














































































LEVEL4, 
Toughen: This spell increases the health of the target by adding 10 

additional hit points. When the spell wears off. the target's hit points will 
be reduced to normal. Cumulative. Duration: 5 minutes. 

Cure Poison: This spell cures any poison affecting the target. 

Unbind: This spell removes all paralysis affecting the target. including 
paralysis from magic spells such as Binding Force. 

LEVEL5 
Locust Swarm: This spell conjures a buzzing swarm of locusts to attack the 
target, dealing up to points of damage to the target and surrounding 
monsters. 

Disarm Trap: This spell may only be cast on a Treasure Chest or Lock, and 
is a more powerful version of the Pry spell. It will attempt to open the 
target object. Unlike the Pry spell, however, the Disarm Trap spell will 
usually not trigger any trap on the object. This spell is dependent upon 
the Sorcery skill of the caster, which determines how difficult a chest or 
lock the spell can open. The Disarm Trap spell can also be successful on 
locks that have become jammed. 

Poison Breath: Spews a noxious jet of poison gas at the target, dealing up 
to 18 points of damage and poisoning or gagging the target. 

LEVEL6 
Cure: Cures the target of any Poison, Blindness, Sickness, or Disease. 

Deadly Vapors: Sends a giant toxic cloud of poison gas towards the target, 
inflicting damage and poisoning or gagging any monsters caught inside 
the cloud or standing nearby. Duration: seconds. 

Breath of Air: This spell takes half the hit points of the caster and 
replenishes the air of party members near the target. It is most useful 
when characters are underwater and are starting to drown. 

LEVEL7 
Whirling Dervish: Launches a swirling tornado at the target, inflicting 
heavy damage to any monsters in its path. 

Vine of When spell is cast upon a target, any damage dealt that 
w?uld kill the .target mstead reduces the target's hit points to i. The spell 
will e:11d once it has prevented the target from dying in this way. Duration: 
10mmutes. 

Stone Spells 
LEVELl 
Shock: Hmls a ball of electric sparks at the target dealing 4 - 9 points of 
damage. 

Armo:rlate: Creates a thick magical armor plating around the target, 
reducmg the chance of damage from strikes by the monsters. Cumulative. 
Duration: 5 minutes. 

Melt: Causes the armor or hide of the target to soften, rendering it more 
vulnerable to damage from successful strikes. 

Zap: Casts a bolt of magical energy at the target, inflicting up to r4 points 
of damage. 

LEVEL3 
Elemental Blast: Hurls a ball of elemental energy at the target, doing 8-

points of damage to any nearby monsters. 

Armored Realm: Creates a magical armor around all party members near 
the target, reducing the chance of damage from strikes by the monsters. 
Cumulative. Duration: 5 minutes. 

LEVEL4 
Launches a sizzling meteor at the target, exploding with 9 -3o 

pomts of damage to any nearby monsters. 

Artifact of Stone: This spell is not cast. It is required to Enchant or Bless 
an Artifact with powers from the Stone Magic Realm. The ii tual is 
performed at any Magic Shoppe or Temple. 

Magic: This spell removes all enchantments on the target, 
mcludmg enchantments that are othenvise beneficial to the target. It is 
useful when a character has been enchanted with a harmful spell such as 
Slow, Weaken, or Melt, or for removing enchantments such as Lure and 
Repel. 



LEVEL5 . . 
Merlin's Shield: This spell creates a magical barner around the target that 
blocks or reduces any magic spells that would otherwise affect the target. 
Cumulative. Duration: 1 minute. 

Lightning: Casts a powedul bolt of Lightning that inflicts up to 48 points 
of damage to the target. 

LEVEL6 
Petrification: Attempts to turn a monster into stone. If successful. the 
effect of this spell is permanent, and can only be reversed by the Stone To 
flesh spell. 

Stone To flesh: Restores a target party member turned to stone back into 
flesh and blood. 

Lavawalk: Allows the party members near the target to walk on Lava 
without taking any damage. Cumulative. Duration: 3 minutes. 

LEVEL7 
Meteorstorm: A hail of sizzling meteors which rains down on the target 
and surrounding area, each meteor doing 12 - 48 points of damage to any 
creatures unfortunate enough to be standing underneath. 

Reflect Damage: Creates a magical field around the target that caus~s any · 
creature doing damage to the target to also take a~ e~al an~ount of 
damage. Can be ve:rypoweiful when used in combmation with the Lure 
spell. Cumulative. Duration: i minute. 

