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Location 70. Cave Steps. 

t. Exit to Location 69 (Cave). 
2. Exit to Location 71 (Entrance Hall). 

Location 71. Entrance Hall. 

I. Exit to Location 73 (Havnar's Well). 
2. Exit to Location 72 (Havnar's Library). 

Location 72. Havnar's Library. 

I. Exit to Location 71 (Entrance Hall). 
2. Librarian. If you show the coded note from Location 64 (Glacier II), 

he will tell you that you must show it to Havnar. He is a very loyal 
employee. 

3. Book: Ways of the Old. 
4. Book with key in it. The key opens the small locked box found at 

Location 65 (Glacier Crossroads). 
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i,ocation 73. Havnar's Well. 

!. Exit to Location 71 (Entrance Hall). 
z. Exit to Location 74 (Plant Room). 
3, Well. A drink here will restore a fraction of a Body Point. However, 

these waters, Havnar' s magical waters, infuse him with a certain 
energy, a certain understanding, that you, too will now share. 

Location 74. Plant Room. 

I. Exit to Location 73 (Havnar' s Well) . 
2. Exit to Location 75 (Painting). 
3. Vial. Use the vial on the flowers to get a vial ofnectar. Use the nectar 

on the Common Ground in Location 25 (Prison Stairs) . 
4. Flowers. Use the vial on the flowers to get a vial of nectar. Use the 

nectar on the Common Ground in Location 25 (Prison Stairs). 

Location 75. Painting. 

I. Exit to Location 74 (Plant Room). 
2. Exit to Location 76 (Havnar' s Audience Chamber). This door will be 

locked until you put the icicle on the inscription to open it. 
3. Painting. Use the gold ring you found on Keown (in Location 52, 

Tombs) on the painting to heal Body Points. 
4. Inscription. Aneli is a cold place, and so too is its heart: ice. Place the 

icicle from Location 67 (Rime Cliffs) on the inscription, and the door 
will open. 
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J.,ocation 76. Havnar's Audience Chamber. 

!. Exit to Location 75 (Painting). 
z. Havnar. Show the coded note from Location 64 (Glacier II) to 

Havnar, and he will give you l 00 coins. (This is a good way to get cash 
if you're short on it, although Lawson would not approve!) 

3. +4 axe and armor. Your reward for fighting all those ice creatures is 
a new set of gear. 
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Rumi 

The lava rivers and incredible heat of Rumi are caused by the island's 
volcano, site of some secret experiments. 

Location 77. Rumi Stone Circle. 

The stone bars are already in place here, so all you need to do is figure out 
the correct sequence. However, Curak will not allow you to leave his 
island until you have poken to him, and shown him some trace of the 
missing Lawson. 

1. Exit to overhead map and Location 78 (East Taranis). 
2. Clue. The clue say the sun should be showing in the easternmost 

stone, while the moon should be at the top -north-of the circle. 
3. Stone bar. Turn to "Sun." 
4. Stone bar. Tum to "Navan." 
5. Stone bar. Turn to "Stars." 
6. Stone bar. Turn to "Moon." 
7. Curak. 
8. Exit to leave Rumi 

Location 78. East Taranis. 

l . Exit to overhead map and Location 77 (Rumi Stone Circle). 
2. Exit to Location 79 (Taranis Center). 
3. Man. He doesn't have much to say, but if you show him the foreign 

coin from Location 80 (West Taranis), he'll tell you it's not from this 
island. If you show him the note from Marivonnick to Ferghus, 
obtained in Location 79 (Taranis Center), he'll tell you that Ferghus 
is the man down on the beach (Location 88, Rumi Beach). 
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[,ocation 79. Taranis Center. 

1. Exit to Location 78 (Ea t Taranis). 
2. Exit to Location 80 (West Taranis). 
3. Two sprigs of willow. Heals a fraction of a Body Point when eaten. 
4. Rock collecter. He'll tell you about clear rock. If you give him the 

hunk of clear rock you made from sand (found in Keown at Location 
49, Keown Beach) and the crucible (found on Rumi at Location 84, 
Curak' s Portrait) within the volcano at Location 87, the rock collecter 
will polish it into a glass lens. The lens is used back on the Common 
Ground at Location 28 (Tele cope). 

