


0Jt,Ce. their dailt ~ w-ere. 

~ hdl1 each, l::O"Ul1fl 111AJ1, wirn£l f-W"Sli,e, a.. 

co-tt.rse. ef ref.a_~ a..c.cording- br his ri,a;t:w-e.. 

H.o-wev-er1 t:fu-t each, ~ t:fu_ t:inu. wirn£L scron, 

c.o-nt£-~ ref.a_~ wirn£L give. w-a..t br 

training-for their lives'~. 

)~1 t:fu_ el.Jest1 wirn£l f-W"Sli,e, 

g-a.mes ef G-attle. bt fan-ctintf himself as a.. 

great w-arrior1 or a.Jt, a.Jnvral on, the. hig-h, 
se.as e.ngagd in, fierce. co-mlrat against 
fearless marruuli.ng- pirates. H.e. wirnLl 
nvi, ruuL sho-id: as 11.,e. ~Lt 
~ on,e. ~foe. a..fw" 

ruurth.,er. wi.tl1.in., a.. te.a.r1 J~ 
wirnLL G-egm his training- as a.Jt, 

a.fFen;tLce_ ivuler his fa±her1 
Learning t:fu_ skills ef swvrdsm.a-nshif-- ruuL 
stra±-.etft-
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Phill.if-1 tfu- s ec.ond, frrv-ther1 w-a.s 
often, fnm,J eng-ag-d with the-~I eitlier 

trading sharf- wi:t:1 or f!~ at 

dice_! £L f!ant-e- with ~ h,e had, 
greats kill ruuL £Ls hare- e..z:e... 1-f.e_ had, £L 

~for alw-a_z:s f!e±ting what ke 
w-tLl1bd1 ~ nuuk e-eo-fi_e_ 
seLlom, trust ~ His 
ap-ereniiceship- wmJJ, fregm in- bvv-

z:e.a.rs1 ruuL i± wirnU fre.. tzr the- vilLige.. 
falco-n,er1 wfur train,ed, the-force­
~ &irds. 

.2 

J---f.cnvever1 an, er-trenu.lz: 
&ng- ruuL harsk winbT tkat 
enk-J in, a_ JuM_e_ ruuL erratic 
sf-Mt! cka-ngd tke fot:w"es for 

th,e brv-thers. Tbe.. were. ma.n,z: 
cra-f-failw-es in- tke li:uuL ruuL foa-J 
w-a.s scarce- alL lTVer1 z:et this w-a.s iurt 

alL1 tbe.. were. greater tr~ 
z:et tzr C01'11.£-. Th,e KLng-' s RCU1ffers1 
w-a.rdens of the-forest ruuL 

w-iLLerbk1 had, r~ mass migrations of 
a-gres ruuL f!a-~~ fcrrn, tke far ~~ 
~. Th-ez: tra_ve.1.ecL s<rt.dh tzrw-a.rds tke 
C£ntrai bk1 Sco-tifi.ng-th_e li:uuL for foa-JI 
clestraz:i.ng- alL in- their 
w-ak..e... 

T~1~ 
nig-h±r as tke vilLige.. 
[a,z: a.slee-£2-1 a_ strCU1ffe..1 
rn-z:s-w-Urn.s thing­
a-C£LVTd. A~ eerie. chifL 

e-a.ssd tkr~k tke 
tirn.b-ers of the- srn,aJl 
hnvn,I ruuL e-eo-fi_e_ 
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s hiv-erd in- t:heir G-eds ~f-e.ct:edlt as 
a. &ng, ~ w-ailing w-as he.arJ 
cv-rnin.g-frcnn., the- sire.et:. wlun, the­
Urwnsfor.£ e-eereJ frcnn., tfu_u~ 
wUulavvs I the-t S lLW"" Q._ dark_/ ho-trJd 
figw--e., a e ea ren±Lt forai::Uitr a..G-trv-e. 
the-grcnvul as it nvrvd thrcrngh, the­
rniJdle_ ef the- vilLie-~ As the-folk_ 
w-a.tch,ed,1 a. coil seenud ta- f-4.l.L ai: 

t:heir spirits, Jra.ining a.w-a..r t:heir vim[ en£-r8Y: 
Behuul the- dark_ figw--e.1 marching- in- ranks 1 

w-as an, a..rrn,t ef de.iuL corpses1 an,J ~ 
s ~. Armd with, swords an,J ma.ce.s / the-t 
G-e_gan, f-e-'formintf Strrn,e. ~ rintal1 which, 

fasted, till ckwn,. 