Fiend Spells 
LEVELl 
Bloodlust: Imbues the target with a furious passion, increasing the chance 
for a successful strike that does extra damage, and reducing any monster's 
chance of making a successful strike. Cumulative. Duration: 5 minutes. 

Enfeeble: Makes the target weak and feeble, greatly reducing its ability to 
fight or defend against attacks. Cumulative. 

LEVEL '.4 
Pain: Invokes a searing wave of pain that inflicts 6-12 points of damage 
to the target. 

Blood To Gold: May only be cast on oneself. This permanently reduces the 
number of hit points of the character by 1, and adds 5 o gold pieces to the 
character's gold sack. 

LEVEL3 
Voice of Terror: Invokes a screaming cq from the caster that paralyzes and 
invokes fear in any monsters near the target. 

Summon Creature: Summons creatures of the forest to come aid the party 
and fight against the monsters. The type and number of creatures that 
appear are dependent upon the caster's Sorce1y skill. 

LEVEL4 
Dementia: Creates a wave of insanity that affects any monsters near the 
target. Insane creatures are out of control, and may attack each other. 

Frenzy: Imbues the target with a ferocious rage, gi·eatly increasing the 
chance for a successful strike that inflicts double damage. Any character 
that is Frenzied will also take double damage when hit by a successful 
strike from an opponent. Cumulative. Duration: 5 minutes. 

Demonic Fist: Spawns a swirling fist of demonic energy that does 6-36 
points of damage to the target. 

LEVEL5 
Summon Undead: Summons undead creatures to come aid the party and 
fight against the monsters. The type and number of undead creatures that 
appear are dependent upon the caster's Sorce1yskill. 

Face of Death: This spell tries to kill the target outright, and may or may 
not be successful depending upon the toughness of the target. 

LEVEL6 
Twisted Master: Takes possession of the target, causing it to join the party 
and fight against the monsters. When all nearby monsters have been 
defeated, the possessed creature will wander off looking for new enemies 
to kill until the spell expires. Cumulative. Duration: 5 minutes. 

Lifesteal: A devastating spell that inflicts up to 36 points of demonic 
damage to the target, healing the caster by an equal amount of hit points. 



Aitifact of Pain: This spell is not cast. It is required to Enchant or Bless an 
Artifact with powers from the Fiend Magic Realm. The iitual is performed 
at any Magic Shoppe or Temple. 

LEVEL7 
Blood Bath: The most dangerous magic spell in Wizards & Warriors, the 
Blood Bath spell spawns a fiendish hail ofbloody gore from hell, taking 
half the hit points of the caster with each explosion and doing an 
equivalent amount of damage to the target and any nearby monsters. Note 
that this spell almost always proves fatal for the caster. 

Summon Fiend: Summons a fiend from hell to come aid the party and 
fight against the monsters. The type and number of demonic creatures 
that appear are dependent upon the caster's Sorce1y skill. 

Word of Death: This spell will t1y to slay all monsters near the target 
outright. 

Special Spellcasting Notes 

Cumulative Spells 
Some spells are cumulative, which means that casting the same spell a 
second time while the first spell is still in effect will either increase the 
power or effectiveness of the spell, or increase the duration of the spell. 
A good example of such a spell is Toughen which grants the target a 
temporary boost in hit points; each time you cast this spell on the same 
hero their total number of hit points will increase! 

Artifact Spells 
Each book of magic contains an artifact spell; hence there is an Artifact of 
Spirit spell for Spilitcraft and an Artifact of Fire spell for Suncraft. These 
spells are not cast normally but rather used by an advanced character with 
either Cabalist or Occultist Trait and the couesponding requisite Bless or 
Enchant skill to create magic items in town. To perform the enchantment 
or blessing rituals on an item, once your character has the requisite skill, 
Artifact spell, and ability, visit the Magic Shoppe and click on the Enchant 
Button or the Temple and select the Bless button. 

Teleport Spells 
There are three interlinked spells that allowyou to travel great distances 
in the blink of an eye. 

Call of Home 'vill immediately return you to the Town you last visited. 
Create P011al is a special spell that sets the location that Teleport will 
return you to when cast. By combining these three spells you can use 
Create Portal to set a portal deep within the wilderness, use Call of Home 
to return to Town and then Telep011 to return to you portal and continue 
eiq>loring. The Call of Home spell can only be used outside. not in the 
depths of dungeons or buildings. There are also certain places that have 
protection against teleportation spells, and these spells \\<ill fail when cast 
from \Vithin such areas. 

The Journal 
The Journal is a complete record of 
each character's achievements and 
conversations. The fast page of the 
Journal shows the levels the character 
has achieved in all of their roles, their 
cmTent Experience total and the 
amount they need to advance a level. 
The character's rank in each of the 
guilds they have joined is also 
displayed. 

