A Guide to the Mazes of Menace
(Guidebook for SLASH’EM 0.0.6)

Eric S. Raymond
(Extensively edited and expanded for 3.0 by Mike Threepoint)
(Revised for SLASH’ EM 0.0.3 by Warren Cheung)
(Revised for SLASH'EM 0.0.6 by J. Ali Harlow)

1. Introduction

Recently, you have begun to find yourself unfulfilled and distant in your daily occupation. Strange dreams of
prospecting, stealing, crusading, and combat ka haunted you in your sleep br many months, kut you aren’t
sure o the reason. Yu wonder whether you have in fact been haing those dieams all yur life, and somehaev
managed to brget about them until nov. Some nights yu awaken suddenly and cry out, terrified at the wid
recollection of the strange and paerful creatures that seem to be lurking behindery corner of the dungeon
in your dream. Couldthese details haunting gur dreams be eal? Aseach night passes,qu feel the desie to
enter the mysterious caerns near the ruins grow gronger. Each moming, however, you quickly put the idea
out of your head as wu recall the tales of those who ented the caerns before you and did not return. Even-
tually you can resist the yaming to seek out the fantastic place ingur dreams no longer After all, when
other adventurers came back this way after spending time in the garns, they usually seemed better off than
when they passed though the first time. And who was to say that all of those who did notaturn had not just
kept going?

Asking around, you hear about a bauble, called the Amuleenfiaf by some, which, if you can find it, will
bring you great wealthOne l@end you were toldven mentioned that the one who finds the amulet will be granted
immortality by the godsThe amulet is rumored to be sonieere bgond the \élley of Gehennom, deep within the
Mazes of MenacelUpon hearing the tends, you immediately realize that there is some profound and uraéesto
reason that you are to descend into thexees and seek out that amulet of whichytsgoke. Een if the rumors of
the amules powers are untrue, you decide that you should at least be able to sell the tales of goturasito the
local minstrels for a tidy sum, especially if you encountgrainhe terrifying and magical creatures of your dreams
along the vay. You spend one last night fortifying yourself at the local inn, becoming more and more depressed as
you watch the odds of your success being posted on trewalls getting lever and laver.

In the morning youaake, collect your belongings, and seff §6r the dungeonAfter several days of un-
eventful travel, you see the ancient ruins that mark the entrance to the Mazes of Méniadate at night, so you
malke camp at the entrance and spend the night sleeping under the openrskiesmorning, you ather your gear
eat 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,vuetfie
Amulet of Yendor and escape the Mazes of Menacegaeali

Your abilities and strengths for dealing with the hazards oémtdve will \ary with your background and
training:
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Archeologists understand dungeons pretty well; this enables them te mackly and sneak up on the local
nasties. Thegstart equipped with the tools for a proper scientifipesition.

Barbarians are varriors out of the hinterland, hardened to batilbey begn their quests with naughtibun-
common strength, a trusty hauberk, and a greathimnded sard.

Cavemen andCavewomen start with eceptional strengthui, unfortunatelywith neolithic weapons.

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

Healers are wise in medicine and apothecafhey know the herbs and simples that can restore vijaige
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.

Ice Mages command the forces of coldAn experienced Mage can summon great blizzards yet remain unaf-
fected by the turmoil of the elements.

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

Monks are ascetics, who by rigorous practice ofgbal and mental disciplinesVebecome capable of fight-
ing as efiectively without weapons as withThey wear no armor it male wp for it with increased mobility

Necromancers have celved into the damst 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.

Rangers are most at home in theoads, and some say slightly out of place in a dungé&tey are, havever,
experts in archery as well as tracking and stgaitbvement.

Rogues are agile and stealttthieves, with knavledge of locks, traps, and poisoriBhey specialize in sur
prise, which the employ to great adentage.

Samurai are the elite arriors of feudal Nippon.They are heaily armored It quick, and wear thdai-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 doi’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.

Yeomen are sturdy fighters. Tlyeare famed for their ability to stand doing nothing for hours. It is said that this
is because tlyeare none too bright. &omen can both taka bt of damage and inflict it on others.

You may also choose the race of your character:

Doppelgangers have the awiable 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.

Dwarves are smaller than humans or edy lut are stock and solid indviduals. Dvarves’ most notable trait
is their great xpertise in mining and metabrk. Dwarvish armor is said to be second in quality n@neo the
mithril armor of the Eles.

Elves andDrows are agile, quick, and percegj very little of what goes on will escape an Elthe quality of
Elven craftsmanship oftenvgis them an adantage in arms and armor
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Gnomes are smaller thanut generally similar to darves. Gnomesire knavn to be &pert miners, and it is
known that a secret undgound mine complebuilt by this race ®ists within the Mazes of Menace, filled with both
riches and danger

Hobbits are quick of hearing and sharpee, and though tlyeare inclined to bedt and do not hurry unneces-
sarily, they are nonetheless nimble and deft in theirvemoents. A loe d learning (other than genealogical lore) is
far from general among them. Hobbits ardiclifit to daunt, or to kill, and at need can still handle arms.

Humans are by &r the most common race of the sgd vorld, and are thus the norm by which other races are
often comparedAlthough theg haveno special abilities, tlyecan succeed in grrole.

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 els can attest.

Orcs are a cruel and barbaric race that hatyeliving thing (including other orcs)Above dl others, Orcs
hate Ehes with a passion unequalled, and will go out of thely ¢o kill one at ay opportunity The armor and
weaponsdshioned by the Orcs are typically of inferior quality

Vampires strike fear into the heart of mgnTheir supethuman strength, notoriousderity and resiliance
malke them dificult to defeat while their almostipnotic charm mads them dangerous opponentsefttheir avn
Gods treat ampires with some distaste.

3. Whatdo all those things on the sa@en mean?

On the screen isdpt a map of where you veleen and what you ka sen on the current dungeowde as
you &plore more of the ledl, 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 thaxctégien; 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 ootkeystrokes 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 can &en be dayed by blind players, with the assistance of Braille readers or speech synthesisers.
Instructions for configuring SLASH’EM for the blind are included later in this document.

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.

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 usailthe 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!

1 ——
<. |4, @..$.|
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Player the Rambler  St:12 Dx:7 C0:18 In:11 W9 Ch:15 Neutral
Divl:1 $:0 HP:9(12) Pw:3(3) £:10 Exp:1/19 257 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 eplana-
tions of what the arious status items mean (though your configuration may netdighe status items listed be-
low):

Rank
Your charactes name and professional ranking (based on spegence 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 &ects hov successfully you perform pisical tasks, h@ 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 dects your ability to reoger from injuries and other strains on your stamina.

Intelligence
Intelligence dects your ability to cast spells and read spellbooks.

Wisdom
Wisdom comes from your practicalperience (especially when dealing with magilt)affects your magical
enepy.

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

Alignment
Lawful, Neutral, or Chaotic. Often, Lawnful is taken as good and Chaotic adlebut legd and ethical do not
always coincide. Your alignment influences oother monsters reactward you. Monsters of a lik dign-
ment are more ligy to be non-aggresa, while those of an opposing alignment are morelyiko be serious-
ly offended at your presence.

