
































































































































loor- Dangerous Pits and 
Tum Floors 

\\'hen th e wicked 
Ina built this floor. his 
ble cackles and vii 
nlc could be heard far and size which makes it difficult to find 

The unwary adventurer will your way. To mak matters worse. Message Board (left and right directions are false) 
hnle of value to the quest on this the m essage boards provide false 61::, Pit 
and mu h to threaten life and information . The crossroads of corri- @ Turn Floor 

11 There are no items worth the dors are especially dangerous! On CS. Move down to 4F of marching through numerous this floor you will team how to battle 
hidden traps! A ll corridors look three groups of monsters at the 
and all rooms are the sam same time. but the risk is great. 
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Floor- A Blue Ribbon and 
Fast Elevator 

This floor wi ll tes t 
your courage gr atl y. but 
you will win the Blue Rib­
bon and learn to use the elevator to 
F9. Step off the elevator with care 
because you will find an A llocation 
Cent er brist ling with monsters! 
There are two each of level 7 Mage, 
Level 7 fighter and Hig h Cleric and 
one I ligh Ninja. Defeat them all and 
you win the Blue Ribbon (if you 

know MAKANllD) . The tota Exp ri­
ence Points gained is 11800 (1966 
each). You' ll find Antidote. Ring of 
Death and Rod of Flame in treasure 
chests . Boltac p ays well fo r the 
ring-up to 250.000 gold pieces. But 
the trick is to get it! 

t¥A Warning (Enemies on both left and right sides) 
tJ Monster Allocation Center 

~ Blue Ribbon 
~, Blue Ribbon required 
~.Statue of Bear required 
Oo Elevator between F1 and F4 
OA Elevator between F4 and F9 
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floor- Fatal Traps -
The Silent Room 

It's important to think 
ra1egically at this point 

use you have a critica l 19 
oice ahead of you. Ahead lie the many hallenges. 18 
ips and monsters of Floors 5 through 8. You can 

17 .inch yourself into battle on all of them. or you can 

I 

,_ 
I 

e your brave band directly to Floor 9. Each floor 16 

1ld progressively bigger challenges. meaner mon- 15 I 

·rs and trickier traps. 14 
The wise leader will consider this option most 

13 
refully because your whole group could be lost to a 
1nle on Floor 7 or Floor 8, and never again have the 12 

nance to take this direct route to Floor 9 bypassing 11 

':: fW•'" 'll) / ,. .. ,.. "aj "' ·$'%! ] 

+1 -er 'et -er 'et -er -er -er 
m / -er -er -er -er -er 

iany beasts and problems in the process. The only 10 ·····•·· -er -er -er -er -er 
on to visit these floors. in fact. is to engage in 9 

Jllle. For most parties. the glory of battle is not worth 
8 

~ risk. 
If you look at the map. you ·11 see a huge room to 7 

I ··'* -er -er 'et -er -er -er 
~ -er ~ 'tl' -er -er 

'et -er -er <()' CO' -er -er 
'feast. It is full of Silence Points . Once your coura- 6 

ous band enters the room, magic spells and 5 
wers are nullified by werdna's dark and evil forces. 

4 

I@ 

3 - - -tr Silence Point 2 

@ Turn Floor 
O. Elevator between F4 and F9 0 ~ '"" o. 
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floor- Tum Floor at the 
Main Crossroad 

The sacred scrolls for 
'6. F7 and F8 that map the 
ll'ay to your ultimate desti-
11ation and hopefully, victory are originals develop d 
lorthe intendo Entertainment System (R). You'll s e 
.hat you do not need to be a gifted scroll reader to 
master the simple indications of Map F6. 

The teleport o curs in two places. neither of 
which is of great concern. Most of the way appears to 
be harmless to the wayfarer except for the Turn Floor 
at the Crossroad where four Dark zones converge in 
one frightening and auspicious place. However. even 
1his Turn Floor does not have terrible consequences. 

