
























































































Might and Magic 

Sorcerer Spells 

Level 3 

NAME: Fire Ball 
COST: 1 SP per experience level of caster + 1 Gem 
TYPE: Combat 
OBJECT: 1-5 monsters not in hand-to-hand combat 
DESCRIPTION: Rolls a deadly ball of fire into the 
monsters' midst, inflicting 1-6 damage points per 
level of experience on each monster. 

2 NAME: Ay 
COST: 3 SP 
TYPE: Non-combat, Outdoors 
OBJECT: Entire party 
DESCRIPTION: Grants magical flight to all 
characters, allowing the party as a whole to move 
to any other outdoor area. The party will land in 
the safest square in that area. 

3 NAME: Invisibility 
COST: 3 SP + 1 Gem 
TYPE: Combat 
OBJECT: Entire party 
DESCRIPTION: Drops a cloak of invisibility over 
all characters, greatly decreasing the monsters' 
chances of hitting them. 

4 NAME: Lightning Bolt 
COST: 1 SP per experience level of caster + 1 Gem 
TYPE: Combat 
OBJECT: 1-3 monsters 
DESCRIPTION: Blasts the monsters with a 
gigantic lightning bolt that inflicts 1-6 damage 
points per level of experience on each monster. 

5 NAME: Make Room 
COST: 3 SP 
TYPE: Combat 
OBJECT: Entire party 
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DESCRIPTION: Expands a narrow corridor or 
area during combat, allowing the first 5 characters 
in the party to engage in hand-to-hand combat. 

6 NAME: Slow 
COST: 3 SP 
TYPE: Combat 
OBJECT: All monsters 
DESCRIPTION: Places an invisible force field 
around all monsters' feet, slowing them down to 1/2 

their original speed and putting them farther back 
in order of combat. 

7 NAME: Weaken 
COST: 3 SP+ 1 Gem 
TYPE: Combat 
OBJECT: All monsters 
DESCRIPTION: Drains power from all monsters, 
reducing each monster's Hit Points by 2 and Armor 
Class by 1. 

8 NAME: Web 
COST: 3 SP 
TYPE: Combat 
OBJECT: 1-5 monsters not in hand-to-hand combat 
DESCRIPTION: Wraps 1-5 monsters in a super­
natural web, preventing them from fighting for the 
duration of combat or until they escape. 



Might and Magic 

Sorcerer Spells 

Level 4 

1 NAME: Acid Arrow 
COST: 4SP 
TYPE: Combat 
OBJECT: 1 monster 
DESCRIPTION: Attacks with corrosive acid that 
inflicts 3-30 damage points, unless the monster is 
immune to acid. 

2 NAME: Cold Beam 
COST: 4 SP 
TYPE: Combat 
OBJECT: 1 monster 
DESCRIPTION: Attacks with a beam of intense 
cold that penetrates to the monster's heart and 
inflicts 4-40 damage points, unless the monster is 
immune to cold. 

3 NAME: Feeble Mind 
COST: 4 SP+ 2 Gems 
TYPE: Combat 
OBJECT: 1 monster 
DESCRIPTION: Erases the monsters brain, 
removing all its abilities for the duration of combat 
or until the monster overcomes the spell. 

4 NAME: Freeze 
COST: 4 SP 
TYPE: Combat 
OBJECT: 1 monster 
DESCRIPTION: Immobilizes the monster, 
preventing it from attacking for the duration of 
combat. Monster's chance of overcoming this spell 
is very small. 

5 NAME: Guard Dog 
COST: 4 SP 
TYPE: Non-combat 
OBJECT: Entire party 
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DESCRIPTION: Places a supernatural guard over 
party, preventing surprise attacks for 1 day. 

6 NAME: Psychic Protection 
COST: 4 SP + 2 Gems 
TYPE: Anytime 
OBJECT: Entire party 
DESCRIPTION: Grants all characters immunity 
from mind influencing spells for 1 day. 