Dungeon Leel
How deep you are in the dungeolou 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 nuffiberAmulet of éndor is
reputed to be somdere beneath the twentietivée

Gold
The number of gold pieces you are openly carryi@gpld which you hee cncealed in containers is not
counted.
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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.

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

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 points At 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.

Weight
The total weight of all items in yourvantory, displayed if you hee the shonvweight option set. The number
after the slash is your carrying capacity

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 youre confusediFoodPois or Il when
sick, Blind when you carn’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 dedult symbols.Here is a list of what the dailt symbols mean:

- and [The walls of a room, or an open doddr a gave ().

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

A corridor, or iron bars, or a tree, or possibly a kitchen sink (if your dungeon has sinks), aheaidige.
Stairs davn: a way to the ngt level.

Stairs up: a \ay to the preious level.

A closed doagror a pellbook containing a spell you may be able to learn.

Your character or a human.

A pile of gold.

A trap (once you hee cetected it).

A weapon.

’6’-}©+/\V:N:'

—_ N

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

? A scroll.
/ A wand.
= Aring.

! A potion.

( A useful item (pick-a&, 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 fountain.

A pool of water or moat or a pool ofua

An opulent throne.

Q =

-zA-Z and other symbols
Letters and certain other symbols represent #nmuws 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 resection 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 foriWhat 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. Yyping a * lists
your entire imentory, so you can see the ventory letters of gery 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.

You can put a number before some commands to repeat them thatimes; 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 preéid 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:

ESC Cancethe current operation (where applicable) or skip messages.rig¢ha_on_esoption is set, then this
key will access the menusystem when pressed while the prograaitiisgifor a command.

? 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 symbolyen @ whole word)
to explain. Specifyinga location is done by nwing the cursor to a particular spot on the map and then

SLASH'EM 0.0.6 October 7, 2000



SLASH’EM Guidebook 7

pressing one of .., ;’, or ‘. .” will explain the symbol at the chosen location, conditionally check for
“ More info?’ depending upon whether thelp option is on, and then you will be @&skto pick another loca-
tion; ‘; will explain the symbol bt skip aiy additional information; ;" will skip additional info and also not
bother asking you to choose another locatiorxtmene; “’ will shov additional info, if ary, without asking

for confirmation. When picking a location, pressing the ES&Y kiill terminate this command, or pressing ‘?’
will give a bief reminder about it works.

Specifying a name rather than a locatiomagk gives any additional information wailable about that name.
&  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 Figurdf3)ou can sense a monster there, you will fight the mon-
ster instead.Only these one-step mement commands cause you to fight monsters; the othersvjbate

“ safe”
y ku 789
\|/ \|/
h-. -l 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 objects or fightingyen if you remember a monster there)
F[yuhjklbn]
Prefix: fighta monster (gen if you only guess one is there)
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 aqne 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.
"B Borrow (steal) mong from an adjacent monster
c Close a door
Call (hame) an indidual monster
"C  Panic lutton. Quitthe game.
d Drop something.Ex. “d7a” means drop sen items of objech.

Drop seeral things. In answer to the questiotWhat kinds of things do you ant to drop? [!%= aium]you
should type zero or more object symbols possibly feid by ‘a’ and/or ‘i’ and/or ‘u’ and/or ‘m’.

SLASH'EM 0.0.6 October 7, 2000



SLASH’EM Guidebook 8

44" 0o

< <

Da -drop all objects, without asking for confirmation.
Di - examine your imentory before dropping atthing.
Du -drop only unpaid objects (when in a shop).

Dm -use a menu to pick which object(s) to drop.
D%u - drop only unpaid food.

Kick something (usually a door).

Eat food. \ampires cannot eat as suchwdger, they can gain nutrition by draining blood from fresh corpses
using this command.

Engrave a nessage on the flaoEngraving the word “Elbereth’ will cause most monsters to not attack you
hand-to-hand (at 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 one of the objects placed in yourgi You may select ammunition with a pieus ‘Q’ command, or
let the computer pick something appropriataufoquiver is true.

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. A menu shaving the current optionalues will be displayedYou can change mosi&lues simply

by selecting the menu entry for the/gi option (ie, by typing its letter or clicking upon it, depending on your
user interéce). Br the non-boolean choices, a further menu or prompt will appear onoe ydnsed this
menu. Thevailable options are listed later in this Guidebo@kptions are usually set before thente rather
than with the ‘O’ command; see the section on optionsabelo

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.

Select an object for your geer. You can then thre this using the fcommand. (InNetHack \ersions prior
to 3.3 this vas the command to quit tharge, which has nobeen meed to ‘#quit'.)

Read a scroll or spellbook.
Remove an accessory (ring, amulet, etc).
Redrav the screen.
Search for secret doors and traps around yousually tales seeral tries to find something.
Save(and suspend) theagie. Thegame will be restored automatically thexh&@me you play
Throw an object or shoot a projectile.
Take df armor.
Teleport, if you hae the ability
Display \ersion number
Display the g@me history
Wield weapon.
w- - wield nothing, use your bare hands.
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W  Wear armar

X Exchange your wielded weapon with the item in your secondary weaporThBetiatter is used as your sec-
ond weapon in te-weapon combatNote that if one of these slots is emphe exchange still tags place.

X Enter explore (disceery) mode, &plained in its wn section later
"X Displayyour name, role, race, gendand alignment as well as thanous deities in youragme.
"Y  Polymorphyourself, if you hae te ability
z Zap a vand. D am at yourself, use’for the direction.
Zap (cast) a spell.
"Z  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.
* Tell what equipment you are using; combines the precediadyfie-specific commands into one.

&

Count your gold pieces.

+

List the spells you kwa Using this command, you can also rearrange the order in which your spells are list-
ed. Thg are shaovn via a menu, and if you select a spell in that menu liyoer're-prompted for another spell
to swap places with it, and thenyeagportunity to mak further echanges.

—

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

# Perform an gtended commandAs you can see, the authors of NetHack used up all the letters, so this is a
way to introduce the less frequently used commandhat ectended commands areadable depends on
what features theagne vas compiled with.

#adjust
Adjust inventory letters (most useful when tfiginv option is ‘on”).

#borrov
Borrow (steal) mong from an adjacent monstéfyou hare the ability

#chat Rlk to someone.

#conduct
List which challenges you ke alhered to.

#dip Dipan object into something.

#enhance
Advance or check weapons and spell skills.

#force
Force a lock.

®UNIX is a registered trademark of &T.
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#invoke
Invoke an object’s pecial pavers.

#ump
Jump to another location.

#loot Loota box or bag on the floor beneath you, or the saddle from a horse standing ymu.

#monster
Use a monstes'ecial ability (when polymorphed into monster form).

#name
Name an item or type of object.

#offer Offer a sacrifice to the gods.

#pray Prayto the gods for help.

#quit Quitthe program without s&ng your game.
#ride Ride(or stop riding) a monster

#rub Ruba lamp.

#sit  Sitdown.

#technique
Perform a role or race specific technique. A menuwvstgpthe techniquesvailable to your character will be
displayed.