Th,ai: 

rn,trrning-1 Q._ ~ ef 
the- hrwnsfol£ w-as fidd,. 

Th,e. rn,a..ttrr w-as ~ 
trv-er the- ni-gh:i s eve.n;ts 1 

G-eca.LLSe. for man,t te.a..rs the. 
vifLig-e. h,a._J ~ ~ 

t:heir fut s h,rin,e. Q._ f.o-w-erfoL 
talisman, against: s~ evil 

'f 

s piriXs. Th.is talisman, w-as a. small carving ef a. 

6..JL which, w-as G-elievd ta- h,a..v-e. a. spirit t:h,ai: 
w-as b.rtr srr-crng for an,t ivuie.a.J cren.t:Ltre. w-

~~ Th,e. 1J«-sfio-ri__ w-as Strc:TJt, 

a.nsw-erd1 h,v-w-ever1 ~ it w-as 
discoverd t:h,ai: the. talisman, h,a..J 
disaeeeard. rt: h,a..J G-e.£.11, s~ 

frcnn., iXs s~ 

Th,e. ~ afoenurc:TJt,1 a. G-an,J ef 
gtr6{i:ri., "111.£.Jt, raideJ the. vifLig-~ Untrain,ed, in, 

~ai:1 the-vifLig-ers ~ "'f- a. s~ho-J defe-nse. 
t:h,ai: rest-tltd in-. the- sktinff ef 
ma.n,t 6z: the. gv-6-lin,-nun:s wick.e.Jlt ~~~ 
a.c.cw-ai:e. G-avvs. 

Th,e. rn,a..ttrr fa.cd 
the. father ef t:h,e. thre.e. frots 
an,d, sa.Ul, ''As rn,ast:er ai: a..r111.S, 

ttnt, must: ge± helf-. Gtr swiftlt b.r 

t;h,e. ciq: ef ;Ua..r/Ui.m, an,J 
r~t: a.UL of the. King. lf the. 
Kintf C£LJVUJt helf-1 s e.e_k.._ the. 
~ ef the. R.d Knitfht:i h,e. is the. prcJt:ectvr 
b.r OW" Card an,J will G-e. alrle. b.r ckfouL LtS:) 
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A week. f-assd, ruuL the mast:er at: 

arms d.i..J JUTt re±:Ltrn,. The. vilf.ng-e.. w-as 
~ frt: ref-eattd a1±a.cks frt: the g-crG-lin,-
rn,en... 

Event:z.wlL~ he. d.i..J re±:Ltrn,1 

smgg-ering- inbr tv-wn,1 l'ra.reLt alrle.. hr k.eep- his 
fa±. H.e.. hruL ~ tL seri.trns frellt ~' as 
well as 6-la-ws hr the hen-J.,. The. brothers ~ 
t:h£ir fai:lur inbr the crltatfe.. ruuL v-nbr his (red., 

hr ft.J.V"Se.. his ~ · 

" AA- " ( · 1 " [ f f ·,, f 
1 v Lt S 011.S 1 rie S a.i.a;, ri.a-ve.. UtUL 

t:i.n-ie- Left, ruuL ~ hr tdL An, evil 
Ne.er~ has thr~ hr destraz: all 
~s wesiJnnithr his will ruuL f-'Lt trilnd:e. 

The. KUig- ca.nn.ot hdf- us; his 
~h±er has (run,~ ruuL 

he. is {Lfa.U:L hr a.et, lest she. l're.. 
OrrtLtrd ruuL killeJ:] 

''what of the Rd 
Knight! ' aske_d, }~ 

G 

} 

1 
I 

''Pleas e. don: t die, fai:Jur, wfia± CllJt, 

we do-! ' as ke_J Kevin.. '' r' m. lLf aU:L [ CllJt,JUTt g-ran:l: 
tv-tif first r~t;' w-his[urd the fai:Jur, '' [ caJt, 

do-~I 6-0: e-erhafs tern, caJt,. There. nt,{Lt l're.. 
tL w-tL~ tL Ja.ne-ercrus w-tL~ 6-r.d:- [!-trssi.b-le... MtLn,t 
~Les agcr1 even;t:s sin-zila.r hr th.ese.. were. 

prcre-fusud frt: ;Uallra.r~ the. Se.er. 

The. prrrfhect des cri.b-es 
s eve.,n, c(}tests that must fre.. 

