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The Storey behind The Tower Of Light 
During the baules between good and evi l, a particularly evil character decided [0 overthrow the 
Dark One and take up his role. Unfortunately for him , his efforL~ failed and he ned to an 
unsuspecting beaulifulland. 

And so began the dark age . 
First of all he decided to call himself the Dark Lord, and to justify his title he plunged the land 

into eternal darkness. lie then summoned all his evil followers to his empire, to be his servants. 
These servants wander throughout the land repo rting back to their master anything out of the 
ordinary. 

The High Council , the followers of good, decided not to let this pass and that good should be 
restored back to the land. They decided that this was a task onl y a small company could perform . 
Four characters have been a~ked to carry out thi!> task, each chosen for their special talents. A 
Wizard, A Iluman, An Elf, and A J.)warr. The choice is theirs to take this task or nol. 

The Task 
The task is a simple one . To rind the '1'0\ er O f Light, to get the crown of E:\I) I L and (0 cro wn 

a new Kin g of the land. 
Theold King, Endil , did not see theevil appr(Jaching u ntil it was too late . Ileriion Castle, his castle, 

was seized by the Dark Lord and his army de!> troved. '\0 one knows how the King managed to 
escape from the castle, but he did - probabl y through sume underground tunnel only he knew 
about. li e LOok with him the only prize that the Dark Lord wanted, hiscrown . This magical crown , 
in the hands of the Dark Lord, would have enabled him to defeat the Dark One. 

King Endiltook the crown with him and pla ced it in the Tower Of Light- a tower given to him 
by the H igh Council for his services during the war,',. All that is known of the tower is that it has 
magical powers and no evil may enter. 

The King has not been heard of since, but it i!> rumoureJ that he was ki lled by Korram, a !>ervant 
of the Dark Lord. 

Loading Commands 
SPECTRCM 48k - press "J " key at the keywo rd command and type " " .( LOAD"") . 
SPECTRUM 128+2 - selecl TAPE LOADER at the main menu . 
SPECTRUM 128+3 - Inse rt disk and !>elect LOAD ER atlhe main menu . 

Commands 
I'\ORTH, SOUTI I, EAST, WEST, DOW\', 1; 1', (;ET, DROP, ~"EAR , RE~10VE, REJ)ESCRIIlE, REPE,\T, 
I' SH, PULL, CLI :'v113, O PE'\, CLOSE, EAT, DRI'\K , SAY TO, TALK TO, SPI,A K TO , ATTACK, KILl., 
GIVE, PAY, EXAYl I:\E, SEA RCH, I:\VEi\TORY, STATLS, RETREAT, CAST, SW 1.'v1 , I IEl.p, QUT, 
MOVE, BREAK, SMASH, SAVE, 1.0AD, RAYISA \ 'E, RA .'v11.0Al), YlOVES, SUvlYlO:\, 1-'1:\1), 'I'l l ROW, 
CUT, CHOP, DRAG, LEVER, LIFT, Ju MP, ROW, TELl., ASK, 1 ESTROY, REST. 
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These are just some of the many commands available to the player in the game, some have 
different meanings when added (0 other w o rds, e.g. CLlYlB, CLIMB THROUGH. Most of the 
command words can be shortened, e.g . N = :\ORTH. Trial and error will discover what these are . 
. Most objects can be examined, butsome vitally impo rtant ones ma y need to be exam ined carefully 
in order not (0 m iss some small clue. 

The Tower of Light 
This is a fantasy role playing game for up to four players. Each playe r chooses o ne o f the four 
characters available. Or if o nly one player takes pan, then he may control as many of the four 
characters as he wishes . The characters are as follows: 

RISTRICK (human) - very strong, unheal thy and not very magical ; 
KALBAR (dwarf) - fairly strong, healthy but no t magical; 
MARLECK (wizard) - not very strong, fairly healthy and very magical; 
GIMBLE (elf) - fairly w eak, very healthy and fairly magical. 

Each character has its own characteristics. Some being strong, while o thers weak. Some being 
healthy while others no t so, and some arc very magical , others arc not. 

'Status Bars 
Each character is followed by its own setof status bars . These give a visual impression of how well , 
or not so well , the player is doing. A po ints reading will be given by typing "STATl:S " . The bars 
mean the following: 

Mp - this is the maximum strength o f a character; HI' - this is the cu rrent amount of hit points a 
player has; SP - th is is thespell pow er of a player; H S - this is the current health status of the player. 