The other pages of the journal keep a complete log of every quest and 
conversation the character has been involved in. These pages quickly 
allowyou to review all the pertinent information you need on your 
adventures. Any Quests that you receive from the Town Shops or Guilds 
will be listed under the Quests categmy in your Journal. Ai1y Quests or 
conversations with NPC characters in the world will be listed under the 
Characters catego1y in your Journal. 

Map Window 
The map window displays a complete map of the te1Titoiyyou have 
e~lored in the region you are currently in. The areas that your party has 
visited are shown as colored areas representing the terrain or corridors 



while unexplored regions remain 
blank. By using the map, you will be 
able to navigate about the world and 
avoid getting lost. Your party is 
represented by a small red arrow, 
pointing in the direction you are 
facing. North is always at the top of the 
map, East to the right, South at the 
bottom. and West to the left. You can 
always tell what direction your party is facing by looking at the red arrow 
in the Map Window (or clicking on Map Action mode to display the mini.­
map). 

You can use the arrow keys to scroll the map around. or left-click on the 
borders of the map to scroll it with the mouse. 

There are three different colored flags you can drop onto the map to leave 
custom notes: Red, Blue, or Green. Use a color scheme that makes sense 
for you. For example: Red for dangers, Blue for Treasure, and Green for 
areas to revisit. To drop a flag onto the map, press it's appropriate flag 
button and drag it into place. While the flag is highlighted you can enter a 
short text reminder into the box to the right of the map. \~'hen you need to 
remove a flag, simply highlight it and click on the skull button. The flag 
will be deleted. To modify the text of a flag, simply click on it to select it 
and type in your changes to the text. 

The plus and minus buttons allowyou to zoom in and out of the map to get 
a clearer idea of your position and the surrounding area. 

' " 

CUSTOMER SUPPORT 
vou should rea~ throu~h.t~e manual and the readme file on the CD 
l be.fore contactmgActms1on Customer Support. Additionally, if you 

have mternet access, check out our Top Solutions and/or search our 
troubleshooting database at: 

http: / / www.activision.com/ support 
• Complete product title (include version number) 

• Exact error message repo1ted (if any) and a brief description of the 
problem. 

• Your computer's processor type and speed (e.g. Pentium ~33 MHz). 

• Make and model of your video and sound cards (e.g. Diamond Viper 
V770, Creative Sound Blaster Live Platinum). 

• Make and model of your CD-ROM or DVD-ROM drive (e.g. Samsung 
SC-140). 

• Operating System 

NOTE: Please do not contact Customer Support for hints/ codes/ cheats; 
only technical issues. 

OTE: Internet/ e-mail support is handled in English only. 

Internet: http: //www.activision.com/support 
Our support section of the web has the most up-to-date information 
available including patches that can be down-loaded free-of-charge. We 
update the support pages daily so please check here first for solutions. By 
selecting the game you are inquiring about you can view the Top Solutions 
for each game to date. If you don't find you question/solution there try 
using the Search. 

Note: You must be at least the age of i3 years old in order for us to assist 
you when contacting Customer Support. 

E-mail: support@activision.com 
The best way for you to help us aid you is through the use of the E-Mail 

ppmt Request Form. Simply click on the E-Mail link from our Support 
ction of ourwebsite. You can also e-mail us directly at the above e-mail 
dress. Please ensure that you include all of the bulleted information 



asked about you computer you are running the program from when e­
mailing to the above address. A response may take anywhere from 44-74 
hours depending on the volume of messages we receive and the nature of 
your problem. During the first fewweeks of a game release and during 
holiday seasons the response time may take a little longer. 

Phone: (310) ~ss - ~050 
Yon can call our 44,-hour voice-mail system for answers to our most 
frequently asked questions at the above number. Contact a Customer 
Support representative at the same number between the hours of 9:00 

am and 5 :00 pm (Pacific Time) Monday through Friday, except holidays. 
When calling please make sure you are.in front of your computer with the 
power on and have all the necessa1y information as listed above at hand. 