5. Marivonnick. This moody individual will only open up when you 
give him the bracelet, found on the Common Ground in Location 20 
(Pri on Courtyard). He' ll tell you the story behind the bracelet, and 
give you a note to give to Ferghus, who is found down on the beach 
in Location 88 (Rumi Beach). 

Location 80. West Taranis. 

1. Exit to Location 79 (Taranis Center). 
2. Exit to Overhead Map and Location 81 (Bridge). 
3. Well. Take a cooling drink from the well-it heals a fraction of a body 

point, and you'll also find a foreign coin. If you show the foreign coin 
to the man at Location 78 (East Taranis), he'll tell you it comes from 
far away. Perhaps from Lawson's island ofZynaryx? 

Location 81. Bridge. 

1. Exit to Overhead Map and Location 80 (West Taranis). 
2. Exit to Location 82 (Cavern Mouth). 
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Location 82. Cavern Mouth. 

t. Exit to Location 81 (Bridge). 
2. Exit to Location 83 (Cavern I). 
3. Three coins. 

Location 83. Cavern I. 

l. Exit to Location 82 (Cavern Mouth). 
2. Exit to Location 84 (Curak's Portrait). 
3. Urns full of ashes and melted glass. 

Location 84. Curak's Portrait. 

l. Exit to Location 83 (Cavern I). 
2. Exit to Location 85 (Cavern II). 
3. Crucible. Combine this with the sand found at Location 49 (Keown 

Beach), and then use the crucible filled with sand in the volcano at 
Location 87 (Volcano) to form a chunk of clear rock. 

4. Psychic Burn spell. 
5. Bloodstain. 
6. Curak's portrait. 
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Location 85. Cavern II. 

). Exit to Location 84 (Curak's Portrait). 
z. Exit Location 86 (Rumi Laboratory) . 
3. Empty basin. 
4. Basin with water. 
5. Empty basin. 
6. Urns full of ashes and melted glass. 
7. Protective helmet. Use this in Location 87 (Volcano) to avoid taking 

damage from the heat. 

Location 86. Rumi Laboratory. 

I. Exit to Location 85 (Cavern II). 
2. Exit to Location 87 (Volcano). 
3. Bruning. He ' ll tell you about the gases found in the volcano, and how 

unstable they are. If you give Bruning the insulated container from 
Location 95 (Curak's Chamber), he will give you some vials of 
Aktram. These will be combined with the vials of Izran found in 
Location 67 (Rime Cliffs) to form the reagent needed during the end 
game at Location 36 (Launch Pad) on the Common Ground. 

4. Book: Scientist's Notes. 

Location 87. Volcano. 

The volcano is extremely hot, and your character will die a speedy death 
from heat damage unless you are holding the protective helmet found at 
Location 85 (Cavern II) in your hand. 

I . Exit to Location 86 (Rumi Laboratory). 
2. Lava. Combine the crucible (found at Location 84, Curak's Portrait) 

with the sand (found at Location 49, Keown Beach) to form a crucible 
filled with sand. Use the crucible filled with sand on the lava, and you 
will get a hunk of clear rock-unpolished glass. If you give the clear 
rock to the rock collector in Location 79 (Taranis Center), he' II polish 
it up into a glass lens that can be u ed back on the Common Ground 
in Location 28 (Telescope). 85 
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Location 88. Rumi Beach. 

J. Exit to overhead map and Location 78 (East Taranis). 
2. Body. Search the body and you will find an executioner's pass. You 

can use this to get past the prison guard in Location 21 (Prison Guard 
Room) back on the Common Ground. 

3. Goo. 4. Creature's home. 5. Stone boat. 
6. Feghus. If you give him the note you got from Marivonnick in 

Location 79 (Taranis Center), Ferghus will tell you about his friend 
Drem. lfyou giveFerghus the note you found in the bottle on Keown 
(in Location 49, Keown Beach), Ferghus will give you Lawson's 
knife. Show this knife to Curak in Location 95 (Curak's Chamber), 
and you wi II be able to take the insulated container there. You will also 
now be able to to leave the island via the stone circle in Location 77 
(Rumi Stone Circle), once you put the stone bars in the correct order. 