Maximum Points (MP) 
This level is determined by the players streng th , and affects directly the amount of hits a player 

can take . Hit point (HP) can o nly eve r equal the value of the maximum points, and will never 
regenerate above a players maximum. 

Hit Poin ts (HP) 
This level will never become greater than the maximum points ( YIP), but if the maximum po ints 

are reduced, i .e. by a spell bei ng cast upon th e player, below th e current level o f the HP then they 
will not be reduced, but will not regenerate . They w ill o nly begin to regenerate when they are 
reduced to lower than the MP, and only then will they regenerate to the level of the .VlP . 

One point is added to the HI' for every turn taken (except when in combat) . Hit points are 
reduced by the releva nt amount of a monster hi t when in combat. 

Spell Power (SP) 
Spell pow er directly affects the players abil ity to cast a spe ll . Some spells require a large SP in 
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o rder to w o rk , e.g . thu nderbolt, f ireball or teleport. While others require only a small SP, e.g . find, 
sleep o r fea r. Spell pow er is inc reased when collecting ce rtain magical items, drink ing potions o r 
as a d irect resu lt from a magic spell cast on you . 

Hea lth Status (HS) 
Th is is a direct i ndication to the current players health condition. I f this reaches zero, as with M P 

and HP, the player wil l die and contro l w ill be passed to the next player. If no players remain then 
the game wil l end . HS is reduced by one poin t every time a monster lands a di rect hit, regardless 
o f the value o f the hi t. 11 5 ca n also be reduced by drinking bad potions or eati ng bad food. HS can 
be increased by eating, d rink ing or a spell being cast, e.g . heal. 

Weapo ns 
There are various weapons contained throughout the adventure . Some of these do great damage, 
bu t are heavy and therefore reduce the amount you can carry, and making you slo w in com bat. 
An easy targe t for your oppo nent and giving the opposing monster more time to get out o f the way. 
Som e o f the weapons w ill do li ll ie damage, but w ill allow you to carry more and be quicker w ith 
your blows, giv ing you a greater chance of hilling the target. 

Therefore the b est w eapo ns are the o nes which do great damage, but are also fairly l igh t to carry . 
Exam in ing the weapon will give you information about the weigh t, bu t as for the damage points. 
you will have to work it out in combat. The damage value is added to the dice roll each t ime you r 
blow strikes home. O n ly one w eapon may be carried at one time . Choose careful ly . 

Armour 
There are various ty pes of armou r in the adventure . Some being heavy and offering lillie protection . 
Som e being light and offer ing li llie p rotection . Some being heavy and offering a lot of protection , 
and some being light and offering a lotof protection . The latter, of course, being the most valuable . 
The armour throughout the game is as follows, heaviest first: 

PLATE MA I L, O RC :'vIAI I., e lIA I:\ :vl AII., ELI ' :vlA II., RI ,\(; :vlA IL, LEATI IER AR.vIOL R, CO PPER 
MAIL, MITHRI L MAIL. 

One last point - a sh ield is also very handy. 

Trading 
'rhroughou t the game you will encou nter trader~ . These may be traded with, either items bought 
from them, o r items sold to them . Their usual wares are food, drin k, spells and potions, but they 
may occaSionally have other more valuable items for sale . It is not adv ised to attack , maim or k i ll 
traders, as you soon get a bad repu tation , and no trader will trade with you , They can be of great 
help . 

Speaking to traders takes the form of:-
SAY TO (trader) " WHAT HAVE YOL FO R SALE" or SA Y '1\ ) (trade r) " I IOW M LC II DO YO I ; 

r 

WANT FO H TH E (object)" or SAY TO (trader) "SEl.l. ~1E Ti lE (object)" 
The traders are CLERlCS, DRUIDS, W IZ ARD S, J\'O:VIADS and M ERCHAi\TS . T hey are no t very 

helpfull when i t comes to info rma tio n, as they are only in terested i n profit. I lo w ever, the c ler ic may 
be helpfull - but wi ll try and conve rt you first. 

Talking to other Characters 
Talking [ 0 other characters is possible, provided they're at the same location as you rself. Talk ing 
to dead characters, or charac ters not within the game, produces li llie response . 