~ U-i- order hr 

defe..a.t: the en£n1.,2::- Jcrn, must 

foul the~ that will 
destraz: ~ Jcrn, must foul his stro-ngho-U. Jcrn, 
must f-a.ss the l'ra.rri.ers , e.a.ch, of w-fiich will 
ru[Jtire.. lL sf-eciaL hr~. Jcrn, must rerrinre.. the. 
Tulisma..n,,, for L kiunv- runv that he.~ it with 
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~ at all tinu.s. Tfiere. is mare. tiia.n, that 2'.'t:n{, 
nv-tSt do-, fnt;t [ k.no-w- it JU)-t ••• e-erhafs 2'.'t:n{, ma.-2'.' 
receive. -the- culvice. al.rntr -the- w-a..~ 

''Tfiere. are. -things 2'.'t:n{, shmJ.J ~ 
[ h,cuL ho-[u-tl that [ ~-tea.eh, 2'.'t:n{, these. -things 

in- their f!rtrf°" tirn.e-, fnt;t IU™T· •• [ 

0 ~7~~~·~t 
~ nuui,2'.' art:ifacts, magical charms 

left o-ver fra-n-i, -the-~ da..2'.'s. 
~ C{ yt:n{, w-i1L foul ~ (Tf1, 2'.'t:n{,r 

jp-i-cr'1.£-.2'.'· .. e.vortr'1.£-. w-fur tra..vels i.n­
this bJ, fouls at least tr'1.£-. VI f:wv-. Each, nrb, 
c.a.n.. fre. LtSd cmi2'.' crn.ce.-1 sa-n-i,e, are. for 
tra.ns ~1 sa-n-i,e, for n.n-viga.t:i..o-n.. Fv-r 

~1 g-o-U rinffs contra-l firn.e_. Scrme alLrnr 
2'.'t:n{, w- se.e. i.n--the.- dark._, others al£rnr 2'.'t:n{, 

w- se.e. w-hat is ~ Glass 
vials~a..~ ~ 
restv-rati.ve. eJirir· At least 

tr'1.£-. w-6, is asso-ciateJ so-nuJw-w- w-i.th 
ro-cks1 an-J tr'1.£-. is a..~ S [ulL ef 

de.a:t-h, for all less er crea.t:Ltres. 

''Tbe. are. other kink ef ~ 
artifacts as w-e.lL These. 2'.'t:n{, nv-tSt 

foul. Th-e-2'.' ha-ve. n,o-~s ef their ~ 
0"11.n1.,1 fnt:t ra:t:Jur en;title_ -the- frearer , 
w- certa.Ui- pri-vileges. who- is w­
~ these. pri-vileges [ don,' t ~ 
~stxuul ... fnt:t ~h,1 g-a- w- -the-
chest 11.£-.llr -the- freLlt tbe. are. sa-n-i,e, g-o-U coinsi 
div-Uk ~ a.nunttf 2'.'t:n{,rstlves ... iurnr [ nv-tSt sa..2'.' 
g-a-a-dft:e. rn...2'.' sons ... ma.-2'.' 2'.'t:n{, ha-ve. foa-'t ~ 
an,J a.. g-o-o-J Cifa!.' whe.n, -the- rn...aster at arms 
finish,d these. sa..2'.'inf!s, b spirit~· 
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PLAYERS 
INSTRUCTIONS 

THE GAME: 
Once the disk is loaded the first thing you will see is the 

credits page, and then the introduction screens. These may be 
skipped over by pressing the space bar. 

Once the introduction Is complete, a screen will be displayed 
requesting you to answer three questions. The questions all 
refer to a magical prophecy, which has been inscribed in the 
border design of the supplied playing map. Once the questions 
have been answered, it will take a few seconds to load in the 
game data. After that, play begins immediately. 

MOVING THE BROTHERS: 
To control your character, use either the mouse, joystick or 

keyboard. You can use any of these at any time; no command 
is needed to switch over. 

On the bottom right corner of the display there is a compass 
with eight points. These represent the directions you can move 
your character in. 

To use the mouse, place the pointer over the compass point 
that represents the direction you want to go. Hold down the 
left button to start the character walking. Release the button 
and the character stops. You can move the mouse while 
holding the button to change direction. 

To use the joystick, press the joystick handle in the direction 
you want to go. The character will move in that direction. 