#turn Turn undead.

#twoweapon
Toggle two-weapon combat on orfofNote that you must use suitable weapons for this type of combat, or it
will be automatically turned &f

#untrap
Untrap something (trap, dqair chest).

#youpoly
Polymorph yourself, if you ha the ability

#version
Print compile time options for thiswsion of SLASH'EM.

#wipeWpe of your face.
#?  Helpmenu: gethe list of aailable extended commands.

If your keyboard has a metak (vhich, when pressed in combination with anothey knodifies it by setting
the ‘meta’ [8th, or ‘high’] bit), you can umke mary extended commands by meta-ing the first letter of the com-
mand. InNT, OS/2, and PC SLASH’EM, th&lt’ k ey an be used in thig$hion.

M-2 #twoweapon
M-a #adjust
M-b  #borrav
M-c #chat

M-d #dip

M-e #enhance
M-f  #force

M-i  #invoke
M-j  #ump

M-l #loot
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M-m #monster
M-n #name
M-o #offer
M-p #pray
M-q #quit
M-r  #rub
M-s  #sit
M-t #technique
M-u #untrap
M-v  #version
M-w #wipe
M-y #youpoly
If the number_pad option is on, some additional letter commands aséadle:
] Jump to another locationSame as#ump” or M- ".
k Kick something (usually a doorpame as "D’

I Loot a box or bag on the floor beneath you, or the saddle from a horse stamtliogyne. Same as#loot”
or “M-I'".

N Name an item or type of objeckame as#name’ or “M-N"".
u Untrap a trap, dogor 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, horizonetticailyv
Doorways without doors are not restricted in tlasHion.

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

Secret doors are hiddefYou can find them with the ‘s’ (search) commar@nce 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 ary useful defense grategy.
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There is a special pre-mapped branch of the dungeon based on the classic camptSoloban” T he
goal is to push the boulders into the pits or holth careful foresight, it is possible to complete all of thelte
according to the traditional rules of Sdlan. Somallowances are permitted in case the player gets stuekeven
they will lower your luck.

5.3. Stairs('<’, >")
In general, each Vel in the dungeon will hae a $aircase going up (‘<’) to the primus level and another go-
ing dowvn (*>") to the net level. Thereare somexceptions thoughFor instance, dirly early in the dungeon you
will find a level with two down gdaircases, one continuing into the dungeon and the other branching into an area
known as the Gnomish MinesThose mineswentually hit a dead end, so afteqpéoring them (if you choose to do
s0), youll need to climb back up to the main dungeon.

When you traerse a set of stairs, or trigger a trap which sends you to anotiebrtle level you're learing
will be deactvated and stored in a file on diskK.you’re moving to a preiously visited le@el, it will be loaded from
its file on disk and reastited. If you're mwing to a leel which has not yet been visited, it will be created (from
scratch for most randomves, from a template for some&special’ | evds, or loaded from the remains of an earlier
game for a ‘bones’ | evd as lriefly described bel@). Monstersare only actie an the current leel; those on other
levels are essentially placed into stasis.

Ordinarily when you climb a set of stairs, you will aerin the corresponding staircase at your destination.
However, pets (see belw) and some other monsters will follalong if they're close enough when youvshup or
down stairs, and occasionally one of these creatures will displace you during the\heh that occurs, the pet or
other monster will arvie m the staircase and you will end up nearby

5.4. Ladders(‘<’, *>")

Ladders sem the same purpose as staircases, and théypves of intedlevel connections are nearly indistin-
guishable during@me play

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 befoseltate you (which some monsters can doyv
well).

The commands /" and ‘;" may be used to obtain information about those monsters who are displayed on the
screen. Theommand ‘C’ allevs you to assign a name to a monstdrich may be useful to help distinguish one
from another when multiple monsters are preséssigning a name which is just a space will reeneny prior
name.

The xtended command#chat’ can be used to interact with an adjacent monskaere is no actual dialog
(in other words, you dort’get to choose what ydl'say), lut chatting with some monsters such as a shepér or
the Oracle of Delphi can produce useful results.

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 dart the gme with a little dog (‘d’), cat ('j, hell hound pup "), winter wolf cub ('d"), ghoul ('Z"), or
pory (‘u’), which follows you about the dungeon and fights monsters with yditih the eception of ghouls, your
pet needs food to sumé. It usually feeds itself on fresh carrion and other mekitgou’re worried about it or ant
to train it, you can feed it, too, by thwing it food. A properly trained pet can bery useful under certain circum-
stances.
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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 wilsimilarly, when you trigger certain types of traps which alter your location (for
instance, a trap door which drops you tovadodungeon legl), ary adjacent pet will accompgryou and ay non-
adjacent pet will be left behindrour pet may trigger such traps itself; you will not be carried along witveit &
adjacent at the time.

6.3. Steeds

Some types of creatures in the dungeon can actually be ridden if y@theaight equipment and skillCon-
vincing a wild beast to let you saddle it up ididiflt to say the leastMany a dungeoneer has had to resort to magic
and wizardry in order to fge the allianceOnce you do hze the beast under your controlvever, you can easily
climb in and out of the saddle with the ‘#ride’ commanead the beast around the dungeon when riding, in the
same manner as yowwd move yourself. Itis the beast that you will see displayed on the map.

Riding skill is managed by the ‘#enhance’ commaBee the section on&apon proficiencfor more infor
mation about that.

6.4. Bonedevels

You may encounter the shades and corpses of othenaders (oreen 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 manitems, 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.

As you add items to youryentory, you also add the weight of that object to your loale amount that you
can carry depends on your strength and your constitufibe. stronger you are, the less the additional load will af-
fect you. There comes a point, though, when the weight of all of thdtystufare carrying around with you through
the dungeon will encumber yolYour reactions will get slwer and youl burn calories dster requiring food more
frequently to cope with itEventually you'll be so werloaded that youi' either have o discard some of what yo
carrying or collapse under its weight.

SLASH'EM will tell you hov badly you hae loaded yourself. The symbols ‘Burdened’, ‘Stressed’,
‘Strained’, ‘Owertaed’ and ‘Oerloaded’ are displayed on the bottom line display to indicate your condition.

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 <rolls and potions, are\gn descrip-
tions which \ary according to typeDuring a @me, 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 th&hame’ command for the same purpose & ime, to name all objects of a particular
type or just an indidual object. When you use#name’ on an object which has already been named, specifying a
space as thealue will remave the prior name instead of assigning avmoae.
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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 aays, 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 avk 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, seenr if you are stuck with one,
you can still hae the curse lifted and the item rewsd. Priestsand Priestesses Ve a innate sensitity to this
property in ag object, so the can more easilywwid cursed objects than other character roles.

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
Monk characters are ameeption; thg normally do much more damage with bare hands thandheith weapons.

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, owtira them. You can simply elect to thwoa pear

To shoot an arrev, you should first wield a mg then threv the arrav. An dternatve method wuld be wield
a bow and place the armes in your Quier, ater which you fire the ammunitiorRangers and the kkmay find that
having a bav as their secondary weapon is a useful combination. In order to use a secondary weapon to fire ammu-
nition however, it must first be meed to the primary weapon slot. Th&' command is eailable for this use.
Crossbavs shoot crosslmbolts. Slingshurl rocks and (other) stones @ikems).

