


Cc1I1e, e111£r tqe World cf Wizardry if ycu dare. I 8IJ1 sure I 
lnlcw ycu. Ycu lead a s:mall bll!1d cf f cclllardy adve11turers 
tqat dares cqalle11ge me. Ha! My dark legic11s laugq at 
your exploits il1 :my dc:mail1. But wait. Ycu qave yet tc 
meet me ll!1d face tqe ultima1£ 1£rrcrs cf my wicked 
magic. Ycu CllJ1 still rU11 away, t 
feels! Ha, qa, qa! ·~·. J ~ 
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MONSTER GALLERY 

WIZARDS 
m agical ans 

Wizard arc o ld r than tim . 
J This dread charact r 

inJa talk as ii ntly as 
the panther. They do not 
practi c magi . nor wear pro­
tcctiv armor. They rely olely 
on th ir own aw some physi al 
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knows th sp II 
of Cieri s and 
Mages. A mighty 
opponent at high 

Iv I ! 

MAGES 

tic 
th 
h< 
b< 

The intelli-l 
gent and 

resourceful 
Mage onjure ( 

spells so p rilou 
th y can vanquish 

the powerful Fighter. 
It is most strategic 
to prevent th s ~ 
an ient magic us rs 
from casting th ir 
spells. 

Though small . Fla k is 
surprisingly powerful. 
and worse. ha an 
exceed in g ly vi ious 
disposition. 

tr 
w 
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Cl<'ric ar<' grant d th pow r 10 

heal ancl prot et. Th y an h al 
tlK·ir vii alli o quickly they 
l1ardly e m to fall in ombat 
hcfow tl1cy return to battl . 

\ ·ards at 
heart, they hid 
and ambush 
unsuspecting 
travelers who 
wander into their 

Exe II nt swordsmen. 
Samurais' figh ting skills ~ 
alone make them formida­
ble opponents. But at acer- •Mrtw 
tain level in their relentless 
training. amurais develop 
mysterious mental powers 
that awaken them to the 
se rets of magic. 

WO to any 
of you who 

should pity the 
fate of a fellow 
human! On e 
noblemen. th y 
all surrendered to 

orruption. 
It wa 
downhill 

f r 0 
there. 

m 

ceptive, 
they roam 
the land, 
ever k n to an 
opportunity to 
steal anything 
of valu 
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WERE 
BEAR 

A d feated Raver 
Lord whose burnt 

A tortur d soul harness d by 
w rdna to do his bidding. It floats 
aimlessly between the world of 
the living and the dead awaiting 
the Wizard's call. 

WERE 
WOLF 

It searches during the full moon 
to satisfy its craving for fresh 
flesh. This is its terrible curse. 

ferocious 
beast with over­
sized fangs and 

sharp claws 
that discharge 

a poison to 
paralyze its 

victims 

WERE 
RAT 

These creatures have th innate 
instincts of the wild tiger. to tear and 
rend all in their path. They attack 
with the ferocity if not the power of 
good sized dragons. 

The Wererat retains much c 
its human intellect. But. ii 
just a large vicious rat of terr 
ble disposition. 
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From a distance. 
these fighters look like 
Werewolves. but 

upon closer inspection. 
they appear less threat­
ening in spite of their 
long, glistening, canine­
like fangs. 

Unlike hi les er "brothers." the Ogre Lord 
is apt to w ar armor. generally travels 
alone. and an u Level 3 magic. which 
makes him a l ad r of Ogres. 

The most cowardly 
Subhuman. Th aver­
age Ore resembl s the 
unsightly pig more 
than anything ls . 
It stands should r 
height to humans. 
I listorically, Or s are 
the sworn enemies of 
elves and dwarfs. 

These greedy 
savages relish 
humans as a 

fine delicacy 
and will hunt 
them in a hun­
gered frenzy. 
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Those who gaze upon or 
tou h this cursed lizard 
become stone. The MADI 
spell offers a cure. 