Here are a few examples of speech: 
SAY TO G IMI3LE " H El.LO" 
SAY TO KAlBAR "WH AT ARE YOL CA RH YI:\G O LD e l l L :\1 " 
SAY TO MARLECK "G IVE ME 'rl-IE AX E O R I'Ll. CLT YOL R II EAD OFF" 

You may ask certai n characters to do certain tasks fo r you , but just saying SAY TO RISTRICK 
" H ELP" w o n 't get you very far. You have to be slightly more prec ise . T he game can be com pleted 
by each character, bu t a combined effort will make life slightly easier. 

Do not try to cu toff Marlecks head, as attacking your companions is frown ed upon. You can of 
course th reaten them to do thi ngs, but doing this makes them le~s l ikely to he lp . 

Combat 
When a playe r ente rs a room contain ing a monster, or a monster appear~, the n combat takes p lace. 

O nce in th is situa tion you have very li ll ie time in wh ich to act, before the monste r allacks you 
(u nless neutralised by a spell - e.g. fear, or sleep) . To attack a monster simply type ATTAC K 
(mo nster name) or KI LL (monster name). Once you have allacked a monster o nce you may just 
type HEPEAT or REP. Th is command will execute your last valid command. T his appl ies throug hout 
the gam e, except for SAY TO, where REPEAT repeats the who you want to ta lk to, bu t not the 
speech - e, g. SAY TO G IM13LE " H ELLO", you can now use REP " e IVE M E THE AXF.". Your speech 
will be d i rec ted at G imble. 

Whi le a m o nster i~ p resen t at a loca tion, you may not pass the monster, but may only RETREAT. 
RET REAT only w o rks i f you have been at a previous location. If for instance you telepo rt to a 
locatio n where a m o nster is present then RETREAT wi ll not work bu t you may teleport elsewhere. 

Food and dri"k 
Food is an essentia l part of the adventure, as i t is a very goo d way of increasing you hea lth status. 
Food and drink are bOlh ra re commodities and are not easily found, bu t trade rs carry food, and 
at th e right p rice they will sell you some. l1asic food~ and drinks are: 

BREAD, COOKED MEAT, CH EESE, FRL IT, rI SI I, ALE, REER, WIW, WAT ER, MILK. 
You may com e across o ne o rtwoothers, but be w ary, some may have after effects, but then again 

they m ay not' 
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Spells 
There are various spells around the game which will help the player to progress. These are :-
Fear ............ This sto ps monsters attacking. They will only retaliate against your attack . Low level 

spell. Cast by: CAST FEAR SPELL. 
Find ............ This spell allows the player to locate any of the other players which are within the 

game. Low level spell. Cast by: CAST FI:-.1D (Character) e. g . CAST FI ND GI MBLE. 
Fireball ........ This spell produces a fireball which will do severe damage to a monster, ifit hits. Has 

a 50% success rate. High level spell. Cast by: CAST FIREBALL SPELL. 
Heal ........ .. .. This spell will increase a pia yers liS by the amou nt taken from a dice roll . Can be used 

up to five times . Mid level spell. Cast by: CAST HEAL SPELL. 
Lightning .... This spell will cause lightning to strike an opposing monster. It will cause damage 

twice the amount o f a dice roll. It has a 75% success rate. High level spell. Cast by : 
CAST L1GHTI G SPELL. 

Mind Wrack This will kill a monster stone dead with o ne blow , but will reduce players SP by ] 0. 
Very high level spel l. Cast by: CAST :'v1 I:"D WRACK. 

Open .. .......... ThisspeU will o pen locked doors, chests and any thing else thatis locked. 30%chance 
of success. Mid level spell. Cast by : OPE:'\ (object) o r OPEN DOOR. 

Sleep Thisspell will senda monsterlosleep, allowing safe passage . The monsterwill awake 
if attacked, or if the player casting the spell leaves the loca tio n . Lo w level spel l. Cast 
by: CAST SLEEP SPEI.L. 

Summon .. .. This wi ll summon ano ther characte r, who is no t dead , and is no t present in the 
adventure, to the location of the player who casts the spell. Mid level spell. Cast by : 
SuMMOi\' (Character) e.g . SC'vI :'v10:" KAI.BAR. 

Teleport ........ This spell, when cast, will teleport the player to a random locatio n within the game 
area , rega rdless of any present monster. High leve l spell . Cast by : CAST TELEPO RT 
SPELL. 