Enchanted weapons yea ‘plus” (or “to hit enhancemeritwhich can be either posig# a negdive) that
adds to your chance to hit and the damage you do to a mohk&only vay to determine a weaparenchantment
is to have it magically identified somelwa Most weapons are subject to some type of damageulit. SucH' ero-
sion” damage can be repaired.

The chance that an attack will successfully hit a monater the amount of damage such a hit will do, de-
pends upon marfactors. Amonghem are: type of weapon, quality of weapon (enchantment and/or erozms), e
rience leel, strength, deterity, encumbrance, and proficign¢see bela). Themonsters amor class - a general
defense rating, not necessarily due to wearing of armor -aister ftoo; also, some monsters are particularly vulner
able to certain types of weapons.

Many weapons can be wielded in one hand; some require both héfitsn wielding a tw-handed weapon,
you can not wear a shield, and vicersa. Wherwielding a one-handed weapon, you camehanother weapon
ready to use by setting things up with the ‘x’ command, whxch@nges your primary (the one being wielded) and
secondary weapondAnd if you have proficieng in the ‘two weapon combdtskill, you may wield both primary
and secondary weapons simultaneously; use thewapon’ &tended command to eage or disergge that.On-
ly some types of characters (barbarians, for instanceg, tha necessary skillvailable. Even with that skill, using
two weapons at once incurs a penalty in the chance to hit yget mompared to using just one weapon at a time.

There might be times when yaurather not wield anweapon at all. To accomplish that, wield ‘-’, or else
use theA' command which alls you to unwield the current weapon in addition to takifigtbier worn items.

Those of you in the audience who are AD&D playersvwaathat each weapon whickigts in AD&D does
roughly the same damage to monsters in SLASH'EBdme of the more obscure weapons (such aaktiig lucern
hammer, and bec-de-corbin) are defined in an appendix tiearthed Arcana, an AD&D supplement.

The commands to use weapons are ‘w’ (wield), ‘t" @hiro'f’ (fire, an alternatie way of thraving), ‘Q’
(quiver), ‘X’ (exchange), ‘#twweapon’, and ‘#enhance’ (see hg)o
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7.2.1. Throwing and shooting

You can thrav just about aything via the ‘t" commandIt will prompt for the item to thne; picking ‘2’ will
list things in your imentory which are considered &ky to be thravn, or picking *’ will list your entire iventory.
After you've chosen what to thm you will be prompted for a direction rather than for a specifipetar Thedis-
tance something can be tiwio depends mainly on the type of object and your strenijtfows can be thran by
hand, lit can be thnen much &rther and will be more Iy to hit when thravn while you are wielding a o

You can simplify the thraving operation by using the ‘Q’ command to select your prefefmadsile”, then
using the ‘f command to threv it. You'll be prompted for a direction as alepbut you dont haveto specify which
item to thrav each time you use *f Thereis also an optionautoquiver, which has SLASH’EM choose another
item to automatically fill your quer when the imentory slot used for ‘Q’ runs out.

Some characters will thnomultiple items in a single actiorRangers, for instance, oryame who achiees a
high level of proficieng in the rel@ant weapon skill (in be skill if you' re wielding one to shoot amus, or in sling
skill if you're wielding one to shoot stonesphere is little you can do to control this; if SLASH'EM decides that
you'll be shooting 3 armes on the current shot, then three arsavill travel in the direction yowe indicated, een if
the first or second succeeds in killing theg&r You can gplicitly limit the number of shots by using a numeric
prefix before the ‘t’ or fcommand. Br example, “2f"’ (or “n2f"" if usingnumber_pad mode) would ensure that
at most 2 arnes are shotven if SLASH’EM decides that your skill errants 3.1f you specify a lager number than
would have keen shot (4f"’ in this ekample), youl just end up shooting the same number (3, here) as if no limit
had been specified.

7.2.2. \Weapon proficiency

You will have varying dgrees of skill in the weaponsailable. Weapon proficieng or weapon skills, déct
how well you can use particular types of weapons, andllyloer'able to impree your skills as you progress through
a game, depending on your role, youperience leel, and use of the weapons.

For the purposes of proficiemc weapons hae keen dvided up into @rious groups such as daggers,
broadswrds, and polearmsEach role has a limit on whatvi# of proficieng/ a character can achie for each
group. For instance, wizards can become highly skilled in daggers\asdiat not in svords or bas.

The ‘#enhance’xended command is used twimsv current weapons proficiepgalso spell proficieng and
to choose which skill(s) to impve when youve used one or more skills enough to become eligible to dalke.
skill rankings are‘hone” (sometimes also referred to agstricted’, because you an't be ale to adance), ‘un-
skilled”, “‘basic’, ‘‘skilled””, and *expert’. Restrictedskills simply will not appear in the list siva by ‘#enhance’.
(Divine intenention might unrestrict a particular skill, in which case it will start at unskilled and be limited to basic.)
Some characters can enhance their barehanded combat or martial arty/skil &pert to ‘master’ or “‘grand
master’.

Use of a weapon in which yae'restricted or unskilled will incur a modest penalty in the chance to hit a mon-
ster and also in the amount of damage done when you do hit; at vakithiere is no penalty or bonus; at skilled
level, you receve a nodest bonus in the chance to hit and amount of damage dompestlesel, the bonus is high-
er. A successful hit has a chance to boost your trainiwgrtis the net skill level (unless yowe dready reached
the limit for this skill). Once such training reaches the threshold for thetleed, you'll be told that you feel more
confident in your skills.At that point you can use ‘#enhance’ to increase one or more skillsh skills are not in-
creased automatically because there is a limit to your te¢edlbskills, so you need to aedly choose which skills
to enhance and which to ignore.

7.3. Armor (‘T)

Lots of unfriendly things lurk about; you need armor to protect yourself from theis blISometypes 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 armé&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:
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dragon scale mail
plate mail

crystal plate mail
bronze plate mail
splint mail

banded mail

dwarvish mithril-coat
elven mithril-coat
chain mail

orcish chain mail
scale mail

studded leather armor
ring mail

orcish ring mail
leather armor

leather jackt

no armor 10

oo ~NNOOOOUTOBM”ABMADADWWERE

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 betterdieyvthan 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. Cursegieces of armor usually ha regdive enchantments
(minuses) in addition to being unrewable.

Many types of armor are subject to some kind of damagenlikt. Sucldamage can be repaireBome types
of 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 boxes are hesgy, 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.

Some character roles and some monsterseggtarian. égetarian monsters will typically mer eat animal
corpses, while egetarian players canubwith some rather unpleasant sidéeefs.

You can name one food item after something yoe tikeat with thefruit option.
The command to eat food is ‘e’.

7.5. Scolls (")

Scrolls are labeled withavious titles, probably chosen by ancient wizards for their amuseraker (.
“READ ME; or “THANX MA UD’" backwards). Scrolldisappear after you read thenxdept for blank ones,
without magic spells on them).