7 NAME: Shield 
COST: 4 SP + 2 Gems 
TYPE: Combat 
OBJECT: Entire party 
DESCRIPTION: Creates an invisible shield which 
surrounds the party and protects all characters from 
most missile weapons for the duration of combat. 

8 NAME: Time Distortion 
COST: 4 SP+ 2 Gems 
TYPE: Combat 
OBJECT: Entire party 
DESCRIPTION: Creates a warp in time that 
enables the party to retreat safely from most battles. 



Might and Magic 

Sorcerer Spells 

Level 5 

NAME: Acid Rain 
COST: 5 SP 
TYPE: Combat, Outdoor 
OBJECT: All monsters not in hand-to-hand combat 
DESCRIPTION: Unleashes a torrent of acid rain 
that inflicts 5-50 damage points on each monster, 
unless immune to acid. 

2 NAME: Dispel! Magic 
COST: 5 SP 
TYPE: Anytime 
OBJECT: All characters and monsters 
DESCRIPTION: Cancels all magic spells currently 
active, both for characters and monsters. 

3 NAME: Finger of Death 
COST: 5 SP+ 3 Gems 
TYPE: Combat 
OBJECT: 1 monster not undead 
DESCRIPTION: Channels the ancient power of 
all dead sorcerers through the caster, resulting in 
death to the monster at whom the caster points a 
finger. 

4 NAME: Shelter 
COST: 5 SP+ 3 Gems 
TYPE: Non-combat 
OBJECT: Entire party 
DESCRIPTION: Provides 1 day's rest free of the 
danger of encounter. 

5 NAME: Teleport 
COST: 5 SP+ 3 Gems 
TYPE: Non-combat 
OBJECT: Entire party 
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DESCRIPTION: Instantly moves the party from its 
present position, up to 9 squares in any direction. 



Might and Magic 

Sorcerer Spells 

Level 6 

NAME: Dancing Sword 
COST: 6 SP +4 Gems 
TYPE: Combat 
OBJECT: All monsters 
DESCRIPTION: A magical sword that moves 
with lightning speed, inflicting 1-30 damage points 
on each monster. The sword cannot be avoided, 
nor can the damage from it be minimized. 

2 NAME: Disintegration 
COST: 6 SP +4 Gems 
TYPE: Combat 
OBJECT: 1 monster 
DESCRIPTION: Reduces the monster to a pile of 
dust, utterly destroying it. 

3 NAME: Etherealize 
COST: 6 SP+4 Gems 
TYPE: Non-combat 
OBJECT: Entire party 
DESCRIPTION: Alters all characters' molecular 
structure long enough to allow them to move 1 
square forward through any special barrier (force 
field, etc.). 

4 NAME: Protection From Magic 
COST: 6 SP +4 Gems 
TYPE: Anytime 
OBJECT: Entire party 
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DESCRIPTION: Increases all characters' resistance 
to magic. Amount of the increase depends on 
experience level of caster. Spell lasts 1 day. 

5 NAME: Recharge Item 
COST: 6 SP +4 Gems 
TYPE: Non-combat 
OBJECT: Spell caster 
DESCRIPTION: Restores 1-4 charges to any item 
in caster's back pack that still has 1 magical charge 
remaining. Some risk that the spell will fail and 
destroy the item. 



Might and Magic 

Sorcerer Spells 

Level 7 

NAME: Astral Spell 
COST: 7 SP + 5 Gems 
TYPE: Non-combat 
OBJECT: Entire party 
DESCRIPTION: Transports all characters' to the 
astral plane. This highly dangerous and unpredict­
able area is otherwise impossible to reach. 

2 NAME: Duplication 
COST: 7 SP + 100 Gems 
TYPE: Non-combat 
OBJECT: Spell caster 
DESCRIPTION: Allows the caster to exactly 
duplicate any 1 item in his/ her back pack, provided . 
that there is room in the caster's pack for the new 
item. Small chance that the spell will fail and 
destroy the original item. 