7. A Gold Coin. 

Location 89. Castle Entrance. 

I. Exit to overhead map and Location 78 (East Taranis). 
2. Exit to Location 90 (Castle Antechamber). 
3. Tusks. 

Location 90. Castle Antechamber. 

1. Exit to Location 89 (Castle Entrance). 
2. Exit to Location 91 (Two Staircases). 
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Location 91. Two Staircases. 

I. Exit to Location 90 (Castle Antechamber). 
2. Exit to left side of Location 92 (Castle Stairs n. 
3. Exit to right side of Location 92 (Castle Stairs I). 
4. Pillar. The hint carved on the pillar suggests that Curak and his well 

are down the right stairs, while there's nothing down the left stairs. 
That's not quite true ... at the bottom of the left stairs, you'll find a 
+6 axe and armor! 

Location 92. Castle Stairs I. 

l. Exit to left staircase at Location 91 (Two Staircases). 
2. Exit to right staircase at Location 91 (Two Staircases). 
3. Exit to left side of Location 93 (Castle Stairs II). 
4. Exit to right side of Location 94 (Castle Stairs II). 
5. Psychic Confusion "spell." No, it doesn't work-it's a joke, son. 

Location 93. Castle Stairs II. 

1. Exit to left side of Location 92 (Castle Stairs n. 
2. Exit to right side of Location 92 (Castle Stairs n. 
3. Exit to Location 94 (Curak's Well). 
4. A +6 axe and armor. The ultimate in monster-crushing technology! 
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Location 94. Curak's Well. 

I. Exit to right side of Location 93 (Castle Stairs II). 
2. Ex.it to Location 95 (Curak's Chamber). 
3. Well. Drinking heals a fraction of a Body Point. 

Location 95. Curak's Chamber. 

I. Exit to Location 94 (Curak's Well). 
2. Basin. Drinking heals you a tiny bit. 
3. Insulated container. You will not be able to pick this up until you have 

given Lawson's dagger to Curak. You get the dagger by going to 
Location 88 (Rumi Beach) and giving Ferghus the note you found in 
Keown (at Location 49, Keown Beach). The insulated container is 
used to get vials of Aktram from the scientist in Location 86 (Rumi 
Laboratory). Combine the Aktram with the Izran found at Location 
67 (Rime Cliffs) to create the reagent, needed at the Common Ground 
(Location 36, Launch Pad). 

4. Curak. If you talk to him before you haveLawson's dagger, he'll tell 
you that you' re missing something. If you give him the dagger, you' 11 
be able to take the insulated container here. You'll also leave by the 
stone circle at Location 77 (Rumi Stone Circle) once you have the 
right combination. 
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Locations 96-101. Lawson's World. 

Traveling through Lawson's world ofZynaryx, you'll notice one critical 
absence - there are no creatures. Soon, he'll tell you why ... and why the 
other Druids have been creating them. 

Location 102. Lawson's Chamber. 

1. Exit to Location 101. 
2. Lawson. Receive Black Cube for use against Lawson or against the 

Druids. 

BE CERTAIN TO USE THE 
WHITE STONE IN YOUR AMULET. 

3. Step on the altar to travel to Location 103 (Druids' Inner Sanctum) 
under the Common Ground prison. 

4. Candelabrum. 
5. Candelabrum. 
6. Symbols of Power and Purity. 
7. Light and Dark Etchings. 

Location 103. The Druids' Inner Sanctum. 

Once you enter this room with the black cube, one way or another, your 
endgames will have begun. After killing the Druids or killing Lawson, you 
will be returned to Location 32 (Restricted Area Entrance) ... and finally 
off of this world. See "Endgames" next. 
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There are five different ways Druid can end, depending on the choices 
you have made in the game. You can take sides in the dispute between 
Lawson and the other Druids, or you can stay neutral. You can also 
blow yourself to bits, if you're not careful. 