One of the most useful of these is Homoll 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
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system mailbox, you must let SLASH'EM lawonvhere 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 youravaite readerso S ASH'EM can shell to it when you read the scroln \ersions of
SLASH’EM where mail is randomly generated internal to thame, these @ronment \ariables are ignoredYou
can disable the mail daemon by turninfitbé& 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 halgmare 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—theon’t require a direction.The number of chges in
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, destrging it in the processA wand may be rechged by using suitable magia)tbdoing so runs the
risk of causing it to xplode. Thechance for such arxplosion starts outery small and increases each time the
wand is rechaged.

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.

When you hee fully identified a particular @and, irventory display will include additional information in
parentheses: the number of times it has been gathdoblloved by a colon and then by its current number of
chages. Acurrent chage count of -1 is a special case indicating that taedshas been cancelled.

The command to use aamd 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 &rying with the type of ring.
The commands to use rings are ‘P’ (put on) and ‘R’ (reno

7.9. Spellbookq'+’)

Spellbooks are tomes of mighty magM/hen studied with the ‘r’ (read) command,ytheansfer to the reader
the knavledge of a spell (and thereforeeatually become unreadable) — unless the attempt backfteading a
cursed spellbook or one with mystic runegdye your len 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 if you have little skill with the appropriate spell type, or cast it at a time when your luck-s par
ticularly bad, you can end upasting both the engy and the time required in casting.

Casting a spell calls forth magical egies and focuses them with your edkmind. 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.
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Just as weapons arevidied into groups in which a character can become proficientagyng dgrees),
spells are similarly groupedsuccessfully casting a spekeecises the skill group; sfifient skill may increase the
poteng of the spell and reduce the risk of spaildre. Skillslots are shared with weapons skil{See also the sec-
tion on ‘Weapon proficienc’.)

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

The command to read a spellbook is the same as for scrolls, ‘r' (r€kad):+ 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 witarious purposesSome tools hae a Imited number of uses, akin to
wand chages. or example, lamps tlrn out after a while Other tools are containers, which objects can be placed
into or talen out of.

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

7.10.1. Containers

You may encounter bags, bes, and chests in yourweds. A tool of this sort can be opened with tH#dot”
extended command when you are standing on top of it (that is, on the same floor spot), or with the ‘a’ (apply) com-
mand when you are carrying iHowever, chests are often loekl, and are in gncase unwieldy objectsYou must
set one den before unlocking it by using &k a lock-picking tool with the ‘a’ (apply) command, by kicking it
with the "D’ command, or by using a weapon to force the lock with'#ferte” extended 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.

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 generafly lieis rumored that some statues are
not what thg seem.

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

7.14. Gold('$)

Gold adds to your score, and you cary things in shops with itThere are a number of monsters in the dun-
geon that may be influenced by the amount of gold you are carrying éspepk aside).
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8. Conduct

As if winning SLASH’EM were not dffcult enough, certain players seek to challenge themsdly impos-
ing restrictions on the ay the/ play the @me. Thegame automatically tracks some of these challenges, which can
be checkd at ag time with the #conduct command or at the end of tregy Wheryou perform an action which
breaks a challenge, it will no longer be listéithis gives payers &tra “bragging rights’f or winning the gme with
these challenged\ote that it is perfectly acceptable to win theerge without resorting to these restrictions and that
it is unusual for players to adhere to challenges the first tingentimethe game.

Several of the challenges are related to eating tieina The most dificult of these is the foodless challenge.
Although creatures can suweilong periods of time without food, there is aypiblogical need for ater; thus there
is no restriction on drinking berages, een if they provide some minor food benefit€alling upon your god for
help with staration does not violate griood challenges either

A strict vegan diet is one which woids arty food derved from animals. The primary source of nutrition is
fruits and egetables. Thecorpses and tins of blobs (‘b’), jellies (Yj), and fungi (‘F’) are also considered to be
vegetable matter Certain human food is prepared without animal products; nadeshbas \&fers, cram rations,
food rations (guyoki), K-rations, and C-rationsMetal or another normally indigestible material eaten while poly-
morphed into a creature that can digest it is also considegal food. Notehowever that eating such items still
counts aginst foodless conduct.

Vegetarians do not eat animals;wever, they are less seleate éout eating animal byproducts thaegans.
In addition to the ggan items listed abee, they may eat ap kind of pudding (‘P’) other than the black puddings,
eggs and food made fronggs (fortune cookies and paneak food made with milk (cream pies and candy bars),
and lumps of rgal jelly. Monks are gpected to obseeva \egetarian diet.

Eating ay kind of meat violates theegetarian, egan, and foodless conduct$his includes tripe rations, the
corpses or tins of gnmonsters not mentioned al® and the \arious other chunks of meat found in the dungeon.
Swallowing and digesting a monster while polymorphed is treated as if you ate the csemtyose. Eatindeather
dragon hide, or bone items while polymorphed into a creature that can digest it, or eating monster brains while poly-
morphed into a (master) mind flayer considered eating an animal, althougéxis only an animal byproduct.

Regardless of conduct, there will be some items which are indigestible, and others which are hazardous to eat.
Using a swallow-and-digest attack agnst a monster is equaent to eating the monstertorpse. Pleasrote that
the term ‘vegan” is used here only in the conteof diet. You are still free to choose not to use or wear items de-
rived from animals (e.g. leathedragon hide, bone, horns, coralytlthe gsme will not leep track of this for you.
Also note that‘milky” potions may be a translucent whiteyt they do not contain milk, so theare compatible
with a vegan diet. Slimemolds or playedefined ‘fruits’’, although thg could be agthing from ‘cherries’ to
“ pork chops; are also assumed to began.

An atheist is one who rejects religioithis means that you cannot #prégffer sacrifices to angod, #turn
undead, or #chat with a priesRPaticularly selectie readers may gue that playing Monk or Priest characters
should violate this conduct; that is a choice left to the pla@#rering the Amulet of ¥ndor to your god is neces-
sary to win the gme and is not countedaigst this conductYou ae also not penalized for being spokto by an
angry god, priest(ess), or other religious figure; a true atheigtivhear the wrds lut attach no special meaning to
them.

Most players fight with a wielded weapon (or tool intended to be wielded as a weapoither challenge is
to win the @me without using such a wielded weapdiou ae still permitted to thne, fire, and kick weapons; use
awand, spell, or other type of item; or fight with your hands and feet.

In SLASHEM, a pacifist refuses to cause the death gfotimer monster (i.e. if you suld get &perience for
the death).This is a particularly difcult challenge, although it is still possible taiig experience by other means.

An illiterate character cannot read or wriEhis includes reading a scroll, spellbook, fortune cookie message,
or t-shirt; writing a scroll; or reading (or making) an engrg of arything other than a singlé’ (the traditional
signature of an illiterate personReading ay item that is absolutely necessary to win tlaeng is not counted
against this conductThe identity of scrolls and spellbooks (and Wiexige of spells) in your startingventory is
assumed to be learned from your teachers prior to the start cdrtreeand isit’counted.
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There are sral other minor challengedt is possible to eliminate a species of monsters by genocide; play-
ing without this feature is considered a challengeu can change the form of wmbject into another object of the
same type {polypiling’’) or the form of your wn body into another creaturépplyself”) by wand, spell, or potion
of polymorph; aoiding these décts are each considered challengégally, you may sometimes rewei wishes; a
game without an attempt to wish for an object is a challenge, asaisia without wishing for an aréitt (even if the
artifact immediately disappears).