If you are somewhat hesitant to enter F9. per­
haps the practice you get here at this Turn Floor will 
bolster your courage and prepare you for the chal­
f nges which lie ahead. Beyond F4, four groups of 
gruesom e monsters make a hasty appearance all at 
1he same time. MAKA IlD is most helpful. but take 
care to monitor what you have left . 

f;l:, Pit 
@ Turn Floor 
Oc Elevator between F4 and F9 

191--+-+::4--+-+--il--+++--+--+-+--lr--+-+--+--t--+--t~t--4 
18 1--+-+--+--+-+~l---t-+--~-+-+---ll--+-+--+--t--+--t~t--i 
171--+--+--+--+-+~1--+--+=c-+-t-+-+---ll--+-+--+-H--+--t~r-1 
16 

l--+--+--+---+-+~1---t-+---'t--+--t--ll--+-+--+--t--+--t~1--; 

151--+--+--+---+-+~1--+=.....r---+--+-t--ll--+--+--+--t--+--t~t--i 
14 1---1-----1--l--l--+~l--~4--+--+++--ll--+--+--l--t--l----t~~--l 
13 

l--+--l--+--~-+~f---MliiM---+-t-+++---11--+-+--+--t--+--t~t--i 

12 
1-+-.,.-++-+--+-H---+~~ 

11 
I--+++-+-+-+--+-++-+ 

10 
l--+-+--+--+-t--ll--·Hiiii+-t-l--t--+---t~1---t--t---+--+-+~1--t 

91--+-+--+--+-t--11---1-"'+--l-H-t-t---t~t--t--+---+--+-+-+-1--t 
8~*"'"+-"'*"-+~~l--~:t--t--r--t--:t~r--r=-rr--r-r--t~i---1 
71--'l'--..+-::;;+;.-4"""4........,l--+-=-l--+--+--'-+~~;--"'+""'"'I--+--+-+~~ 
6 
1--+--+---+--+-+-Hl--·h=d---+--t---+--t~t--t-+--t--+--t-+-t--i 

51--+--+--+--+-+--11-+-¥n-t--1c--+-+-+-+-1H-t-t---t~1---t--1-r-+--; 
4 

3
1--+--+---+--+-+--11--·r'Thlmt--1r--+-+--+--t--+--t~t--t-t-+--t--; 

l---!--l--+--+-+~ll--+--4---+--t---1---lc--+--l---+--t--t---l~+-=--t 

2 • ~ 
H-+--+---+---+-+~1---r.W%i!t---t--+-+-HH-1~+--t--t--+--t-+-t-'--'-4 

.Jt. 

o ~ 
0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 

65 



Floor-
Th d iabolica l wizard . 

w erdna . a kl d with g l e 
while d igning and build­

A Complex Map for 
Advanced Adventurers 

%.,,,,'., ..... 
[\fa, KY 

~'T v~ 

-~ 
-

I/Qi 

ing this parti u lar floor of his palatial underground 
m aze. Th p lans cam e from a dungeon of yore built 
by a m agi ian o f incredibl power and imagination. 
As you study the omplexity of the design. you ' ll see 
tha t the layout is hig hly systc m ati . A diamond 
shaped m ain passage has Dark zones very two to 
three blo ks. Th power o f LDMILWA i greatly d imin­
ish d b caus th se Dark Zones are spread through­
out the floor. The m any "One-w ay" sign add to the 
sense o f doom and onfusion. You must have your 
m ap los at hand at all tim es . and let it b your sole 
guide through th is wi ked ly onfusing floor. 
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In point of fa t, you shou ld feel free 10 bypass the 
ha ll nges o f this floor altogether if it is just too much 

for your band o f adventurers. Only tackle it if you find 
your r w ard in m astering a ompli ated floor riddled 
w ith twi ts. turns and onfusion . 
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00 Elevator between F4 and F9 
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Floor- The Teleport Maze is 
the Ultimate Test 

w rd no we nt wi ld 
with Tel p rts and Silence 
I o ints on this d iffi ult and 
c l1all ng ing Floor. To be exa t, th re are I3 Teleport 

ntran s and 12 exits. As you m ak your w ay, you 
mu t rely heavily on DUMAPI . Don 't run out . or you 
w ill b in dire trouble. If you have great courage and 
exp ri n e. you m ay find it worthwhile to search for 
th legendary Shield of Support on this floor. 