The crucial moment of decision in Druid is when you hand the fuel 
reagent to Kreitzer on the launch pad (Location 36). Kreitzer gives you 
the choice of either saving yourself and returning home, or staying on 
Navan and becoming more involved in the politics of the Druids. 

If you just want to save yourself and finish the game, all you must do 
after handing over the reagent is repair the rocket. In addition to 
reagent, you'll also need a star map (for navigation), a magnetic 
element (also for navigation), and an activation device (to make the 
whole thing go). These items are placed in the rocket in Location 39 
(Inside Rocket). 

The reagent is created by combining the Izran (from Location 67, Rime 
Cliffs) with the Aktram (from Location 86, Rumi Laboratory). When 
you have created the reagent, head over to the Restricted Area to give 
the reagent to Kreitzer (of course, you'll have to have freed Kreitzer 
from his Cell at Location 24 first). 

To get the star map, use the glass lens you obtained on Rumi (Location 
79, Taranis Center) on the telescope in Location 28 (Telescope). The 
magnetic ore is created by combining the magnetized dagger from 
Location 48 (East Duir House) in Keown with the iron ore found at 
Location 61 (Drill). The activation device is the ornate metalwork 
found in Astor's Chamber on the Common Ground (Location 29). 

To save yourself, immediately enter the rocket without speaking to 
Kreitzer again. Insert the ore, star map, and activation device. The 
rocket will take off, and you will find yourselftraveling through space 
... possibly towards home, definitely away from the Druids and their 
cruel plans. 

Optim Two: Sta\f Hne 

Instead of fleeing the planet, you might want to stick around and try to 
make a difference. To do so, select "stay here" when talking to 
Kreitzer. End the conversation with Kreitzer, and then talk to him 
again. He'll assume that you want to stay and help, and will give you 
a stone bar. 

There's only one stone circle you haven't used yet-the one at the 
bottom of the prison in Location 26 (Prison Stone Circle). Exit the 
Restricted Area and head back to the stone circle there (don't forget to 
carry the vial of nectar to protect yourself against those dizzying steps 
at Location 25, Prison Steps). 

When you reach the prison stone circle, insert the stone bar Kreitzer 
gave you into the recess in one of the stones. Then read the inscription 
that has appeared on the easternmost stone. An exit will appear in the 
center of the circle. This will take you to Zynaryx, Lawson's island 
(Location 96). 

Zynaryx is a strange and desolate place. If you explore long enough, 
you'll make your way into Lawson's chamber (Location 102). Here 
Lawson will tell you the truth about the Druids' actions and why he has 
turned against them. He also gives you a powerful black cube, and 
warns you that it has the power to destroy the Druids. 

What you do with this black cube will determine your fate, and the fate 
of all of Navan. This is a weighty decision, so take a moment to ponder 
the consequences, and to read the inscriptions on the wall ofLawson's 
chamber. You'll also want to save your game .... 

If you decide to use the cube on Lawson, put the cube in your hands and 
then click it on Lawson. He will die. You'll die too, unless you 
decipher the inscription's warning about balancing power and purity. 

If you don ' t like the idea of turning Lawson into a pile of ash, step on 
the altar and you'll be teleported to the other Druids' secret meeting 
place. Use the stone on them, and they will go up in a colossal blast. 
You'll be turned to ash, too. 

Blasting yourself to smithereens isn't a very satisfying finish to your 
game, though. To keep yourself alive, you ' ll need to figure out a way 
to protect yourself from the cube. 

To counteract the power of the black cube, place the white gemstone 
that you found at the beginning of the game into your amulet. When 
inserted in the magic amulet, the white stone will protect you from the 
black stone. 



After doing this, you have the choice of using the cube on Lawson or 
the Druids. Use the black cube on Lawson and Lawson will die. After 
he dies, you will find yourself in the Druids' secret chamber (Location 
103). The Druids will send you back to the Restricted Area on the 
Common Ground (Location 32). Fight your way past the guards and 
return to the rocket (Location 39). The Druids will join you there when 
you take off. 

