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l)FIGHT 2}GREET..3).R-UN~4)jiIRE_A.TJ?N ::: 
5)THREATEN6)AT1;, __ FOR1~f: . 

F IGHT: Switches Lei~nds into individual · ~ombat'.)nO"cle. 
GREET: This is essen~ially sa}ring "hello~-.:~to ·: tli~·_::_Ili;nsters. The 

onsters may want to a~oid . a confrontatioi:i _ ~Jid ~e~t: y9u and leave, 
or attack you .desph~ yo~r)'ri~udly ·over~ui~~-~::_'_ · .. - . · 
RUN: Select this if.you - ~a~t- to att~mpt · toJl~e from combat. 
THREATEN: ·sometiln:ei; tf you .. intmtldat;1{the_:monsters enough, 
they wili give you gold to· leave them alone. : .··. . . 
SURRENDER: If you have enough gold, ·you_ ca_.r;t _bribe the mon-
sters into letting you pass. _ . . 
ATT FORM: If you want to_ change the order ·in:yVhich your char­
acters fight, use this optio.n, ATTack FORM.to d~ it . . 
Choosing FIGHT brings up the. following me~u:· ·: :--· 

.--· ... 

HIT: Take _a nor:~al- swing at your opponent~. - . · . . 
LUNGE: A less controlled, wilder, but poten~ially: ;rnore deva..stating 
swing. · . .. . 
PARRY: Used fo~ placing a character in .a· defei:i~°ive stance durina 

. . . . . ... . 0 

the monsters turn to attack. · ·· · 
CAST: Used to cast magic spells or eval~at~ ~onsters. 




