_ngt_page

Menu character accelerator to goto thetmeenu pagelmplemented only by the tty porDefault '>’.

menu_preious_page
Menu character accelerator to goto thesjones menu pagelmplemented only by the tty porDefault '<’.

menu_search
Menu character accelerator to search for a menu iterplemented only by the X11 porDefault *:’.

menu_select_all
Menu character accelerator to select all items in a menplemented by the X11 and tty port®efault '

menu_select_page
Menu character accelerator to select all items on this page of a tneplemented only by the tty porDe-
fault’,’.
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monsters
Set the characters used to display monster classes  aulfdef
“ abcdefghijkimnopgrstuvwxyzABCDEFGHIJKLMNOPQRSTUVWXYZ@ “&;7)} This string is subjected
to the same processing as thengeonoption. Theorder of the symbols is ant or other insect, blob, cocka-
trice, dog or other canineye or sphere, feline, gremlin, humanoid, imp or minor demon, jalyold, lep-
rechaun, mimic, ymph, orc, piercerquadruped, rodent, spiderapper or lurkr abwae, unicorn, \ortex,
worm, xan or other mythicakthtastic insect, light, zrutgngelic being, bat, centguiragon, elemental, fun-
gus or mold, gnome, giant humanoidyigible staller, jabbervock, Keystone Kop, lich, mummynaga, ogre,
pudding or ooze, quantum mechanic, rust monsteke, troll, umber hulk, ampire, wraith, xorn, yeti or ape
or other lage beast, zombie, human, ghost, golem, demon, sea mdizstef, long vorm tail, and mimic.
Cannot be set with the ‘O’ command.

msghistory
The number of top line messages tees@nd recall with "P) (dedult 20). Cannot be set with the ‘O’ com-
mand.

name
Set your charactes’rame (dediults to your user name)ou can also set your character class by appending a
dash and the first letter of the character class (that is, byisgfone of-A -B -C -E -H -K -P -R -S -T -V
-W). If -@ is used for the class, then a random one will be automatically ch@semot be set with the ‘O’
command.

news
Read the SLASH'EM nes file, if present (deult on). Since the nes is shavn at the bginning of the gme,
theres o point in setting this with the ‘O’ command.

null
Send padding nulls to the terminal (aeit of).

number_pad
Use the numberdys tb move instead of [yuhjklbn] (defult of).

objects
Set the characters used to display object classesu{dg)[="(%!?+/$*'0_." ). Thisstring is subjected to the
same processing as tbdengeonoption. Theorder of the symbols is ilgal-object (should neer be sen),
weapon, armoring, amulet, tool, food, potion, scroll, spell bookand, gold, gem or rock, boulder or statue,
iron ball, chain, andenom. Canndbe set with the ‘O’ command.

paclorder
Specify the order to list object types in (@elt “\")[%?+/=!(*0_'"). The value of this option should be a
string containing the symbols for tharious object types.

perm_irvent
If true, alvays display your current wentory in a windav. This only males sense for windang system in-
terfaces that implement this feature.

pettype
Specify the type of your initial pet, if you are playing a character class that uses both types Bbgsitde
values are‘tat” and “dog”. Cannotbe set with the ‘O’ command.

pickup_lurden
Specify at what encumberenc&deto begn prompting for confirmation when picking up objecBefault is
moderate encumberence.

pickup_types
Specify the object types to be pétkup wherautopickup is on. Default is all types.
preload_tiles
For the protected mode MSDO&ngion, control whether tiles get pre-loaded into RAM at the start of the
game. Doingso enhances performance of the tile graphissubes more memarydefault on). Cannot be
set with the ‘O’ command.
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rathname
Name your starting rat Xe“rathame:Sherwir)). Cannotbe set with the ‘O’ command.

rawio
Force rav (non-cbreak) mode foaéter output and moreiltetproof input (MS-DOS sometimes treats “P’ as
a printer toggle without it) (defult of). Note: DECRainbavs hang if this is turned onCannot be set with
the ‘O’ command.

reddragonname
Name your starting red dragorx(éreddragonname:Fyr@. Cannotbe set with the ‘O’ command.

rest_on_space
Make the space bar a syngn for the “ (rest) command (defilt of).

safe_pet
Prevent you from (knavingly) attacking your pets (dadilt on).

shalename
Name your starting snakex. “snakename:Jo8. Cannotbe set with the ‘O’ commandkeep_sasefile is al-
so on.

scoresControlvhat parts of the score list you arewhaat the end ¢e “scores:5 top scores/4 around my scome/o
scores). Only the first letter of each cagery (‘t’, ‘a’, or ‘0’) is necessary

shavexp
Shaow your accumulatedxperience points on bottom line (deft of).