Thu n derbolt Th is w i ll send a thunderbolt at th e opposi ng monster. It will do 10 po ints plus a dice 
ro ll damage, if successfu l. Success rate is random , between 20% and 50%. Il igh leve l 
spell . Cast by: CAST 'I' ll Ci\I)E lmOI.T SPELL. 

Translate This allows a player to translate runes and other such writing into a language known 
to him. Mid level spell. Cast by : TRA:" SLATI': (object) or TRA NSLATE W RI TI "C; . 

In order for th e above spells to work a player must be carrying the relevan t spell , and his SP must 
be of a certain leve l. Each spell reqUires a different leve l of SP in orde r to w o rk . 
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MOllster s 
Monster Damage Combat lIit Monster lJamage Combat lIit 
Name points ability points .Name points ability ponils 
DEMON 0 I/O 20 OGRE 2 20 46 
EVIL DWAHF 1 30 40 GIA i\'T SPIDER 1 10 33 
GNOME 0 20 80 G ARGOYLE 1 20 44 
GOBLIN 0 25 65 HELL IIO Ui\'D 2 30 62 
HOB GOBLIN 1 30 40 I IYDRA 2 I/O 8 ] 
KOBOLD 2 20 20 S:"A KE 3 25 27 
ORC 1 40 37 DISPLACER BEAST 2 20 50 
G IANT RAT 1 50 21/ FIRE I'vIP 1 60 50 
SKELETON 2 40 18 MI "lO'I'AI; R " 50 40 
ZOMBIE 0 20 28 BASII.ISK 3 50 40 
BA 'D IT 1 10 90 :'v1EDLSA 5 I/O .30 
TH IEF 0 80 15 SALAMA:,\DER 1 90 30 
MAD MONK 2 50 43 TROLL .3 20 46 
ST\.jRGE 2 60 29 DEVl I. 2 25 36 
TROGLO DlTE 3 30 42 GOllGOi\' 3 1/5 31 
B 'G BEAR 2 40 18 MLtvl !vlY 1/ 35 18 
WH ITE DRAGON 1 30 55 ~ PECT llE 5 I/O 54 
GREE:'\ DRAGO~ 2 35 60 CIA\T 1/ 30 60 
RED DRAGOi\' 3 I/O 65 VA :'v1PIRE 3 20 19 
SILVER DRAGON 4 1/5 70 TITA i\' 1/ I/O 2.3 
GOLDEi\' DRAGON 5 50 75 KARCO:\ 6 50 37 
BLACK DRAG001 6 55 80 WOLF 2 70 41 
GHOCI. 3 60 63 YETI 3 80 1/6 
LI ZARD 2 50 21 

A monsters combat abili ty is a rough chance o n the mo nsters b low striking. Damage po ints get 
added to a dice roll, to determine the exact amo un t of damage a player sustains when a monster 
scores a hil. ·ll it points is th e initial strength o f the mo nster Co nl y a guide - these may vary) . 

POti01IS 
Throughout the game players will come upon vari(Jus types o f po tions. These will be both good 
and bad. The difficulty is deciding wha t a potio n is, either good o r bad. During ancient times a set 
standard was announced by the high co uncil. This was the colour coding of all po tions. 

Cnfo rtunately nowadays nobody remembers what that was, but a general rule is that the lighter 
the colour of the potion the better it is for you . But this cann o t to tally be relied upon as nobody 
knows the colour borderline between good and bad. 
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One only other reliable source of good potions are wandering trading wizards. 
If a character is carrying more thsn one potion, then be carefull when drinking a potion , as "DR I:,\K 
POTION" will just drink the first potio n you found. You must specify the potion you want to drink 
e .g. "DRl:,\K YELLOW POTIO!' '' in order to drink the yellow potion. 

Korram 
It is rumoured that the dark lord has an especially evil servant, KORRAM , he lurks in the most evil 
places, and his task is to prevent the fourchosen heroes from reaching the TowerofLight. If caught, 
there is little hope of survival. He is large and heavy, fully armoured and very strong . This however 
is a give-away, and you can usually hear him coming. 

The computer 
Most of the situations that arisc are decided by the computer. The computer acts as the controller 
of the adventure. Itallows each player 15 moves, except when in combat, before moving on to the 
next player. If only one player remains in the game then that player will have unlimi tcd moves. 

The computer decides the outcome of most of the game Situations, its decision is made on the 
roll of a dice. Sometimes this action is clearly ViSible, but other times this is done internally . 
However, some set conditions are sometimes required. 
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