Th only o ther reason is to explore it for the sh er 
ha lleng . This . however. m ay s c m a great folly to 

the wise adven turer! The Shield of Support is incredi­
b ly rar . how ever. and a worthy obj c tive a cording to 
som e travellers. You must be a master of MALDR. or 
you will find F8 impossib l to omplct . Yi t to use 
M1\ LDR. you mu t hav at least a Level of 13. To 
achi v this. one strategy is to go to F IO first. in reas 
your Lev 1 and return 10 F7 or F8. Good lu k! 

-et Silence Point 
CJ. Elevator between F4 and F9 
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19 

floor-
You ca n speed 

hrectly 10 F9 from F4 1f you 
11sh For some strange 
a on. M LDR do s not work dur-

mg heated ba11le on th1 floor How­
'1er. 1he challenges of this floor 
;rem small indeed in ompar 1son 10 
:heabundan1 hazards you m ay have 
Jlready faced in making your way 
J1rougl1 F7 and F8 I !ere on F9. you 
:an obtain weapons and armor of 

0 1 2 3 4 5 

The Chute is close 
to the Elevator 
+ 1 Level You can also inn as lh 
har ter Level to II . and learn MADI 

When you feel prepared to 
ta kle the la t floor. use the nearby 

hute which 1s only four conv nient 
steps away from the elevator The 
Chute 1 the only way to get to FIO 

• Teleport to F1 (0,5) 
lJ Exit to F10 (0,0) 
CJ , Elevator between F4 and F9 

6 7 8 9 10 11 12 13 14 15 16 17 18 19 
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Floor-
I your !)and of 

hardy sou ls prepared for 
th ultimate hall nge? 

ow is th tim to face the wick d 
Wcrdna. The flo r is divid d into 7 

areas. -ach room is well guard d by 
M n ters. Thcs ar th wizard's 
most powerful s rvants. on of 
th m r Frirndly. You'll find MALDR 
is u 1 ss h r b caus it will send 

Seven areas connected 
by Teleports 
protected by th heinous vampire 
Lord and 1 to 8 vampires. ZILWA 
and TILTDWAIT r must for defeat­
ing lhem . Each m ember of your 
band must h v a minimum of 
I IPSO as well. Pro d with aution. 
1\nd rem mb r. you cannot run 
from you r en my. You mu t turn and 
fa the chall nge straight on with 

@J Stone walls (all die inside) 
(& Teleport to the castle 

LJ Werdna 

your group back to FI. Wcrdna i also iron in your arms. 
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The Qever Reset Technique 
During th ourse of your 

advcntur in th mysti al World of 
Wizardry, you may need to us a 
\'Cry spe ial t chnique whi h an 
~ve your haract r from sur d f at 
n the fa of a monster that won't 
1uil. Thi is th tri k of instant re t. 
11· most handy if your chara t r is 
1bou1 to b vanqui hcd. 

If y u pr ss the reset button. all 
of the tatus data will instantly return 
10 the information you sav d th last 
1irne. Th r ar three places in th ­
adv ntur wh r you an save: aft r 
ra h t p you mak in the astle. 
cluring a amp. and after each battle. 
Rem mb r th m well for th y an 
sav you! 

o. if you reset the play when 
rou arc b ing thoroughly trounc d 

by th enemy. your tatu will return 
10 th pr vious data ju t lik magic. If 
you do it during amp immedi­
at ly after failing to r vive th dead 

haract r. then you an try it again . 
I Iowever. the it em you ·v dis­
carded in the ourse of your travels 
will not r turn. 