The Gorgon uses his 
bulk and thick, tough­
as-metal hid to crush 
his enemies. When he 
lowers his head. 
beware for his sharp 
horns 
arm or. 

an pierce 

Many savage instin t merg 
into ne body creating a nast1 
b ast. Unconquerabl in wid 
spaces. the maze puts it at · 
di advantage. 

most cont 
in the grim 
mu k of mu 
ky water 
Th y see 
se urity 
groups. 

Once this monste 
could turn anyone t 
stone with a dead!) 

gaze. but no more. Ye 
its poison-tipped fang 
are still a tremendou 
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GIANT 
TOAD 
~\ 

Larger tl1an a champion l)ull. 1hc <Jic.mt ·1c)clcl ·s 
app titc is never atL fie<I. 111(1< eel. i1s rn c.1ssivt' 

tornach is like a L)ottornless clklSrn. l3t> c:ilt'rt to 
the long tongue . This C1f)penc1Clgc is vcrv stich \' 
and accurate! - -

- h · 
~ 

( ' "'lA''\. .. ~t\. 
oyotes arc s av n­

gers and prefer to 
unt in packs avoiding 

the dangers of fighting on 
their own. When running 

.. , with other fiends of this ilk or 
teamed up with Vorpal Bun­
nies, you may not find an 
easy escape. 

CA PY BARA 

A loathsome 
swamp rat. If 
th y fail to find 

a tasty mor­
s I. they will 

eat anything. 
Anything! 

Their fangs 
are as sharp a 
the iron spik on 
their collars. 1\void 
the m and th ir 
drooling jaws. 

Appearan s are 
d e eiving. Do not 
let your guard down 
for a moment! 

fangs 
wounds. 

ATIACK 
DOG 

Kill e r Wolves 
hunt by in ­

stinct. D privcd 

1~;&.llfilV' of wide open terri­
tories, th y ar 
angry and lash out 
at all creatur s. 
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FIRE 
GIANT 

FROST 
GIANT 

11 finds oothing omfort 
in blazing h at. Wl1ile vir­
tually immunf' to th 
l\IAKANIT pell. 
oth r magi work ! 

POISON 
GIANT 

I Iis body is omp d of foul pol-
lutants and hi br ath i a mist of 
lethal p i on. Poi on Giant nullifi 
most magi . 

EARTH 
GIANT 

The earth rumbles 
agony wh n this sa 
rock giant tomp . 
first you may l)e O\ 

whelm d bul se 
forth a high I v I w 

Pity tho who have 
m t the ·old gaze of the 
Frost Giant in his home­
land up north! But his 
pow rs have b n 
weakened by the 
warmer limate in th 
mazes. I le ommonly 
enlists bandit to help 
him atta k trav lers. 

TROLL 

rior and a Mag . ~ 
over om him! 

moves 
a night 

predator in 
the dark . 
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I lis hid is so thi k that a sword 
boun es bac k like a wooden 
boom rang. Ther is naught that 
will pier e its foul hide. Even 
worse. his enormous claws an 
ut leanly through the stoutest of 

armor as if the m etal were cloth. 

MAELIFIC 

The rvtaelific is all paw rful. Apart 
from the wicked wizard werdna. 
he is the only one who can cast the devastating 
TIL1DWAIT spell . One this monster touches 
you. a sudden drain of your experience level by 
a factor of three o curs. This . of course. can be 
devastating to those who have gained littl 
experience thus far. 

This Demon is the lowest of 
the low . It hunge rs for 
power with an insatiabl 
appetite. Already, it has 
MAI IALITO and MOLITO 
spells. It an also summon 
other foul Demons to ome 
to its aid. And when it 
teams up with other vii 
on s. an adventurer has 
lost heart! 
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VAMPIRE 
LORD 

ZOMBIE 

An inno nt vic­
tim of an evil 
force, th zom­
bi is mind! ssly 
driven to do the 
bidding of dark 
fore s. The de-
aying process 

takes a toll. yet 
the zombie 

trong. 