3 NAME: Meteor Shower 
COST: 7 SP + 5 Gems 
TYPE: Combat, Outdoors 
OBJECT: All monsters 
DESCRIPTION: Buries all monsters under a hail 
of meteors, inflicting 1-120 damage points on each 
monster. 

4 NAME: Power Shield 
COST: 7 SP + 5 Gems 
TYPE: Combat 
OBJECT: Entire party 
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DESCRIPTION: Reduces the damage inflicted on 
all characters by any attack, by 1/z. Lasts for the 
duration of combat. 

5 NAME: Prismatic Light 
COST: 7 SP+ 5 Gems 
TYPE: Combat 
OBJECT: All monsters 
DESCRIPTION: A powerful, but erratic spell that 
has completely unpredictable effects on all monsters. 
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90-DAY LIMITED WARRANTY 

New World Computing, Inc. warrants the original diskette on which this program is recorded to be free from defects in 
materials and workmanship under normal use and service for a period of ninety (90) days from the date of purchase. If such 
a defect should occur during this 90-day period, you may return the diskette to New World Computing, Inc. for a free 
replacement diskette. After 90 days, enclose $5.00 to cover costs of media replacement and shipping charges. 

This warranty is .only effective if you have previously returned the Product Registration Card for this program or include a 
copy of your receipt for the program. 

NEW WORLD COMPUTING, INC. MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, Willi RESPECT 
m THIS MANUAL OR WITH RESPECT m THE SOFTWARE DESCRIBED IN THIS MANUAL, ITS QUALITY, 
PERFORMANCE, MERCHANTABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. NEW WORLD 
COMPUTING, INC. SHALL Nor BE LIABLE FOR ANY LOSS OR DAMAGE, DIRECT OR INDIRECT (INCLUD­
ING BUT Nor LIMITED m ANY INTERRUPTION OF SERVICE, LOSS OF BUSINESS AND ANTICIPA1DRY 
PROFITS OR CONSEQUENTIAL DAMAGES), RESULTING FROM TI-lE USE OR OPERATION OF TI-lIS 
PRODUCT. (SOME STATES DO Nor ALlDW THESE EXCLUSIONS, so TI-lEY MAY Nor APPLY 1D YOU) 

NEW W~RLB llOMPl/1llt:,llt:. 
llf1ER1AlllMEll1 SBflWARE 

P.O. Box 491415 
Los Angeles, CA 90049 
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Spell lable,e 
Clerical Spells Sorcerer Spells 

Level 1 SPELL POINTS Level 1 SPELL POINTS 

1 Awaken 1 1 Awaken 1 
2 Bless 1 2 Detect Magic 1 
3 Blind 1 3 Energy Blast 1 *+1 Gem 
4 First Aid 1 4 Flame Arrow 1 
5 Light 1 5 Leather Skin 1 
6 Power Cure 1 *+1 Gem 6 Light 1 
7 Protection From Fear 1 7 Location 1 
8 Turn Undead 1 8 Sleep 1 

Level 2 Level 2 
1 Cure Wounds 2 1 Electric Arrow 2 
2 Heroism 2+1 Gem 2 Hypnotize 2 
3 Pain 2 3 · Identify Monster 2+1 Gem 
4 Protection From Cold 2 4 Jump 2 
5 Protection From Fire 2 5 Levitate 2 
6 Protection From Poison 2 6 Power 2 
7 Silence 2 7 Quickness 2 
8 Suggestion 2 8 Scare 2 

Level 3 Level 3 
1 Create Food 3 -f- 1 Gem 1 Fire Ball 1*+1 Gem 
2 Cure Blindness 3 2 Fly 3 
3 Cure Paralysis 3 3 Invisibility 3+1 Gem 
4 Lasting Light 3 4 Lightning Bolt 1 *+1 Gem 
5 Produce Flame 3 5 MakeRoom 3 
6 Produce Frost 3 6 Slow 3 
7 Remove Quest 3 7 Weaken 3+1 Gem 
8 Walk On Water 3+ 1 Gem 8 Web 3 