9. Options

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

9.1. 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.

9.2. 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 dharacter string as alue. You can set string options by typing
the option name, a colon or equals sign, and thenalue of the string.The \alue is terminated by the xtecomma
or the end of string.

For example, to set up an @¥inonment \ariable so thatautoquiver” is on, “autopickup’ is df, the name is
set to “‘Blue Meanie’, and the fruit is set tdpgapaya’, you would enter the command

% seterv SLASHEMOPTIONS "autoqui ver,\'autopickup,name:Blue Meanie,fruit:papaya”
in csh (note the need to escape the ! sincegitcial to the shell), or

$ SLASHEMOPTIONS="autoqui ver,'autopickup,name:Blue Meanie,fruit:papaya"

$ export SLASHEMOPTIONS
in sh or ksh.

9.3. 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, object 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 “TILESET=" defines a tile set in the same syntax as in SLASHEMOP-
TIONS (although the options are féifent). See the section on tile sets, Wefor more information.Any line start-
ing with ‘#’ is treated as a comment.

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

9.4. 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.

align Your starting alignment (alignudul, align:neutral, or align:chaotic)You may specify just the first letter
The deéult is to randomly pick an appropriate alignme@annot be set with the ‘O’ command.
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autopickup
Automatically pick up things onto which you me(default on).

autoquver
This option controls what happens when you attempt tl{éré) command with an empty qer. When true,
the computer will fill your guier with some suitable weaporNote that it will not tak into account the
blessed/cursed status, enchantment, damage, or quality of the weapon; you are free to manually fill your
quiver with the ‘Q’ command insteadf no weapon is found or the option &de, the ‘t’ (throv) command is
executed instead(default false)

BIOS
Use BIOS calls to update the screen display quickly and to reaeéyhedakd (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:Morris). Cannotbe set with the ‘O’ command.

character
Pick your type of character Xe“character:Monk); synorym for “role”. See*“name’ for an alternate
method of specifying your roleNormally only the first letter of thealue is @amined; the stringrandom’ is
an eception.

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

checkspace
Check free disk space before writing files to diskgd#fon). You may have o turn this of if you hare nore
than 2 GB free space on the partition used for your sad level files. Onlyapplies when MFLOPPY as
defined during compilation.

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 dungeorfédts/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 thatveaeen \anquished ¢’), and
listing monster species thatdgakeen genocided ('g’), and displaying your conduct ('dJote that the an-
quished 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 dungeoragitef |-------- [|.- |+ BH<><> |\W{}.}. 44 #]).

The dungeonoption should be follwed by a string of 1-42 characters to be used instead of taeltdefap-
drawing charactersThe dungeon map will use the characters you specify instead of thétdgimbols, and
default symbols for anyou do not specify Remember that you may need to escape some of these characters
on a command line if tiyeare special to your shell.

Note that SLASH'EM escape-processes this option string imentional C aishion. Thismeans that *\' is a

prefix to tale the folloving character literally Thus ‘\' needs to be represented as ‘Whe special escape
form ‘\m’ switches on the meta bit in the fallong characterand the " prefix causes the folleng character
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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 dogrhorizontal open dootvertical closed doorhorizontal closed dogiiron
bars, tree, floor of a room, dark corridtit corridor, sairs up, stairs den, ladder up, ladder dém, altar
grave, throne, kitchen sink, toilet, fountain, pool or moat, icealaertical lavered dravbridge, horizontal
lowered dravbridge, \ertical raised dnabridge, 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 special feot$ (dehult
“IAWEDOR@*-WNW-/-N NN NN N\ NN N/ [\ The effects option should  be
followed by a string of 1-83 characters to be used instead of theltdgiecial-décts charactersThis string
is subjected to the same processing agltimgeonoption.

The order of the symbols isertical beam, horizontal beam, left slant, right slant, digging beam, camera flash
beam, left boomerang, right boomerang, four glyplkingithe sequence for magic resistance displays, the
eight surrounding glyphs for silowed displaynine glyphs each for magical, fire, cold, death, lightning, poi-
son and acidxplosions. Anexplosion consists of threews (top, middle, and bottom) of three characters.
The eplosion 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.

eight_bit_tty
Pass eight-bit charactemlues (for gample, specified with thigaps option) straight through to your terminal
(default of). Only applies to the tty port.

extmenu
Changes thextended commands intede to pop-up a menu ofallable commandslt is keystroke compati-
ble with the traditional integfce &cept that it does not require that you hit Enkers implemented only by
the tty port (dedult off), when the gme has been compiled to support tty graphics.

female
An obsolete syngmm for “gender:femalé. 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 (ex. “fruit:mango”) (default “slime mold’). Basicallya ros-
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 alrgestlyneSLASH’EM, so dort’
use those.

gender
Your starting gender (gender:male or gender:fematey may specify just the first letteiAlthough you can
still denote your gender using tHmale” and “female” options, the ‘gender’ option will take precedence.
The deéult is to randomly pick an appropriate gend@annot be set with the ‘O’ command.

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

help If more information is\ailable for an object locdéd 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?”
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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 X11 and Qt interices in tile mode, display a heart symbol near gatthe GTK in-

terface in tile mode, display a red box around the pet.

horsename
Name your starting horsexe‘horsename:fligger’). Cannotbe set with the ‘O’ command.

IBMgraphics
Use a predefined selection of IBMtended ASCII characters to display the dungeteced/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.

ignintr
Ignore interrupt signals, including breaks @léf of).

invweight
Display the weights of items in younientory (and at other times) in braces @éf of).

keep_saefile
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 #raey(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
An obsolete synogmm for “gender:malg. Cannotbe 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 intenasthen 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 memlemented by the X11, GTK and tty poriSe-
fault ’-".

menu_deselect_page
Menu character accelerator deselect all items on this page of a ingsiamented 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_ivert_all
Menu character accelerator twért all items in a menulmplemented by the X11, GTK and tty port®e-
fault’'@’.
menu_ivert_page
Menu character accelerator tovért all items on this page of a menimplemented only by the tty port.
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Default ™.

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_on_esc
Make the ESC ky a ynorym for the ” (main menu) command (dadlt on).

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 ménplemented by the X11, GTK and tty port®e-
fault ..

menu_select_page
Menu character accelerator to select all items on this page of a tneplemented only by the tty porDe-
fault ’,’.

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, piercemuadruped, rodent, spiderapper or lurkr abae, horse or unicorn, ar-
tex, worm, xan or other mythicadhtastic insect, light, Zouthern aminal, angelic being, bat or bird, centaur
dragon, elemental, fungus or mold, gnome, giant humanoigjble monsterjabbervock, Keystone kop,
lich, mummy naga, ogre, pudding or ooze, quantum mechanic, rust mosssde, troll, umber hulk, &m-
pire, wraith, xorn, yeti or ape or otherdarbeast, zombie, human, ghost, golem, demon, sea madasiet,
long worm tail, and mimic.Cannot be set with the ‘O’ command.