You can use this t hniquc to 
gr at advantag when you acci­
dently Teleport into the Rocks on FIO. 
When you resum th adventure. 
your party will b camping in th 
Rock so use MALDR to g t UI of 
thi dangcrou ituation . I lowcver. 
you must r set the pi y whil "In the 
ro k" i indicat don th screen and 
th m essage spe d i at the maxi­
mum level. If you can't us M1\LDR, 
th re is no way out. 

Werdna 's amulet makes your party invincible! 
Th amulet is mighty indeed. 

With it. you will re over 5 111 points 
for ea h st p you make. and it will 
rcdu to -10 if your Alignment is 
Evil. You will, however. be ur ed by 
wearing it. It will also r duce th 
effects of th n my spell and 
Breath. It will make you invin ible 
again t Poi on. Paralysis. P trifi a­
tion. En rgy Drain and ritical I lit. 
With steady I IP. you will have no 
need f healing powers unless you 
arc injur d by the traps of a treasur 
che t. 

werdna i banished so long as 
you wear the amul t. But the wicked 
wizard will on tantly harass you by 
appearing if you do not wear th 
treasure. A sign a m ember of your 
band (the weak st one) as th amu­
let b arc r. Tc II this brav oul to tand 
at the bottom of the stairs or in front 
of wcrdna' room . When you get the 
amul t , s v th play n ea r th 
k ep r. Wh n you resume play, you 

will start with the k p r. Look for 
th character who ha the amulet 

nd pi k him to b hand d over the 
the keeper, and he will r turn to the 
pr vious party. Thi way. th brave 

band can go aft r wcrdn<J aga in . 
Multipl amul t will mak your 
party truly invin ible. Upon your 
r turn to the castle. you can II all 
but on for 49999999 GP each! 



MALOR spares the group from Energy Drain! 
Energy Drain is one of the most 

debilitating weapons in the ars nals 
f the evil denizens of th World of 

Wizardry. For when your en rgy i 
clrain d. you become so weakened 
you annot a ll upon your long 
experien . your strongest weapons 
or any of your hard-won resources to 
defend you against your attackers. 
Furthermore, you must witness the 
disintegration of morale throughout 
your entire group-or worse-its 
destruction. Energy Drain strikes 
everyone hard! 

There is hope, however. for 
those mighty warriors who hav 
ma tered MALDR. In fac t. those who 
wield this mighty spell may end up 
with even high r attributes! In fa t, 

the wis application of MALDR will 
provide you with the option of a 

lass change. ow ari es the great 
opportunity of bringing a inja or a 
Lord into the ranks of your brave 
group of adventurers. A long with 
these distinguished tit l s of Ninja 
and Lord come many more attrib­
utes giving you great power! 

MALDR allows you to Teleport 
prior to the end of battle in ord r to 
elude the dangers of despicable 
Energy Drain . In this way, you will 
maintain the same Experience 
Points you fought so hard to gain 
throughout your journey. Alas. how­
ev r. you will los an all-important 
chara ter level. ince the Experience 
Points dictate the character level. you 

will re over the temporary loss of 
level. but you must first go to sleep at 
an Inn . 

Levels are important to pay 
attention to because attribute 
change randomly when you experi­
ence a lev e l change. The ex­
perienced adventurer, knows that 
attributes are often the key to sur­
vival in the face of terrible odd 
indeed! Of course, if your levels are 
drained, so too. are your attribute 
and much may be lost! For example. 
if your level is 4 and you are hit b> 
Energy Drain of 5 levels , your 
demise is ensured-or even that of 
the whole group! No party can with­
stand such an extreme loss of level 

Gain experience points through Energy Drain. 
Th a ll-powerful inja is a won­

drous warrior to have in your group 
as you make your way through the 
nurn rous challenges of the world o f 
Wizardry. For it is the inja who is so 
fast. so strong. so focused on vi -
tory, and so talent d in the arts of 
attack and defense that this incredi­
bl warrior hooses not to ca rry 
weapons of any kind. The inJa 
relies solely on the battle skills dev l­
op d over eons by m asters of th 
martial an . 