To use the keyboard, use the numeric keypad on the right 
side of the keyboard to control direction. Ignore the numerals 
printed on the keycaps; use the physical position of the keys 
only. For example to move towards the top left, press the top 
left key on the keypad (the 'T key). Only the keys 1-9 are used 
in this manner. Release the key to stop the character. 

COMBAT: 
You can attack in the same eight directions as you can walk. 
If you are using the mouse. hold down the right mouse 

button to attack. If you are using the joystick, use the fire button 
to attack. If you are using the keyboard, the ·o· (zero) key on 
the numeric keypad is used. Note that attacks are directional; 
you must be facing towards your opponent to hit. Direction of 
attack is controlled the same way as movement. 

NARRATION: 
On the bottom right of the display you will find the narration 

scroll. This provides a running commentary of what is happening 
in the game. It also displays the character's current scores. 
There are five scores: 

• Bravery (Brv) represents a measure of the character's 
courage, and contributes to the character's prowess in 
battle. 

• Luck (Lek) helps to save the character from an untimely 
death. If a dying character has enough luck, a good fairy will 
come and heal him and transport him back to the last safe 
place he was at. 

•Kindness (Knd) helps the character communicate with other 
figures in the game. If the character has a low Kindness 
score, they may even refuse to speak to him. 

•Vitality (Vit) is a measure of the health of the character. When 
this score reaches zero (as it can through wounds or 
drowning) the character will die. 

•Wealth (With) represents how many coins the character has 
in his pocket. 

OTHER COMMANDS: 
Between the narration scroll and the compass you will find 

the command menu. This can be activated by the mouse (by 
clicking on the appropriately labeled bar) or by pressing an 
equivalent key on the keyboard. 

The first five options (in blue) can select which of the five 
different command menus you are looking at. Below is a list of 
all the menus. After each menu, in parenthesis, is the equivalent 
keyboard command. 

Items: 
• List (I) show a list of all items carried. 
• Take (T) take an object lying on the ground or off a dead 

character's body. 
• Look (?) Look for hidden items. 



•Give (G) Give an item to someone else 
• Use (U) goes to a sub-menu which asks which of the 

following items you want to use: 
Dirk (1) put away current weapon and draw dagger. 
Mace (2) put away current weapon and draw mace. 
Sword ( 3) put away current weapon and draw sword. 
Bow ( 4) put away current weapon and draw bow and arrow. 
Wand (5) put away current weapon and draw magic wand. 
Key (K) use a key. Goes to key color sub-menu. 

(Kl) - use gold key. (K4) - use red key. 
(Kl) - use green key. (K5) - use grey key. 
(K3) - use blue key. (K6) - use white key. 

Magic: 
There are seven different kinds of one-use magic items that 

you will find. Selecting an option under this menu will use up 
one of the selected kind of items. It is up to you to figure out 
what each item does. The function keys are used as keyboard 
equivalents. 

Stone (Ft) use a blue stone. 
jewel ( F2) use a green jewel. 
Vial (F3) drink a glass vial. 
Orb ( F4) use a ciystal orb. 

Talk: 

Totem (F5) use a bird totem. 
Ring ( F6) use a gold ring. 
Skull (F7) use a jade skull. 

The options are Yell (Y), Say (S) and Ask (A). 

Buy: 
These commands will only work in the presence of a 

character who is selling something. The options are: 
( 0) Buy Food (W) Buy Sword 
(R) Buy Arrow (B) Buy Bow 
(8) Buy Healing Vial (E) Buy Bird Totem 
(C) Buy Mace 

Game: 
•Pause (spacebar) pause the game. 
• Music (M) tum off or on the music. 
•Sound (F) tum off or on the sound effects. 
• Quit (Q) quit or save game - goes to sub-menu 

asks if you want to exit or if you want to save the game. 
If you choose save, it will ask you to select a save area 
(see Load below). 

• Load (L) load a previously saved game goes to a sub-menu 
of 8 save areas, labeled A-H. Click the mouse on the area 
you wish to save the game under. 

HOW TO WIN: 
To win the game, you must defeat the necromancer and 

recover the talisman. To do this will require that you perform a 
number of great deeds. You will need special magic and help 
to accomplish your goal, and these will be discovered in the 
course of your adventures. Clues can be gained by conversing 
with the various characters you meet throughout the game. 
You can also converse with monsters, however their 
conversation tends to be limited and not at all interesting. 