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

name
Set your charactes’rame (dedults to your user name)ou can also set your charactermle by appending a
dash and one or more letters of the role (that is, Hixswf one of-A -B -C -F -H -I -K -M -N -P -Ra -Ro -S
-T-U -V -W -Y). If -@ is used for the role, then a random one will be automatically ch@&samot 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 (@it of).

number_pad
Use the numberdys 1 move instead of [yuhjklbn] (defult of).

objects
Set the characters used to display object classesu({g)[="(%!?+/$*'0_." ). Thisstring is subjected to the
same processing as tdengeonoption. Theorder of the symbols is ilggl-object (should neer be sen),
weapon, armoring, amulet, tool, food, potion, scroll, spellbookand, gold, gem or rock, boulder or statue,
iron ball, chain, andenom. Cannadbe set with the ‘O’ command.
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paclorder
Specify the order to list object types in (@eit “")[%?+!=/(*0_""). The value of this option should be a
string containing the symbols for tharious object typesAny omitted types are filled in at the end from the
previous order

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 multiple type &fogsts.
ble values are'¢at” and “dog”. Cannotbe set with the ‘O’ command.

pickup_lurden
When you pick up an item thatowld exceed this encumbrancevé (Unburdened, Burdened, streSsed,
straiNed, eerTaxed, or @erLoaded), you will be agld if you want to continue (Default 'S’).

pickup_types

Specify the object types to be pétkup wherautopickup is on. Default is all types.
prayconfirm

Prompt for confirmation before praying (deft on).

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.

pushweapon
Using the ‘w’ (wield) command when already wielding something pushes the old item into your secondary
weapon slot (defult of).

race Selectgour race (for gample, ‘race:humari). Default is random.Cannot be set with the ‘O’ command.

radar Displaya radar (verview) map, useful when using @ tiles. Implemented only by the GTK port (@t
off).

rawio
Force rav (non-cbreak) mode fomaéter 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.

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

role
Pick your type of characterXe‘role:Samurarl); synorym for “character. See“name’ for an alternate
method of specifying your roleNormally only the first letter of thealue is @amined; ‘r’ is an rception
with “Rogue’, ‘‘Ranger’, and ‘random’ values.

safe_pet
Prevent you from (knavingly) attacking your pets (dadilt 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
Shaw 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).
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shavweight
Shaow total weight in inentory on bottom line (delult 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).

suppress_alert
This option may be set to a SLASHEMsion leel to suppress alert notification messages about feature
changes for that and prioessions (8. “suppress_alert:0.0.¢.

tiles Thisoption may be set to the name of a tile set to use, or specifiedties” to disable the use of tiles. Not
all windowing interfaces support this option. The tile set named must also be defined. See the section on tile
sets for more information on that.
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 sendingxdra characters to the screeffApplies to ‘tty’’ interface only; X11'" and “GTK’’ interfaces
always uses a timer based deldyhe de#ult 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 wingding 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 &g “ "), The traps 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,
rolling boulder trap, sleepingag trap, rust trap, fire trap, pit, spik pit, 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 (dehult on).

videocolors
Set the color palette for PC systems using NO_TERMSte#-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 iegl of the three gray scalevailable (defwlt dark normal light, PC SLASH'EM 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.

windowtype
Select which windwing system to use, such &sy*’ or “X11"" (default depends onersion). Cannobe set
with the ‘O’ command.
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wolfname
Name your starting alf (ex. “wolfname:Beasl. Cannotbe set with the ‘O’ command.

9.5. Tile sets

For those windwing ports which support tiles (multicolored pictures instead of the traditional characters), tile
sets can be defined using a line in the configuration file tiggtHENILESET=". There should be one tile set defi-
nition line for each ilable tile set. Once defined, tile sets can be selected for initial display (using the tiles option)
or dynamically selected during tharge (for those windweing ports that support this).

A “TILESET” line has the same syntax as'@PTION” line kut with the follaving options gailable:

name Thename of the tile set (for selection). This can b siing of charactersxeluding the comma. It must be
specified.

file  Thename of the file which contains the tile set. This must be specified.

transparent
Marks a tile set as being transparent (as opposed to opagae3padrent tile sets alloeg., monsters to be
displayed on top of the backgroundile sets must be designed to be used in tlag i order to achie
meaningful results. This option is ignored by winiltg ports which do not support transparenc

pseudo3D
Marks a tile set as being designed for use with Mitsuhiro Itakpsgudo-3D display algorithm. There as-
sumed to hee a offset-X \alue equal to one third of the total tile width and asesfY value equal to one
half of the total tile height. Such tile sets are not compatible with standard tile sets and while arfetig ef
can be created by setting this option incorrecibyhing useful can be achied. Windowing ports that do not
support pseudo-3D display will ignore tile sets with this option set.

9.6. Configuring SLASH’EM f or Play by the Blind

SLASH'EM can be set up to use only standard ASCII characters for making maps of the dungeons. This
malkes the MS-DOS ersions of SLASH’EM completely accessible to the blind who use speech and/or Braille ac-
cess technologiesPlayers will require a goodarking knavledge of their screen-readeréview features, and will
have 1o know how to navigate horizontally andertically character by charact@hey will also find the search capa-
bilities of their screen-readers to be quitduable. Be certain taxamine this Guidebook before playing so youéha
an idea what the screen layout ilikou’ll also need to be able to locate the PC cursas dways where your
character is located. Merely searching for an @-sign will ne&al find your character since there are other hu-
manoids represented by the same sigmur$creen-reader should alswéa finction which gres you the rav and
column of your reiew cursor and the PC cursofhese co-ordinates are often useful wirgg players a better sense
of the overall location of items on the screen.

While it is not dificult for experienced users to edit tdefaults.nhfile to accomplish this, nices may find
this task somg&hat daunting.Included in all dficial distributions of SLASH’EM s a file calletiHAccess.nh Re-
placing defaults.nh with this file will cause the @me to run in a manner accessible to the blind. After yoe ha
ganed some xperience with the@me and with editing files, you mayant to alter settings to better suit your pref-
erences. Instructions onvudo do this are included in thlHAccess.nhfile itself. The most crucial settings to neak
the came accessible are:

IBMgraphics

Disable IBMgraphics by commenting out this option.
menustyle:traditional

This will assist in the integice to speech synthesizers.

number_pad
A lot of speech access programs use the nupdztto reiew the screenlf this is the case, turn fothe num-
ber_pad option and use the traditional Rogue-diknmands.

Character graphics
Comment out all character graphics sets found near the bottom aéfthdts.nhfile. Mostof these replace
SLASH’EM s default representation of the dungeon using standard ASCII characteramgtarfcharacters
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from extended character sets, and theseier characters can ayszreen-readers.

10. Scoring

SLASH’EM 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 gined, hav much loot you accumulated, Wwo
deep you eplored, and har the game endedlf 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 talke ane last hit
at that monster and possiblydj or quit and stop with whater you have. If you quit, you leep all your gold, it if
you swing and \ie, you might find more.