Instead of blowing up Lawson, you may decide you want to rid Navan 
of the other Druids instead. (By this time, you'll have uncovered 
evidence of the other Druids' shady methods.) To do this, walk right 
up to the altar in Lawson's Chamber (you'll see an Exit sign) with the 
black cube stowed away safely in your inventory. The altar will 
teleport you to the Druids' secret chamber (Location 103), where the 
other Druids will confront you. Take the black cube out of your 
inventory and use it on them, and their reign over this world will be 
over. 

After this encounter with the Druids, you will once again find yourself 
outside the Entrance to the Restricted Area (Location 32). Head back 
to the rocket (Location 39). When you take off, Lawson will join you 
to guide you to your next adventure. 

Coming Spring 1996! 

Shadows Over Riva 
Third in the award-winning 

Realms of Arkania series 

Something sinister is happening in the seaside city of Riva. As the war with the 
Ores drags on, a sinister force infiltrates the town. Shadows Over Riva lets your 
party of adventurers explore the streets and alleyways of Riva in search of its 
terrible secret. You'll have to muster all of your courage and daring to uncover 
the truth in this intricate, all-new story. 

Features: 

• Experience the rich, detailed fantasy world of the series that has 
already won more than a dozen awards. "The game system is 
incredible"-PCGamer, Nov.1995. 

• Enhanced, smooth-scrolling graphics with realistic terrain. 

• Incredible CD soundtrack. 

• New combat options. Tell the computer your combat style, and let 
it plan your attack. 

Based on Das Schwarze Auge, Germany's best- elling role-playing 
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Coming Soon! 

Nemesis 
((]17:fl~o~J .·Adventure 

Breathtaking adventure and inviting role-playing meet in this intriguing world 
of fantasy and imagination. A true blend of adventure and role-playing, 
Nemesis upholds the essence of quality entertainment. 

Features: 
An epic story line filled with intrigue and mystery 
Thousands of frames of gorgeou , SVGA, 30 graphics 
Intuitive Interface 
Single-Player Perspective 
Responsive Real-time Combat 
Spectacular Sound Effects and Complete Digitized Speech 

The puzzles of adventure join the magic of role-playing 
-a new twist- created in the tradition of Wizardry. 

(P.S. Look for the next Classic Wizardry Scenario in 1997!) 

Coming Spring 1996! 

Head to Head+creates a new dimension in tactical combat by adding the mo t 
exciting challenge of all: other people who want to kill you! Wipe out your 
friends and enemies with new modem, network, and serial connection play. It's 
intensly and immensely entertaining, with all the mercenary interaction that 
Jagged Alliance made famous. 

Features: 

• New mercenaries,p!us all the original]aggedAlliance meres with brand 
new dialogue. 

• Single Player Campaign play, where missions become increasingly 
more difficult. Battle up to 3 2 enemies, all with superb computer Al. 

• Up to four players can go head-to-head via a network, while two 
players can battle it out over a network, modem, or serial link. 

• Choose fast and furious Quick Conflicts, or the intense competition 
of Campaign Play. 

• New weapons to help you blaze your way to victory. 

• Customize your missions with the included scenario editor. 

• Original Jagged Alliance not required! 

This Time It's Personal! 



Coming Spring 1996! 

Wizardry Gold 
Wizardry: Crusaders of the Dark Savant is one of the most popular fantasy games 
ever created. Now, for the first time, all of the excitement of the original award­
winning game is available to users of Windows, Windows NT, Windows '95, 
and the Macintosh! We've added enhanced graphics, new animations, new 
sounds, and fun desktop accessories to make Wizardry Gold a whole new 
experience. 

Features: 

The intricate plot, thrilling combat and sophisticated role-playing of 
the original game. 

The same CD runs on the Macintosh, Windows, Windows NT, and 
Windows '95. 

Bring the world of Wizardry to your desktop! The full game, plus 
sound samples, screensavers and other cool stuff. Terrify your co­
workers with a T'Rang screensaver, or astonish them with a Umpani 
sound bite. 