10 

With an vii wave of his long, kel t 
thin arm. the vampi~ Lord an null 
almost all sp lls. ev n the most pow 
ful long-practiced pells. Leg nds 
old tell of ancmprs to survive casti 
ZILWA . and th n hope! 

The vampir 
L vel 3 magic. can 
paralyz vi rims. 
absorbing as much 
as two en rg lev­
els. Svvord. magic 
and Dispell used 
simultan ously 
can be most 
effective! 

A Kobold's skeletal 
remains will walk 
again - driv n by 
the vii power of 
werdna. It's 
no more 
threatening 
than a live 
Kobold, but 

Th Life Stealer 
shrouded in .._,.,..-...... " 
another body 
drains as much 
as rwo energy 
levels from its vic­
tims. It uses awe­
some magic! 



;kel tor 
n nullif 
t power 
nds o 

~· 

rhis gl ioc;,t,Jik hadow 
n .,. · -rrays from the 

darker region . It 
drain nearly an 
cntir energy lev I 
from its victims. 

ocrurs. oft n the victim's 
soul will be unable to 
leave the it of its demis 
and will eek vengeance 
on tl1e living. The maze i 
full of Grave Mists. 

ROTTING 
CORPSE 

Thi himmering spe ter may seem an 
ea y target at first yet its powers are 
great. nd th y become increasingly ter­
rifying as you progress on your perilous 
journey. R peated encounters on the 
Fir t Floor ar good for building experi­
en . B prepared for appearances on 
Floors 8-10. 

tadn has ravagect the Nigl1t-
stalkcr·s form. yet mad it more ter­
rifying. B vvare of its wi k d mil . 

Here the greedy will meet their doom . 
On e tou h d. these coins shoot out terri­
ble jets of flame. 
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Most of th s over­
sized pid rs dw II 
on th e 4th Floor. 
They are d ceptively 

lev r and highly 

This dread creature overpowers vi rims with a 
fetid. breath of rot. It an nullify most magic. 
Dispell will only work if ast by a high level 

leric. 

12 

Th Dragon Fly i very light . notoriously 
quick and cc n breathe flame like it 
dragon nam ake. Although the 
ballle may b ome heated. th 
best trat gy i to attack phys­
ically, using your b t fight­
ing skills. 

BORING 
BEETLE 

It's fast. hard-bodied and 
bites with a c rushing 
force. Avoid it at all osts! 



<11t'd from tl1 l) .ginning of tirn . the ra11ling seal . fiery 
11·.itl1 .mcl r<Jzor claws of this cireacl l)Ccist strike fear in the 
,.111~ of cJll wl10 behold it. The clever Fiw LJragon has rna -

rwcf tlw l\L\Dt\LTO spell and i al o apt to u e the 
IC J\ 11'\0 sp II again 1 its victim . The pr parcel 
idwntuwr shoulcl strike fir t with Kt\TI O. 

11 is not as int lligent as 
most dragon . nor docs it 
pas th fabl d flam 

breath. 11ow v r. its 
ability to soar and fight 

is oft told by aged 
fight r . 

It xhales a fetid poisonous gas that shrouds it in a 
vaporous cloud. 11 an ast L v I I magi . When you 
v ntur onto the 3rd floor of th dungeon . arry a 
stout layer of Dragon. 11 may b your only hop . 

13 



BUBBLY 
SLIME Th heated potion of an 

evil Mage simmered for 
eons and thus formed the 
Bubbly Slime. 

I Ic rem ain d ep in 
the maz . shrouded 
in myst ry. Agelc s. 
h is untouch d by 
tim . He raises his 
arms. a nd from 
hi flowing robes. 

m rge long . bony 
hands with razor sharp 
nails that url under at the 
edges. He begins a throaty 

hant with a hypnotic rhythm . Like a drum, 
his low voice slowly gets louder. and louder. 
building until you can feel each thundering word 
in your bones. Thus summoned. th dark forces 
rag forward . ready to destroy at Werdna ·s ommand. 

r na, e mperor o ar ness. 
He waits. For you. 
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GAS 
CLOUD 

CREEPING 
CRUD 

Th a loucl evolved f11 

orga nic v pors ri ing from 
long perish cl. It u e magic 
th living and lurk · patiet 
awaiting th chance for gru s 
deed . 