Level 4 Level 4 
1 Cure Disease 4 1 Acid Arrow 4 
2 Neutralize Poison 4 2 Cold Beam 4 
3 Protection From Acid 4 3 Feeble Mind 4+2 Gems 
4 Protection From Electricity 4 4 Freeze 4 
5 Restore Alignment 4+2 Gems 5 Guard Dog 4 
6 Summon Lightning 4 6 Psychic Protection 4+2 Gems 
7 Super Heroism 4+2 Gems 7 Shield 4+2 Gems 
8 Surface 4+2 Gems 8 Time Distortion 4+2 Gems 

Level 5 Level 5 
1 Deadly Swarm 5 1 Acid Rain 5 
2 Dispell Magic 5 2 Dispell Magic 5 
3 Paralyze 5 3 Finger of Death 5+3 Gems 
4 Remove Condition 5+3 Gems 4 Shelter 5 + 3 Gems 
5 Restore Energy · 5+3 Gems 5 Teleport 5 + 3 Gems 

Level 6 Level 6 
1 Moon Ray 6+4Gems 1 Dancing Sword 6+4Gems 
2 Raise Dead 6+4Gems 2 Disintegration 6+4 Gems 
3 Rejuvenate 6+4 Gems 3 Et he realize 6 + 4 Gems 
4 Stone To Flesh 6+4Gems 4 Protection From Magic 6+4Gems 
5 Town Portal 6+4 Gems 5 Recharge Item 6 + 4 Gems 

Level 7 Level 7 
1 Divine Intervention 7+10Gems 1 Astral Spell · 7+5 Gems 
2 Holy Word 7+5 Gems 2 Duplication 7+ 100 Gems 
3 Protection From Elements 7+5 Gems 3 Meteor Shower 7+5 Gems 
4 Resurrection 7+5 Gems 4 Power Shield 7+5 Gems 
5 Sun Ray 7+5 Gems 5 Prismatic Light 7+5 Gems 

* = Per experience level of caster; Combat Spells /Non-Combat Spells /Anytime 
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WHAT IS 
THE SECRET OF 

THE INNER SANCTUM? 
W ~ d love to tell you. We really 

would 
Because discovering the surprising 

Secret is what Might and Magic is all 
about. 

But you're going to have to unravel 
it on your own. H you can, that is. 

First, you'll have to find the Inner 
Sanctum itself Which is no piece of 
cake, since it's not on the map. 

You'll cross oceans, climb mountains, 
search through castles and dungeons, all 
in 3·D color perspective. You'll use 94 
different spells and more than~250 items 
of magic to deal with over 200 monsters 
of various descriptions and personahty 
profiles. 

You'll spend half your time in corn· 
bat and the rest of the time patting 
yourself on the back for finally finding 
a game that takes you seriously. 

No, we can't reveal the Secret of The 
Inner Sanctum. But we can promise that 
you'll never get tired of trying to dis· 
cover it for yourself 

You see, Might and Magic reacts dif. 
ferently to each player. And since no 
two players are alike, no two quests for 
the Secret of The Inner Sanctum are 
alike. 

Of course, after you've played Might 
and Magic a few hundred times, you'll 
know all of this. 

But you might not know the Secret. 

Subterranean towns contain 
Inns, Shops, Training Grounds 
and much more ... 

Detailed options throughout, 
including an elaborate combat 
system. 

Careful mapping is the key to 
success, since deadly surprises 
lurk at every turn! 

Explore treacherous outdoor ter· Numerous caverns and dungeons Disarm booby-trapped chests 
rains with the aid of a beautifully feature many special events. and discover untold treasures 

illu•ttat<d 18"xl2" fuld~•;;w .,..t RLB t:OMPllUN6:;1;t· The Land of Vom. 
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