Hear the characters talk for the first time! Full digitized game 
narration and character speech. 

Completely new soundtrack and effects for added excitement. 

New animated 3D sequences bring a new dimension to the opening 
and closing sequences. 

Lost? Confused? Help is only a keypress away. Wizardry Gold includes 
a built-in hint guide, plus strategy hints and secrets. 

Comes on a handy CD-ROM. 

Coming Soon! 
DRUID II 

Your adventures in the strange world of the Druids continue. Druid II features 
the eye-popping graphics and user-friendly interface of the original game, plus 
new features and enhancements. More foes to defeat, spells to learn, and 
mysteries to unravel. 

Available Now 

Wizardry 
The League of the Crimson Crescent 

A Novel 
by James E. Reagen 

While spelunking in the Adirondacks, 
Bill Evans mysteriously loses 
consciousness. When he awakens, he 
finds himself in a bizarre land of ores, 
felpurs, dracon&, rawulfs, and 
lizardmen. With the help of a magical 
sword and newfound friends, former 
accountant Bill Evans is soon dubbed 
Bill the Just, champion of the 
downtrodden, hero of the oppressed! 

Good King Liam is dead and the 
Unnamed One rules, enslaving 
humans, imprisoning all who oppose 
him, and murdering any who dare 
mention the peaceful days long since 
past. When Bill deftly decapitates a 
ruthless dracon slaveowner and liberates the human chattel, rumors race 
through Trilius. Does the rebellion still exist? Could it be that the League of 
the Crimson Crescent lives? 

Find out in the first Wizardry novel from Prima Publishing. Enter the exciring 
world of Wizardry, and experience adventure in the grand tradition of heroic 
fantasy! 

Available in bookstores everywhere, ororder direct from Sir-Tech. Only $5 .99 
plus shipping. 

Proteus™ and the distinctive Proteus logo are trademarks of Prima Publishing, a division of 

Prima Communications Inc. 

P™ is a trademark of Prima Publishing, a division of Prima Communications Inc. 

Prima Publishing™ is a trademark of Prima Communications, Inc. 



Available Now 
Software 

Jagged Alliance. Manage a group of battle-tested mercenaries as 
you struggle for control of Metavira Island. An award-winning blend of 
strategy, tactical combat, and role playing that will have you hooked from the 
very first mission. Features over 50 mercenaries and full digitized speech on the 
CD-ROM version. VGA, Hard Drive. Supports popular sound cards. Specify 
medium: 3.5" diskette or CD-ROM .............. ......................................... $59.95 

Realms of Arkania: Star Trail. Winner of four 1994 RPG of the 
Year awards! Rifts between the Elves and Dwarves deepen as the Ore menace 
looms. Features dozens of spells, diary, automapping, animated isometric 
combat, print character option, and digitized speech on the CD-ROM version. 
VGA, Hard Drive. Supports popular sound cards. Specify medium: 3.5" diskette or 
CD-ROM ............................................................................................. $59.95 

Wizardry Trilogy One. See the evolution of the computer 
entertainment industry in the first three Wizardry scenarios: Proving Grounds 
of the Mad Overlord, The Legacy of Llylgamyn, and The Knight of Diamonds. The 
perfect companion piece to the W izardy Trilogy Two I Specify disk size: 5 .25" or 
3.5" .. .. ..... ........ ............................. .................................................... .. ... $49.95 

Wizardry Trilogy Two. Three award-winning games, Heart of the 
Maelstrom, Bane of the Cosmic Forge, and Crusaders of the Dark Savant, make up 
the Wizardry Trilogy Two. Over 500 hours of gameplay! Some of the most 
popular fantasy games of all time! Specify disk size: 5.25" or 3.5" ........ $59.95 

Books 

Jagged Alliance Strategy Guide. Complete sector-by-sector guide, plus 
inside hints and tips ..................... .... ..... ..... ...... ............... ...... ............. .. $19.95 

Realms of Arkania: Star Trail Clue Book. Everything you want to know 
about the Star Trail universe ............................................................... $19.95 