----- VICTOR Y IS AHEA D FOR THOSE WHO STUDY WELL 

~ p...._ !·.on_ ago. during the times of lessons w re learn d and attack 
ous o cl stru tion. those who fought and defense strategies recorded 
ran e c tlw valiant fight knew little of their upon well h idden stone tablets. 
~ n a str cnemi or how to d feat the Much of the information you will 
>ul ir 1 many dr aded beasts. Over hun- need to surv ive is here. 
> far ma clrccl of thousands of years. the 

ATTACKS L-: DEFENSE 
M - Mage Spell Level 
C - Cleric Spell Level 
D - Energy Drain 
Po - Poison 

z::---~ Pa - Paralysis 
Pe - Petrify 
CH - Critical Hit 
B - Breath (Flame) 

LVL 8 FIGHTER 

..r--··.: 1 

I , . 
.' . .. 

SPECIAL ATTACKS: ? 
DEFENSE:? 

LVL 5 MAGE 

BP: 4-20 #APPEARING: 1-6 
AP: 4 FLOOR: 5-6 
AC: 10 SPECIAL ATTACKS: M3 
EXP: 820 DEFENSE: 

+ Nullify 0% 
• HP Recovery 
+ Run 
+ Call Allies 
0 Reduce Flame * Reduce Chill 
* Has Weakness for Sleep 

Spells 

LVL 10 FIGHTER 
Camouflage: Man in Armor · 

HP: 7-70 #APPEARING: Hi 
AP: 24 FLOOR: 7-9 
AC: 0 SPECIAL ATTACKS: ? 
EXP: 1900 DEFENSE:? 

LVL 7 MAGE 
Camouflage: Man in Robes 

....... __ ~ 

HP: 4-28 # APPEARING: 1-6 
AP: 4 FLOOR: 5-7 
AC: 8 SPECIAL ATTACKS: M4 
EXP: 1000 DEFENSE: 

SWORDSMAN 
Camouflage: Man in Armor 

f .1 

I ! 

HP: 3-30 #APPEARING: 1-6 
AP: 14 FLOOR: 4-6 
AC: 3 SPECIAL ATTACKS: 
EXP: 980 DEFENSE: * 

LVL 7 FIGHTER 
Camouflage: Man in Armor 

.(-: 1 

.I 
I .' 

HP: 7-70 # APPEARING: 2 
AP: 24 FLOOR:4 
AC: 0 SPECIAL ATTACKS: ? 
EXP:? DEFENSE:? 

LVL 1 MAGE 
Camouflage: Man in Robes 

HP: 2-5 # APPEARING: 1 
AP: 4 FLOOR:2 
AC: 4 SPECIAL ATTACKS: M1 
EXP: 475 DEFENSE: +· 

LVL 7 MAGE 
Camouflage: Man in Robes 

HP: 7-28 #APPEARING: 1-6 
AP: 4 FLOOR: 8·10 
AC: 8 SPECIAL ATTACKS: MS 
EXP: 1240 DEFENSE:? 
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LVL 7 MAGE 
Camouflage: Man in Robes 

HP: 7-28 # APPEARING: 2 
AP: 4 FLOOR:4 
AC: 8 SPECIAL ATTACKS: M4 
EXP:? DEFENSE: * 

ARCH MAGE 
Camouflage: Man in Robes 

HP: 10-34 #APPEARING: 1-6 
AP: 4 FLOOR: 6-9 
AC: 8 SPECIAL ATTACKS: M2 
EXP: 780 DEFENSE:? 