If you arc still awaiting the opti­
mum moment to bring a inja into 
your group, th Dagg r of Thieves is 
the tool you need to turn the hope 
into reality. You can also have a mag­
nifi nt warrior inja join your ranks 

through making a Class hange. But 
there is a price you must pay, and it is 
a high pri e indeed. For when you 
acquire a Ninja in this manner. you 
sacrifice many character levels. And 
th y will be slow in returning to you! 
But if you manage to a quire the 
sa red and oveted Dagge r of 
Thi ves, you will b a llowed to 
maintain the same haractc r level 
on e the Thie f transforms into a 
mighty fighting machin - th Ninja! 

But the re is still a twist! 
Although th e level remains th e 
same. you don't hav the Experi-

nc Points of a Ninja of that particu­
lar level. And the mighty tnJa 
requires great Exp rien c Points. 
Thus it will take you a long time to 

build up the Experience Point 
requ ired by this master. Thus. when 
you are attacked by the Energ) 
Drain, you will normally lose Levels 
and Experien e Points. But if it hap­
pens immediately after the Clas 
c hang , you wi ll actually gain 
Experien e Points-to your great 
advantage. 

A Thief at level 30 becomes a 
inja , the Nina's level is 30. but h 

Experien e points are far below 
what it would b for a inja at Le\cl 
30. By receiving Energy Drain of one 
Level. the inja will have Level 29 
and Experience Points of Level 29 
Ninja (not Thie f) . This way. you \\'ill 
b gaining the Experience Points 
inst ad of losing them . 

Greater Demon and Experience Points 
The Great r Demon is one of 

th foul st of e nemies you will 
encounter in the World of Wizardry. II 
is powerful . fierce. and determined 
to vanquish brave adventur rs in 
every way it ca n . The Greater 
D mon has a low AC and a high I IP. 
This beast is capable of defl c ting 
95% of the pells cast in its dir c tion. 
This is a talent d and wily oppo­
nent. One that is capable of using th 
incredibl MADAL1D. One of th s 
fi nd is terrible indeed, but you 
m ay fa as m any as five of th m! 
Thi i a fat worse than fac ing 
wcrdna l1irnsc lf! Th fac t is . even a 
Level 13 lass will have an incredibly 
diffi ult time of defeating a nurnl er 
o f thC' opponents in ba111 . 

But there is hope of one advan­
tag as you square your shoulders 
and prepare to do battl with the 
Greater Demon. You will gain Experi-

n Points v ry qui kly if your char­
a ters· Levels are high enough . 

in e this beast uses MADAL1D, you 
must use HAMA . This spell wi ll 
give thr e random hoi es out of six 
for the power you seek. Unless you 
arc extrem ely unlucky, you will find 
"Silence Enemies" among the thre 
choi es provided to you . Select it so 
that the Great r D mon is stymied in 
his e fforts to use MADALTO. The 
Greater Demon you fa c may call 
upon fri nds of imilar ilk to fight 
you . Don 't defeat th m all b aus 
th battle will f'nd . D ff'a t th m on 

at a time. and you will keep earnmg 
the valuable Experience Points. 