Wizardry: Crusaders of the Dark Savant Clue Book ...................... $19.95 

Wizardry: Bane of the Cosmic Forge Clue Book ............................. $12.95 

Heart of the Maelstrom Quick Hints Guide ...................................... $6.95 

Wizardry: League of the Crimson Crescent Novel ............................ $5.99 

Cool Stuff 

Wizardry Dragon Jacket. Originally released only to members of the 
development team and select reviewers, the Wizardry jacket is now available 
to the public. This exclusive jacket is embroidered with the classic Wizardry 
dragon and logo across its back. Specify size: L or XL. Allow 4-6 weeks 
for delivery .............................................................. ............................. $89.95 
Wizardry Hat. This white baseball cap with the Wizardry logo is the perfect 
helmet for any gamer ............ .......... .. ........... .. ...................... .............. .... $9.95 



Ordering lnf ormation 
Order Form 

Description Price Qty Total 

Subtotal ____ _ 
Add Shipping (see below) ____ _ 

• All amounts in US Dollars Subtotal ____ _ 
• All prices are subject NYS Residents add 7% Sales Tax ____ _ 

to change without notice. Total ____ _ 

Item 

SHIPPING CHARGES 

When Ordering One Item 
To USA Canada Overseas 

Trilogy Software per item ......................................... 6.00 ...................... 7 .00 ............... . 10.00 
Software or Cluebooks per item ......................... ....... 4.00 ...... .... .... ........ 5.00 .................. 8.00 
Heart Cluebook or Wizardry novel per item ............. 2.00 ................. ..... 3.00 .................. 3.50 

When Ordering Two Items or More 
PER ITEM 

Item To USA Canada Overseas 

Trilogy Software per item ........... .............................. 5.40 ...................... 6.30 .... ... .......... . 9.00 
Software or Cluebooks per item ................................ 3.60 ........... .. ...... ... 4.50 .................. 7.20 
Heart Cluebook or Wizar novel er item ............. 1.80 .... .................. 2. 70 .................. 3.15 

Method of Payment -- Circle One 
•SORRY, NO C.O.D-

Visa MasterCard Check/M.Order 
Name ___________ _ 
Address __________ _ 
City ____________ _ 
State __ Zip ___ Country __ Signature __________ _ 
Phone ___________ _ 
Computer Type ________ _ 
Disk Size: 3.5" 5.25" 
Graphics: EGA VGA 

CD-ROM 
SVGA 

Card# __________ _ 

Exp. Date 

Mail This Form to: Sir-tech Software Order, P.O. Box 245, Ogdensburg, NY 13669 
Credit Card Orders Only-Call Sir-tech's Sales Office at 1-800-447-1230 

Disclaimer 

Neither Sir-tech Software, Inc., the author(s), distributor(s) or seller(s) of this 
product shall have any liability or responsibility to the purchaser or any other 
person or entity with respect to any liability, loss or damage caused or alleged to 
be caused directly or indirectly by this product, including but not limited to an 
interruption of service, loss of business and anticipatory profits or consequential 
damages resulting from the use or operation of this product. This product will be 
exchanged if defective in the manufacture, labeling or packaging, but except for 
such replacement the sale or subsequent use of this program material is without 
warranty or liability. 

Note: This product is copyrighted and all rights are reserved. The distribution 
and sale of this product are intended for the personal use of the original purchaser 
only, and for use only on the computer system(s) specified herein. Renting this 
product, or duplicating and selling or renting or otherwise distributing this 
product, in any form, is hereby expressly prohibited. 

Epilepsy Warning 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patters or flashing lights. Exposure to certain light 
patterns or backgrounds on a television or a computer screen or while playing 
video or computer games may induce an epileptic seizure in these individuals. 
Certain conditions may induce undetected epileptic symptoms even in persons 
who have no history of prior seizures or epilepsy. If you, or anyone in your family, 
has an epileptic condition, consult your physician prior to playing. If you 
experience any of the following symptoms while playing a video or computer 
game: dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement or convul ions, IMMEDIATELY 
discontinue use of this product and consult your physician before resuming play. 