LVL 3 CLERIC 
Camouflage: Cleric 

~0>.,, 

I -
~ 

' 

HP: 4-25 #APPEARING: 5-7 
AP: 10 
AC: 4 
EXP: 880 

HIGH CLERIC 
Camouflage: Cleric 

"'~ I -
I 

~ 

HP: 8-84 #APPEARING: 1-6 
AP: 10 FLOOR: 6-8 
AC: 3 SPECIAL ATTACKS: CS 
EXP: 2180 DEFENSE:? 
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LVL 10 MAGE 
Camouflage: Man in Robes 

HP: 10-40 #APPEARING: 1-6 
AP: 4 FLOOR: 8-10 
AC: 10 SPECIAL ATTACKS: MS 
EXP: 1400 DEFENSE:? 

ARCH MAGE 
Camouflage: Man in Robes 

HP: 20-80 
AP: 4 

I 

I 
I 

# APPEARING: 1 
FLOOR: 10 

(?_·, _.. 

AC: 0 SPECIAL ATTACKS: M6 
EXP: 3180 DEFENSE:? 

LVL 5 CLERIC 
Camouflage: Cleric 

HP: 5-40 #APPEARING: 1-S 
AP: 8 FLOOR: 5-8 
AC: 4 SPECIAL ATTACKS: C4 
EXP: 1220 DE NSE:? 

HIGH CLERIC 
Camouflage: Cleric 

HP: 11-88 #APPEARING: 1 
AP: 18 FLOOR: 10 
AC: 2 
EXP: 330 

HIGH WIZARD 
Camouflage: Man in Robes 

HP: 12-48 #APPEARING: 1 
AP: 4 FLOOR: 10 
AC: 4 
EXP: 2385 

FLOOR:2·3 
SPECIAL ATTACKS: C1 

DEFENSE: +· * 
LVL 8 CLERIC 

HP: 7-58 #APPEARING: 1·S 
AP: 8 FLOOR: 6·9 
AC: 3 SPECIAL ATTACKS: C4 
EXP: 1720 DEFENSE:? 

HIGH CLERIC 
Camouflage: Cleric 

HP: 8-84 # APPEARING: 2 
AP: 12 FLOOR: 4 
AC: 2 SPECIAL ATTACKS: CS 
EXP: ? DEFENSE: ? 



ID CLERIC 
Robes Camouflage: Cleric 

_,-0..,, 

/ 
\ 

i:M6 SPECIAL ATTACKS: C2 
DEFENSE: * 

c HIGHWAYMAN 

~ .. ~ 
·----~.-, ' 

C1 SPECIAL ATTACKS: CH 

DEFENSE: +· * 

FLOOR: 8-9 
SPECIAL ATTACKS: ? 
DEFENSE: + 

THIEF 

FLOOR: 7·10 
SPECIAL ATTACKS: ? 
DEFENSE: t 

ROGUE 
Camouflage: Scruffy Man 

~-::.. 
·---- ~ 

:.•, \ 

HP: 3-11 # APPEARING: 2·5 
AP: 8 FLOOR: 1·3 
AC: 10 SPECIAL ATTACKS: ? 
EXP: 380 DEFENSE: •. * 

LVL 4 THIEF 
Camouflage: Man in Leather 

HP: 7-35 #APPEARING: 1-6 
AP: 1 B FLOOR: 5-6 
AC: 10 SPECIAL ATTACKS: ? 
EXP: 740 DEFENSE:? 

MASTER THIEF 
Camouflage: Man in Leather 

HP: 4-24 # APPEARING: 1-6 
AP: 24 FLOOR: 5-8 
AC: 4 SPECIAL ATTACKS: ? 
EXP: 880 DEFENSE: +· * 

MASTER THIEF 
Camouflage: Man in Leather 

HP: 12-72 
AP: 48 
AC: 2 
EXP: 1835 

~,..-::.. 

·---.. ' 
:', \ 

# APPEARING: 1 
FLOOR: 10 
SPECIAL ATTACKS: ? 
DEFENSE: t 

BUSHWACKER 
Camouflage: Scruffy Man 

HP: 4-18 # APPEARING: 2·5 
AP: 18 FLOOR: 1 
AC: B SPECIAL ATTACKS: ? 

EXP: 820 DEFENSE: t · * 

MONSTER 
GALLERY 

MASTER THIEF 
Camouflage: Man in Leather 

~~::-.... 