shavscore
Shaw your approximate accumulated score on bottom linea(diedf).

shavdmg
Shav damage inflicted/damage reeed (default of).

shavweight
Shawv weight in irventory (deault of).

silent
Suppress terminal beeps (delt on).

sortpack
Sort the pack contents by type when displayingritory (defult on).

standout
Boldface monsters ant-Mor e--" ( default of).

time
Shaow the elapsedame time in turns on bottom line (deft of).

timed_delay
When pausing momentarily for displayfesft, such as withxplosions and madng objects, use a timer rather
than sendingydra characters to the screefApplies to ‘tty’’ i nterface only; “X11'" i nterface alvays uses a
timer based delayThe deéult is on if configured into the program.)

tombstone
Draw a tombstone graphic upon your death édef on).

toptenwin
Put the ending display in a SLASH'EM winddnstead of on stdout (dailt of). Settingthis option maks
the score list visible when a winging version of SLASH’EM is started without a parent wingldut it no
longer leaes the score list around afteage end on a terminal or emulating windo

traps Sethe graphics symbols for displaying traps édf “~""""""""™" #777"). Thetraps option should be fol-
lowed by a string of 1-22 characters to be used instead of theltdefps characterslhis string is subjected
to the same processing as thengeonoption.

The order of the symbols is: awarap, dart trap, dlling rock trap, squegkboard, bear trap, land mine,
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rolling boulder trap, sleepingag trap, rust trap, fire trap, pit, spikpit, hole, trap dopteleportation trap,
level teleporter magic portal, web, statue trap, magic trap, anti-magic field, polymorph trap.

Cannot be set with the ‘O’ command.

verbose
Provide more commentary during tharge (dedult on).

videocolors
Set the color palette for PC systems using NO_TERMSted-2-6-1-5-3-15-12-10-14-9-13-11The or
der of colors is red, green, wn, blue, magenta,yan, bright.white, bright.red, bright.green, yello
bright.blue, bright.magenta, and brightan. Cannobe set with the ‘O’ command.

videoshades
Set the intensity el of the three gray scalesailable (defwlt dark normal light, PC SLASHEM only)If
the game display is diicult to read, try adjusting these scales; if this does not correct the problem, try !color
Cannot be set with the ‘O’ command.

whitedragonname
Name your starting white dragorx(é'whitedragonname:Snougdh’ Cannotbe set with the ‘O’ command.

windowtype
Select which windwing system to use, such &sy*’ or “X11"" (default depends onersion). Cannobe set
with the ‘O’ command.

wolfname
Name your starting alf (ex. “wolfname:Beasl. Cannotbe set with the ‘O’ command.

9. Scoring

SLASHEM maintains a list of the top scores or scorers on your machine, depending driheet up. In
the latter case, each account on the machine can post only one non-winning score on lfy®lisécore higher
than someone else on this list, or better yowvipus score, you will be inserted in the proper place under your cur
rent name.How mary scores are &pt can also be set up when SLASH’EM is compiled.

Your score is chiefly based uponvwhonuch eperience you ained, hav much loot you accumulated, Wwo
deep you eplored, and har the game endedIf you quit the @me, you escape with all of your gold intatff.how-
evea, you get killed in the Mazes of Menace, the guild will only hear about 90% of your gold when your corpse is
discovered (adenturers hze keen knavn to collect findes fees). Soconsider whether youamt to take ane last hit
at that monster and possiblydj or quit and stop with whater you have. If you quit, you leep all your gold, izt if
you swing and \ie, you might find more.

If you just want to see what the current top playexsigs list is, you can tyf@@ ASH'EM -s all on most er-
sions.

10. Explore mode

SLASH’EM is an intricate and ditult game. Neices might &lter in fear aware of their ignorance of the
means to surve. Well, fear not. Your dungeon may come equipped with @xplore” or “‘discovery” mode that
enables you todep old see files and cheat death, at the paltry cost of not getting on the high score list.

There are tw ways of enablingxplore mode.One is to start theagne with the X switch. Theother is to is-
sue the ‘X’ command while already playing thenge. Theother benefits ofxplore mode are left for the intrepid
reader to disoger.
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11. Credits

The originalhack game was modeled on the Begley UNIX rogue game. Lage portions of this paper were
shamelessly cribbed from Guide to the Dungeons of Doom, by Michael C. By and Kenneth C. R. C. Arnold.
Small portions were adapted frdrmrther Exploration of the Dungeons of Doom, by Ken Arromdee.

NetHack is the product of literally dozens of peapl@ork. Mainevents in the course of theame deelop-
ment are described belo

Jay Fenlasonwrote the original Hack, with help frokenny Woodland, Mik e ThomeandJon Payne

Andries Brouwer did a major re-write, transforming Hack into ery different game, and published (at least)
three \ersions (1.0.1, 1.0.2, and 1.0.3) &MIX machines to the Usenet.

