


LOADING
AMSTRAD: Press the CTRL and ENTER burton together. Press PLAY snd then any key
on the
MiType LOAD - and I:NTY_R,FanlAVanmwd
PLAY on recorder.
Asil the Able sto0d in three m(hnofwn:'-'d surveyed one of the most disal
dungeons be had ever been thrown into .. ¥ seconds carier. he was uting in front of the

that famed The Golden Thuribl
pastime of Wizard-Baiiog,
‘What a good story eling about Therion,
Bl really. the badd h

The crowd parted as Therion strode across the floor, dangerous in all his 10 degrees
nﬂmn—‘lu"nchluﬁnpmdﬂunghll several hundred leagues across
sle called

I the dark twilght, Axil tuted - mmmmw-‘-uw he cammed
and. on a nearby table,

The tice read as follows -

Convocation of vanous nmmvy Princes, lbrpoum-n of et i, m,un--a

e o o o0 o th uv.hnmrpduvk
for such books

‘Unfortunately,
contents page Bmmnnunhu-hukf«nmusn.-unhuh
marched for the door in search of a way out

DUNGEONS AND HOW TO SURVIVE THEM
P u-anoa.mnmmm

Demons, Traps. s and e

b f skl and
Yorrm) el e wed vaesfrsamina, il and

aligned you think skill counts for more than
waming
When saving il foraV !
Version letters

Stamina,

2530 casyway diffcult choice v youto
save Axil's current experience and Grade. and rome) ol
G ith the Program i all done through yin
the section of Merphish
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STATUS

fyou run out of Stamina, you Di
conflicour Luck will floence stualy i your acpom.
Combat

buttak

ill and Luck.

e b

Other Locks

can be apened by Magical passwordhs.

STUCK?
fyou'rereally stuck, sk Apex - or try Examine OBJECT.

MERPHISH AND HOW TO SPEAK IT
Alimputis in Merphish.

Al commands take the form
Keyword (Object followed by Retum/Ester.

it North-E:

. and a final

of Retum to be

There follows a st of Merphish Keywords:
N.North N.E North-cast

[ Screen.

X ~(Object) Examine the named object.

P ~{Object) Pick up the named object.
D ~(Object) Drop the named object.

Spells
1 ~{Object)fnvoke the named Demon

B ~(Object) Blast the named objector Momter.
F - ~(Object) Freeze the named object or Manster.

Hereare thge Merphinh object ames
ASMODEE  ASTAROT AXIL BELEZIMII BOOK
BOX BOTTLE LOAF CANDLE

EMON  MAGOT OBJECT YAILF WALL
MONSTER SWORD ROCK SIGN RUBY

Cmmnannumwlnhllv-l»

(e e are v.the final optional)
h Mesinst by
vou are addressing.

ASMODEE - The Great Destroyer whose number is 122
ASTAROT - The Spirit of Assemblage whose nurmber is 1376
BELEZBAR - The Master of Flies whose number s 20
MAGOT - The Diviner whose number is 43
And the number of Magick is 1 but the number of the Great Abyws s 24
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SPECTRUM 128 128+2

“Be Thou warned -
attempt no
conjuration except
that ye possess the
Talisman; neither
approach nor toucha
Spirit, for the
Demonic folk are
quick to cut Mortality
to the bone ...”

SCREEN SHOTS FROM
THE SPECTRUM VERSION