When you use HAMA . you 
will lose Experience Points wonh 
one Level. If a higher Level !\.la~" 

us sit. it could be a loss of beiwecn 
320,000 and 630.000 point . Tllr 
Experi n e Points you gain from d 

Greater Demon confrontation a " 
group totals 44,570 and add up to 
7 ,428 for each brave m ember o 
your band of adventurers. If yo 
defeat these beasts 100 time . tl 
Mage who used HAMA ll'il 
recover. and the r st will gain point~ 
This is a worthwhile opponent! 
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QI still cannot create 
a Samurai even 

after I manage to get a 
high point bonus. 
A This is a dilemma indeed for the 

Samurai is a superb addi1ion 10 
your party. Have you double 
checked to make sure your character 
is not vii? Of course. some of the 
Races found in Wizardry ar unabl 
to b corn a Samurai at 1he begin­
ning. Remember. in ord r 10 become 
a Samurai. 1he chara ter must be 
either Good or eutral. In addition. 
a Samurai requires attributes as 
indicat d below: 

trength-15 
1.Q.-1 
Piety-IQ 

Vitality-14 
Agi lity-IQ 

a Why does a Charac­
ter's name some­

times disappear from the 
screen when a party is 
organized at a tavern? 
A haracters· alignm~nts must be 

ompat ib le when a party is 
organiz d at th tavern . As you 
begin to ga1her your group and eval­
uate Ih chara ters in your party, 
rem emb r to he k alignm nt. This 
i critica l. For xample, if the first 
hara t r you hos is Good. subse­

quent choices must be either Good 
or utral so Evi l chara 1ers will dis­
appear. Alignm nt is the underlying 
valu system that d irects th a tion 
of each hara 1er in the World of 
Wizardry. You ans that alignment 
plays an important rol in how your 
party is organized and pro eds 
to vi tory. 

& As you travel through the dangers and 
mysteries of The World of Wizardry) 
many questions arise. Here are a few. 

a When a Character 
changes to an unde­

sirable alignment, how 
can I reverse alignment? 
A Your decisions on whether to 

"run" or "fight" can affect the 
alignment of a some Chara ters. For 
example, if you have a Good chara -
ter who hooses to fight wi1h a 
friendly monster, this action may 
change the alignment of your har­
acter from Good to Evil. If you have 
an Evil Character who decides to run 
from a friendly mons1er. the align­
ment may change to Good as a 
result of running. Typically, you n ed 
to chaos an action that suits or 
matches the alignmen1 of any given 
character. If you choose an action 
which is no1 typica l of 1his Chara -
ter's alignment, th action may 1hen 
make the Chara ter·s a lignm nt 
c hange to suit the na1ure of 1he 
a tion. R verse alignment can work 
for or against you. 

a Does a Neutral 
Character ever 

change into a Character 
with either a Good or an 
Evil alignment? 
A The eutral alignment i de p ly 

integrat d into the value system 
of this Chara ter. It is unshakable. So 
you wi ll n ver see the Neutral har­
a 1er hange to Good or Evil. 

a How do I go about 
locating a lost mem­

ber of my party? 
A You will need to call upon your 

powers of magic if you wish to 
return a los1 ompanion to your 
band of adven1urers. Cast the pow­
erfu l spell of KANDI. This strong 
spell will ac1 as a "locator" giving 
you 1he approximate location of the 
lost member. ext, your party must 
now set out in sear h of the location. 
This may prove difficult. You may 
only get to th general vicinity. I low­
ever. once in the area, you an 
choose "Search" by pressing the 
s lect button. This a tion will bring 
you lose to your goal. bu1 the chal­
lenges do not end there by any 
means! Take care as you proceed to 
your goal! 

a I am frustrated in 
my attempts to get 

into the Temple of Cant. 
Why can't I access it? 
A The Tempi of ant is shrouded 

in mystery and magic. It is 
sometim s difficu lt to a ertain why 
entry is disallow d. I lowever, her 
are three of th mor typi al reasons: 

1. Your hara ters do not requir 
healing at the Temple . 

2. You have no1 y t organized your 
party. 

3. Th chara t r in need of treatment 
at the 11 mpl of ant has been le ft 
behind in th maze. 
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