If you just want to see what the current top playeasigs list is, you can tyashem -s albn most ersions.

11. 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 thente. Theother benefits of @lore mode are left for the trepid
reader to disoger.

12. 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.

SLASH’EM is the product of literally dozens of peogl&ork. Mainevents in the course of theame deel-
opment are described belp

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 moordinated a major veite of the gme, heading a team which includéen Arr omdeg 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.
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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, avedventurous souls undertook their
own modification to the sacred NetHack formulam Proudfoot andYuval released Nethack++yhich was rapid-
ly renamed Nethack--contained n& monsters, itemand other miscellaneous modifications.

Headed byMik e Sephensonand coordinated byzchak Miller and Janet Walz, the deelopment 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 W({tte 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 was responsible for the VMSssion of NetHack 3.1Michael Allison ported
NetHack 3.1 to Widows NT.

Dean Luick, with help fromDavid Cohrs, devdoped NetHack 3.1 for X11Warwick Allison wrote a tiled
version of NetHack for the Atari; he later contribd the tiles to the @&eam and tile supportas then added to
other platforms.

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 modificationsthis is perhaps the best kmo
of the Nethack modificationsSix versions of this,ending with SLASH V6,are knavn to «ist.

The 3.2 deedlopment team, comprised dflichael Allison, Ken Arromdee David Cohrs, Jessie Collet
Steve Greps, Kevin Darcy, Timo Hakulinen, Steve Linhart, Dean Luick, Pat Rankin, Eric Smith, Mik e
StephensonJanet Walz, and Paul Winner, released &rsion 3.2 in April of 1996.

Version 3.2 markd the tenth anmérsary of the formation of the ddopment team.In a testament to their
dedication to the @me, all thirteen members of the originaleepment team remained on the team at the start of
work on that releaseDuring 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 passedya That release of theagne vas
dedicated to him by the dgdopment and porting teams.

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 April 199With the release of Ward Ratch
1.0.

Warwick Allison also ported NetHack to use the Qt inded.

SLASH V6 was picled up byEnrico Horn, who managed to synchronize it with the 3.2 sourtlee nev
SLASH 4.1.2 vas released asif back as Neember 1996 went through at least 4 edils (E5, E6, E7) with the
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latest \ersion being 4.1.2E8synchronized with Nethack 3.2.2 and the Blackratdption aailable, releasedn
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 additions ledeatually to SLASH’EM 0.0.5E7F1Steven Uy gen-
erously made additional modifications.

Dirk Schoenbemer continued updating the SLASH/SLASH’EM monster tild$e also ported SLASH'EM
to Linux.

Lief Clennon ported SLASH'EM to OS/2 EMX.
Kevin Hugo ported SLASH’EM to Macintoshand also contrilted additional changes and impements.

Robin Johnsonfinished the arduous task of diag tiles for the SLASH'EM monsterd-e also contribted
mary more nav tiles.

Kevin later joined the DéTeam and incorporated the best of these ideas in NetHack 3.3.

JNetHack (the Japanesersion of NetHack) has been around since at least 19@doped by Issei Numata
and others. The GTK intexte vas written for this ariant and released in 1999.

Mitsuhiro Itakura headed a team whichghe the process of rednang the NetHack tiles in 8-bit color at
32x32 piels.

The 3.3 deelopment team consisted bfichael Allison, Ken Arr omdee David Cohrs, Jessie Collet Steve
Creps Kevin Darcy, Timo Hakulinen, Kevin Hugo, Steve Linhart, Dean Luick, Pat Rankin, Eric Smith, Mik e
StephensonJanet Walz, and Paul Winner.

As with version 3.2, g@rious people contrilied to the gme as a whole as well as supporting ports on the dif-
ferent platforms that NetHack runs on:

Pat Rankin maintained 3.3 for VMS.

Michael Allison maintained NetHack 3.3 for the MS-DOS platforfPaul Winner andYitzhak Sapir pro-
vided encouragement.

Dean Luick, Mark Modrall , and Kevin Hugo maintained and enhanced the Macintosh port of 3.3.
Michael Allison maintained and enhanced 3.3 for the Microsafidivs NT platform.

Ron Van Iwaarden took over responsibility for the OS/2 port.

The Amiga port of NetHack vas resurrected for 3.3.1 Bgnne Salmijarvi.

The Atari port of NetHack &s resurrected for 3.3.1 Bhristian ‘‘Mar vin'’ Bressler.

Warr en Cheungcombined SLASH'EM 0.0.5E7F1 and NetHack 3.3 to create SLASH’EM 0.0.6 and contin-
ues to maintain the DOS and Microsofindows ports.

J. Ali Harlow incorporated the GTK inteate and Mitsuhiro ltakura’'32x32 tileset into SLASH’EM 0.0.6
and maintains the UNIX port of SLASH'EMPeer Makholm maintains the Debian package.

Paul Hurtley maintains the M& port of SLASH’EM.

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:
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Adam Aronav
Andy Church
Andy Swanson
Ari Huttunen
Barton House
Benson I. Magulies
Bill Dyer
Boudevijn Waijers
Bruce Cox
Bruce Hollavay
Bruce Mavborne
Carl Schelin
Chris Russo
David Cohrs
David Damerell
David Gentzel
David Hairston
Dean Luick
Del Lamb
Deron Meranda
Dylan O’'Donnell
Eric Backus
Eric Hendrickson
Eric R. Smith
Eric S. Raymond
Erik Andersen
Frederick Roeber
Gil Neiger
Greg Laskin
Gregg QOlson
Gregg Wonderly
Hao-yang Véng
Helge Hafting

Irina Rempt-Drijfhout
Izchak Miller
Janawalz
Janne Salmijarvi
Jean-Christophe Collet
Jochefkrwied
John Kallen
JohrRupley
John S. Bien
Johnry Lee
Jonw{tte
Jonathan Handler
Joshua Delahunty
Keizo Yamamoto
Ken Arromdee

Ken Lorber
Ken Washikita
Kevin Dargy
Kevin Hugo
Kevin Sitze
Kevin Smollowski
Kevin Sweet
Lars Huttar
Mark Gooderum
Mark Modrall
Marvin Bressler
Matthew Day
Merlyn LeRy
MichaelAllison
MichaelFeir
MichaeHamel
MichaeSololov
Mike Engber

Brand and product names are trademarksgistered trademarks of their respeetiolders.
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Mike Gallop
Mik e Passaretti
Mike Sephenson
Norm Meluch
Olaf Seibert
Rt Rankin
Paul Winner
Pierre Martineau
Ralf Brown
RichardAddison
RichardBeigel
Richard PHughey
Rob Menke
Robidohnson
Rolan#cGrath
Ronvan lwaarden
RonneMiller
Ross Braevn
Sascha Wstmann
Scott R. Tirner
StepherSpackman
Stephen White
Steve Qeps
Steve Linhart
Steve VanDevender
Tim Lennan
Timo Hakulinen
Tom Almy
Tom West
Warren Cheung
Warwick Allison
Yitzhak Sapir
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