Please do not send any game returns directly to Activision. It is our policy 
that game returns must be dealt with by the retailer or on.line site where 
you purchased the product. 
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SOFTWARE LICENSING AGREEMENT 
IMPORTANT · READ CAREFULLY: YOUR USE OF Wizards & Warriors (THE "PROGRAM") IS SUBJECT TO THE SOFTWARE 
LICENSE TERMS SET FORTH BELOW. THE .. PROGRAM'" INCLUDES ALL SOFTWARE INCLUDED WITH THIS AGREEMENT, 
THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS. AND ANY ON-LI NE OR ELECTRONIC DOCUMENTATION, AND ANY 
AND ALL COPIES OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, INSTALLING, AND/OR USING THE 
PROGRAM ANO ANY SOFTWARE PROGRAMS INCLUDED WITHIN THE PROGRAM. YOU ACCEPT THE TERMS OF THIS 
LICENSE WITH ACTIVISION. INC. ("ACTIVISION"). 
LIMITED USE LICENSE. Subject to the conditions described -below. Activision grants you the non-exclusive, non-transferable. 
limlted right and license to install and use one copy of the Program solely and exclusively for your personal use. All rights not 
specifically granted under th is Agreement are reserved by Activision and, as applicable, Activision's licensors. The Program is 
licensed, not sold, for your use. Your license confers no title or ownership in the Program and should not be construed as a 
sale of any rights in the Program. All rights not specifically granted under this Agreement are reserved by Activision and. as 
applicable, its licensors. 
LICENSE CONDITIONS 
You agree not lo: 
Exploit the Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center 
or any other location-based site. Activision may offer a separate Site License Agreement to permi t you to make the Program 
available for commercial use: see the contact information below. 
Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express 
prior written consent of Activision. 
use the Program, or permit use of the Program, in a network, multi-user arrangement or remote access arrangement, 
Including any on-line use, except as otherwise specifically provided by the Program. 
Use the Program. or permit use of the Program, on more than one computer. computer terminal, or workstation at the same 
time. 
Make copies of the Program or any part thereof, except for back up or archival purposes. or make copies of the materials 
accompanying the Program. 
Copy the Program onto a hard drive or other storage device: you must run the Program from the Included CD-ROM (although 
the Program itself may automatically copy a portion of the Program onto your hard drive during installation in order to run 
more efficiently). 
Reverse engineer, derive source code, modify, decompile, or disassemble the Program. in whole or in part. 
Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 
Export or re-export the Program or any copy or adaptation thereof in violation of any applicable laws or regulations. 
OWNERSHIP. All title. ownership rights and intellectual property rights in and to the Program and any and all copies thereof 
are owned by Activision or its licensors. The Program is protected by the copyright laws of the United States, international 
copyright treaties and conventions and other laws. The Program contains certain licensed materials and Activision's llcensors 
may protect their rights In the event of any violation of th is Agreement. You agree not to remove, disable or circumvent any 
proprietary notices or labels contained on or within the Program. 

THE PROGRAM UTILITIES. Some versions of The Program may contain certain design, programming and processing utilities, 
tools. assets and other resources ("the Prooram Utilities") for use with the Proo ram that allow you to create customized new 
game levels and other related game materials for personal use in connection with the Program ("New Game Materials"). The 
use of the Program Utilities is subject to the following additional license restrictions: 
You agree that, as a condition to your using the Program Utilities, you will not use or allow third parties to use the Program 
Utilities and the New Game Materials created by you for any commercial purposes, including but not limited to selling, renting, 
leasing, licensing, distributing. or otherwise transferring the ownership of such New Game Materials. whether on a stand 
alone basis or packaged in combination with the New Game Materials created by others, through any and all distribution 
channels, including, without limitation, retail sales and on-line electronic distribution. You agree not to solicit, initiate or 
encourage any proposal or offer from any person or entity to create any New Game Materials for commercial distribution. You 
agree to promptly inform Activision in writing of any instances of your receipt of any such proposal or offer. 
If you decide to make available the use of the New Game Materials created by you to other gamers, you agree to do so solely 
without charge. 
New Game Materials shall not contain modifications to any COM, EXE or DLL files or to any other executable Product files. 
New Game Materials may be created only if such New Game Materials can be used exclusively in combination with the retail 
version of the Program. New Game Materials may not be designed to be used as a stand-alone product. 
New Game Materials must not contain any illegal, obscene or defamatory materials, materials that infringe rights of privacy 
and publicity of third parties or (without appropriate irrevocable licenses granted specifically for that purpose) any trademarks, 
copyright-protected works or other properties of third parties. 
All New Game Materials must contain prominent identification at least in any on-line descrtption and with reasonable duration 
on the opening screen: (a) the name and E-mail address of the New Game Materials' creator(s) and (b) the words "THIS 
MATERIAL IS NOT MADE OR SUPPORTED BY ACTIVISION." 