Don G. Kneller ported Hack 1.0.3 to Microsoft C and MS-DOS, producing PCKA.Ole, added support
for DEC Rainbav graphics in ersion 1.03g, and went on to produce at least four memsons (3.0, 3.2, 3.51, and
3.6).

R. Black ported PC HEK 3.51 to Lattice C and the Atari 520/1040$fducing ST Hack 1.03.

Mik e Sephensonmeiged these arious ersions back togethancorporating mayof the added features, and
produced NetHack 1.4He then coordinated a cast of thousands in enhancing andgiety NetHack 1.4 and re-
leased NetHackersions 2.2 and 2.3.

Later, Mike ooordinated a major veite of the gme, heading a team which includéen Arromdeg Jean-
Christophe Collet, Steve Creps, Eric Hendrickson, Izchak Miller , John Rupley, Mik e Threepoint and Janet
Walz, to produce NetHack 3.0c.

NetHack 3.0 was ported to the Atari biyric R. Smith, to OS/2 byTimo Hakulinen, and to VMS byDavid
Gentzel The three of them anidevin Darcy later joined the main delopment team to produce subsequent-re
sions of 3.0.

Olaf Seibert ported NetHack 2.3 and 3.0 to the AmigNorm Meluch, Stephen Spackmanand Pierre
Martineau designed weerlay code for PC NetHack 3.Qlohnny Lee ported NetHack 3.0 to the MacintosAlong
with various other Dungeoneers, yteontinued to enhance the PC, Macintosh, and Arpigts through the later re-
visions of 3.0.

A scant one month before thextenajor \ersion release of Nethack, dvedventurous souls undertook their
own modification to the sacred Nethack formulam Proudfoot andYuval released Nethack++which was rapid-
ly renamed Nethack--contained n& monsters, itemand other miscellaneous modifications.

Headed byMik e Sephensonand coordinated byzchak Miller and Janet Walz, the deeelopment team
which nav includedKen Arromdee David Cohrs, Jean-Christophe Collet Kevin Darcy, Matt Day, Timo
Hakulinen, Steve Linhart, Dean Luick, Pat Rankin, Eric Raymond, and Eric Smith undertook a radical v&sion
of 3.0. They re-structured theames design, and re-wrote major parts of the codleey added multiple dungeons,
a rew dsplay special indvidual character quests, awmendgame and manother nev features, and produced
NetHack 3.1.

Ken Lorber, Gregg Wonderly and Greg Olson with help fromRichard Addison, Mik e Passaetti, and
Olaf Seibert, devdoped NetHack 3.1 for the Amag

Norm Meluch andKevin Smolkowski, with help fromCarl Schelin, Stephen SpackmanSteve VanDeven-
der, and Paul Winner, ported NetHack 3.1 to the PC.

Jon Watte and Hao-yang Wang, with help fromRoss Biown, Mik e Engber, David Hairston, Michael
Hamel, Jonathan Handler, Johnny Lee, Tim Lennan Rob Menke, and Andy Swanson devdoped NetHack 3.1
for the Macintosh, porting it for MPWBUilding on their deelopment,Barton Houseadded a Think C port.

Timo Hakulinen ported NetHack 3.1 to OS/Zric Smith ported NetHack 3.1 to the AtarPat Rankin,
with help fromJoshua Delahunty is responsible for the VMSersion of NetHack 3.1Michael Allison ported
NetHack 3.1 to Widows NT.

Dean Luick, with help fromDavid Cohrs, devdoped NetHack 3.1 for X11.
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Time passedand Nethack-- w&s ported to 3.11 b@hris.

Stephen Whitethen released hisnm modification knawn as Nethack Pluswhich contained ne character
classes. Unbekmmst to the wrld at lage, Tom Proudfoot took this source and combined it with his Nethack--.
Stephen Whitewent on to add weapon skillsyhich were gentually integrated into the ne version of Nethack,
and other features.

In February 1996,Tom Proudfoot released SLASH V1Including part ofStephen Whités Nethack Plus
and his avn Nethack--,leaving unmentioned hisven slev of further modifications this is perhaps the best kmo
of the Nethack modificationsSix versions of this,ending with SLASH V6,are knavn to «ist.

The 3.2 deelopment team, comprised dflichael Allison; Ken Arromdee David Cohrs; Jessie Collet
Steve COreps; Kevin Darcy; Timo Hakulinen; Steve Linhart; Dean Luick; Pat Rankin; Eric Smith; Mik e
StephensonJanet Walz; and, Paul Winner, release grsion 3.2 in April of 1996.