Some Hints: 
Don't be discouraged if you don't seem to be getting 

anywhere at first. The playing map is huge (144 screens tall by 
100 screens wide) and it will take you a long time to explore all 
ofit. There are a number ofveiy interesting places on the map, 
but it may take you a while to find them. Roads will generally 
lead you somewhere, however, there are a lot of buildings and 
other important places that are not near any road. 

If a character you meet does not immediately attack you, it's 
probably friendly. Probably, Another thing: don't be fooled by 
appearances. 

There are a couple of magical animals that you can find that 
will help you as well, in certain cases. 

Note on Copy Protection: 
Yes, the disk is copy protected. Normally the Microlllusions 

policy is to put copy protection on games only, and not on 
business or educational software. This is because games are 
the most heavily pirated programs, and because nobody's 
business or personal life is going to be seriously damaged by 
the inability to back up a game disk. We are soriy if this is an 
inconvenience but unrestricted copying of programs is a big 
problem for us and it is not financially feasible to release 
unprotected games at this time. 

17408 Chatsworth St., Granada Hills, CA 91344 
inside CA 818/360-3 715 •outside CA 800/ 522-2041 
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COPYRIGHT AND 
WARRANTY INFORMATION 

Umlted Warranty: This software product and the attached instructional 
materials are sold "AS IS," without warranty as to their performance. The 
entire risk as to the quality and performance of the computer software pro­
gram is assumed by the user. 

However, to the original purchaser of a disk prepared by 
MICROILLUSIONS and carrying the MICROILLUSIONS label on the disk 
jacket, MICROILLUSIONS warrants the medium on which the program is re­
corded to be free from defects In materials and faulty workmanship under 
normal use and service for a period of ninety (90) days from the date of pur­
chase. If during this period a defect on the medium should occur, the me­
dium may be returned to MICROILLUSIONS or to an au.thorized 
MICROILLUSIONS dealer, and MICROILLUSIONS will replace the medium 
without charge to you. Your sole and exclusive remedy in the event of a 
defect is expressly limited to replacement of the medium as provided above. 
This warranty gives you specific legal rights and you may also have other 
rights which vary from state to state. 

THE ABOVE WARRANTIES FOR GOODS ARE IN LIEU OF ALL WARRANTIES, 
EXPRESS, IMPLIED, OR STATUTORY, INCLUDING, BUT NOT LIMITED TO, ANY 
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTIC­
ULAR PURPOSE AND OF ANY OTHER WARRANTY OBLIGATION ON THE 
PART OF MICROILLUSIONS. SOME STATES DO NOT ALLOW LIMITATIONS 
ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITA­
TION MAY NOT APPLY TO YOU. IN NO EVENT SHALL MICROILLUSIONS OR 
ANYONE ELSE WHO HAS BEEN INVOLVED IN THE CREATION AND PRODUC­
TION OF THIS COMPUTER SOFTWARE PROGRAM BE LIABLE FOR INDIRECT, 
SPECIAL, OR CONSEQUENTIAL DAMAGES, SUCH AS, BUT NOT LIMITED TO, 
LOSS OF ANTICIPATED PROFITS OR BENEFITS RESULTING FROM THE USE OF 
THIS PROGRAM, OR ARISING OUT OF ANY BREACH OF THIS WARRANTY. 
SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF IN­
CIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION 
MAY NOT APPLY TO YOU. 

N.B. After the warranty period a defective MICROILLUSIONS disk may be 
returned to MICROILLUSIONS with a check or money order for $5.00 U.S. 
currency for replacement. 

Copyright: The enclosed software product is copyrighted and all rights 
are reserved by MICROILLUSIONS. It is published exclusively by 
MICROILLUSIONS. The distribution and sale of this product are intended for 
the use of the original purchaser only and for use only on the computer sys­
tem specified. Lawful users of this program are hereby licensed only to read 
the program from its medium into memory of a computer solely for the pur­
pose of executing the program. Copying (except for one backup copy on 
those systems which provide for lt)-dupllcating, selling, or otherwise distrib­
uting this product is a violation of.the law. 

This manual and all other documentation contained herein are copyrighted 
and all rights reserved by MICROILLUSIONS. These documents may not, in 
whole or in part, be copied, photocopied, reproduced, translated, or 
reduced to any electronic medium or machine-readable form without prior 
consent, In writing, from MICROILLUSIONS. 

Wlllful violations of the Copyright Law of the United States can result in civil 
damages of up to $ 50,000 In addition to actual damages, plus criminal pen­
alties of up to one year imprisonment and /or$ I 0,000 fine. 

G-Mi1-03 