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of the Program that the recording medium on 
Which the Program Is recorded will be free from defects in material and workmanship for 90 days from the date of purchase. 
If the recording medium is found defective within 90 days of original purchase, Activision agrees to replace, free of charge, 
any product discovered to be defective within such period upon its receipt of the Product, postage paid, with proof of the date 
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of purchase, as long as the Program is still being manufactured by Activision. In the event that the Program is no longer 
available. Activision retains the right to substitute a similar program of equal or greater value. This warranty is limited to the 
recording medium containing the Program as originally provided by Activision and is not applicable to normal wear and tear. 
This warranty shall not be applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any 
implied warranties prescribed by statute are expressly limited to the 90-day period described above. 
EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITIEN, 
EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR 
NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS DR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE 
ACTIVISION. 
When returning the Program for warranty replacement please send the original product disks only in protective packaging and 
include: (1) a photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief 
note describing the defect, the problem(s) you are encountered and the system on which you are running the Program; (4) If 
you are return ing the Program after the 90-day warranty period, but within one year atter the date of purchase, please include 
check or money order for S10 U.S.(A$17 for Australia, or £10.00 for Europe) currency per CD or floppy disk replacement. 
Note: Certified mail recommended. 

In the U.S. send to: 
Warranty Replacements 
Activision, Inc. 
P.O. Box 67713 
Los Angeles, California 90067 

In Europe send to: 
Activision 
Gemini House 
133 High Street 
Yiewsley 
West Drayton 
Middlesex UB7 ?QL 
United Kingdom 

In Australia send to: 
Warranty Replacements 
Activision 
P.O. Box 873 
Epping, NSW 2121 , Australia 

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO 
PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, 
DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 
ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAI D FOR THE LICENSE TO USE TH IS PROGRAM. SOME 
STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLI ED WARRANTY LASTS AND/OR THE 
EXCLUSION OR LIMITAION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITAIONS AND/OR 
EXCLUSION OR LIMITAION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, 
AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 

TERMINATION. Without prejudice to any other rights of Activision, th is Agreement will terminate automatically If you fall to 
comply with its terms and conditions. In such event, you must destroy all copies of the Program and all of its component 
parts. 

U.S. GOVERNMENT RESTRICTED RIGHTS. the Program and documentation have been developed entirely at private expense 
and are provided as "Commercial Computer Software" or "restricted computer software." Use, duplication or disclosure by 
the U.S. Government or a U.S. Government subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of 
the Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or as set forth in subparagraph (c)(1) 
and (2) of the Commercial Computer Sottware Restricted Rights clauses at FAR 52.227-19, as applicable. The 
Contractor/Manufacturer is Activision. Inc., 3100 Ocean Park Boulevard, Santa Monica, California 90405. 

INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, 
you agree that Activision shall be entitled, without bond , other security or proof of damages, to appropriate equitable 
remedies wtth respect to breaches of this Agreement, in addition to such other remedies as Activision may otherwise have 
under applicable laws. 

INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, licensors, affiliates, contractors, officers, 
directors, employees and agents harmless from all damages. losses and expenses arising directly or indirectly from your acts 
and omissions to act in using the Product pursuant to the terms of this Agreement 

MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and 
supersedes all prior agreements and representations behveen them. It may be amended only by a writing executed by both 
parties. If any provision of this Agreement is held to be unenforceable for any reason, such provision shall be reformed only 
to the extent necessary to make it enforceable and the remaining provisions of this Agreement shall not be affected. This 
Agreement shall be construed under California law as such law is applied to agreements between California residents entered 
into and to be pertormed within California, except as governed by federal law and you consent to the exclusive jurisdiction of 
the state and federal courts In Los Angeles, California. 

If you have any questions concerning this license, you may contact Activision at 3100 Ocean Park Boulevard, Santa Monica, 
California 90405, USA, (310) 255-2000, Attn. Business and Legal Affairs, legal@activlsion.com. 
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Safe Mode 
Ch·crritlc 

- Special Commands 

c 
D 

DEFAULT MOUSE CONFIGURATION 

WIZARDS AND WARRIORSni 

REFERENCE CARD 

Look Around 
Move 

Attack 

Pick Up Item 

Item Details 

Open Chestffhrow Switch, etc. 

Cast Spell on Friendly Character 
Attack Nl'C (Guarded Mode) 

Bring Up Inventory Sci-een 

Hold down left mouse button 

Hold down right inouse button 
Left- Click on target 

Left- Click on item 

While in the inventory screen , Right-Click on the item 
Left- Click on it 

CTRL + Left- Click on target 

CTRL + Left-Cl ick Oil target 

Right- Click Oil Character Portrait 