Version 3.2 marks the tenth amaisary of the formation of the ddopment team.In a testament to their ded-
ication to the gme, all thirteen members of the originabeepment team remained on the team at the starbdt w
on the current releas®uring the interal between the release of 3.1.3 and 3.2, one of the founding members of the
development teamDr. | zchak Miller, was diagnosed with cancer and passea/a This release of theagne is ded-
icated to him by the delopment and porting teams.

Pat Rankin maintained 3.2 for VMS.

Michael Allison, Yitzhak Sapir, and Paul Winner, with help from Steve Linhart, Kevin Smolkowski,
Mik e Sephenson and Stephen Whiteported 3.2 for MSDOS.

Keizo YamamotoandKen Washikita ported 3.2 for the NEC 98xx machines popular in Japan.

Ken Lorber, Andy Church, and Gregg Wonderly, with help fromRichard Addison, ported 3.2 for the
Amiga.

Dean Luick ported 3.2 to the Macintosh.

Eric Smith andWarwick Allison ported 3.2 for the Ataris.
Michael Allison ported 3.2 for the Microsoft iWdows NT platform.
Timo Hakulinen remains responsible for the OS/2 port.

Larry Stewart-Zerba set along a diérent track - to enhance the spellcasting abilities of timaMl. Thus,
in April 1996, he releasedersion 0.1 of the \Ward Ratch. ByJuly, he was joined bywWarwick Allison and \er-
sion 0.4 of the Ward Ratch was releasedThe final update came in September 19@@h the release of Ward
Pach 0.7.

SLASH V6 was picled up byEnrico Horn managed to synchronize it with the 3.2 sourtkee nev SLASH
4.1.2 vas released asifback as Neember 1996 went through at least 4 edile (E5, E6, E7) with the latesewr
sion being 4.1.2E8synchronized with Nethack 3.2.2 and the Blackratadption aailable, releaseth June 1997.

Nathan La began the arduous task of dréng tiles for the SLASH monsters.
Kentaro Shirakata ported SLASH 4.1.2E8 to Unix.

Lief Clennon ported SLASH 4.1.2E8 to OS/2 EMX.

Romain Dolbeauported SLASH 4.1.2E8 to Macintosh.

Warr en Cheungcombined SLASH 4.1.2 and iwérd Ratch to create SLASH'EM 0.1 in Nember 1997.
Several revisions including ne spells and other minor additionsvealed to SLASH’EM 0.0.3Steven Uy has gen-
erously made additional modifications.

Dirk Schoenbemer has continued updating the SLASH/SLASH'EM monster tileke has also ported
SLASHEM to Linux.

Lief Clennon ported SLASH'EM to OS/2 EMX.

Kevin Hugo ported SLASH'EM to Macintosh,and has also contubed additional changes and im-
provements.

Robin Johnsonfinished arduous task of dving tiles for the SLASH’EM monsterd-de has also contrilted
mary more nav tiles.
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From time to time, some depeal individual out there in netland sends a particularly intriguing modification

to help out with the gme. TheGods of the Dungeon sometimes makte of the names of theonst of these mis-
creants in this, the list of Dungeoneers:

Andy Church
Andy Swanson
Ari Huttunen
Barton House
Benson I. Magulies
Bill Dyer
Boudevijn Wayers
Bruce Hollavay
Bruce Mavborne
Carl Schelin
David Cohrs
David Gentzel
David Hairston
Dean Luick
Del Lamb
Deron Meranda
Eric Backus
Eric Hendrickson
Eric R. Smith
Eric S. Raymond
Frederick Roeber
Gil Neiger
Greg Laskin
Gregg QOlson
Gregg Wonderly
Hao-yang Véng

Helge Hafting
Izchaiiller
Janet iz

Jean-Christophe Collet

Jochefkrwied
John Kallen
JohiRupley
John S. Bien
JohnylLee
Jon W({ite
Jonathan Handler
Joshua Delahunty
Keizo Yamamoto
Ken Arromdee
Ken Lorber
Ken Washikita
Kevin Dargy
Kevin Sitze
Kevin Smollowski
Kevin Sweet
Mark Gooderum
Matthew Day
MerlynLeRoy
MichaelAllison
MichaeHamel
MichaeSololov

Brand and product names are trademarksgistered trademarks of their respeetiolders.
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Mike Gallop
Mik e Passaretti
Mike Sephenson
Norm Meluch
OlafSeibert
Pa Rankin
Paul Winner
Pierre Martineau
RalfBrown
Richard Addison
Richard PHughey
Rob Menke
RolanicGrath
RosBrown
ScotR. Turner
StepheBpackman
Stephen White
Steve Qeps
Steve Linhart
Steve VanDevender
Tim Lennan
Timo Hakulinen
Tom Almy
Tom West
Warwick Allison
Yitzhak Sapir
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