~- ... ' ·-.,. .. 
. ' ' 

HP: 8-38 # APPEARING: 1-6 
AP: 32 FLOOR: 6-9 
AC: 3 SPECIAL ATTACKS: ? 
EXP: 1140 DEFENSE: + 

WIZARD 
Camouflage: Cleric 

HP: 4-32 #APPEARING: 1-6 
AP: 10 FLOOR: 4-6 
AC: 4 SPECIAL ATTACKS: M1 · C3 
EXP: 1135 DEFENSE: * 
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LVL 8 WIZARD LVL 3 SAMURAI MINOR DAIMYO 
Camouflage: Cleric Camouflage: Kimonoed Man Camouflage: Man in Armo1 

HP: 8-84 #APPEARING: 1-6 HP: 7-22 # APPEARING: 2-8 HP: 4-40 
AP: 12 FLOOR: 9-10 AP: 17 FLOOR:3 AP: 12 FLOOR: 4-5 
AC: 2 SPECIAL ATIACKS: M3· C4 AC: 5 SPECIAL ATIACKS: M1 AC: 2 SPECIAL ATIACKS: ? 
EXP: 2080 DEFENSE:? EXP: 795 DEFENSE: t EXP: 1200 DEFENSE: * 

MAJOR DAIMYO CHAMP SAMURAI HATAMOTO 
Camouflage: Man in Armor Camouflage: Man in Armor Camouflage: Man in Robes 

HP: 7-84 #APPEARING: 1·5 HP: 10-100 #APPEARING: 1-6 HP: 12-48 
AP: 14 FLOOR: 6-8 AP: 14 FLOOR: 5-8 AP: 72 FLOOR: 10 
AC: 3 SPECIAL ATIACKS: ? AC: 2 SPECIAL ATIACKS: M1 AC: -1 SPECIAL ATIACKS: CH 
EXP: 2340 DEFENSE: + 20 EXP: 2395 DEFENSE:? EXP: 1800 DEFENSE:? 

RAVER LORD LVL 1 NINJA LVL 3 NINJA 
Camouflage: Man in Armor Camouflage: Kimonoed Man 

HP: 15-150 # APPEARING: 1 HP: 4-10 # APPEARING: 1-8 HP: 3-24 
AP: 72 FLOOR: 10 AP: 12 FLOOR: 2-4 AP: 20 FLOOR: 3-4 

AC: 10 SPECIAL ATIACKS: MS· C4 AC: 5 SPECIAL ATIACKS: CH AC: 3 SPECIAL ATIACKS: Po· 
EXP: 4155 DEFENSE: '2· EXP: 800 DEFENSE: * EXP: 1380 DEFENSE:? 

LVL 6 NINJA LVL 8 NINJA MASTER NINJA 
Camouflage: Man in Black Camouflage: Monk 

HP: 8-60 #APPEARING: 1·5 HP: 8-32 #APPEARING: 1·3 HP: 10-40 
AP: 18 FLOOR: 5·8 AP: 18 FLOOR: 6-10 AP: 39 
AC: 8 SPECIAL ATIACKS:? AC: 4 SPECIAL ATIACKS: CH AC: 3 
EXP: 1520 DEFENSE:? EXP: 1020 DEFENSE:? EXP: 1280 
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IMYO 
in Armor 

HIGH NINJA 

: 1-6 

ICKS:? 

ro 
l Robes 

BLEEB 

FLOOR: 10 
CS: CH SPECIAL ATTACKS: ? 

DEFENSE: + · + · · 

" BUBBLY SLIME 

FLOOR: 1·2 
:Po· CH SPECIAL ATTACKS: ? 

DEFENSE:? 

IA COYOTE 

IP: 4-24 # APPEARING: 4·8 
AP: 18 FLOOR: 3.7 

:H AC: 8 SPECIAL ATTACKS: ? 
EXP: 780 DEFENSE:? -

THE HIGH MASTER 
Camouflage: Conehead 

;:.•. 
,. ...--

{ 

HP: 15-80 # APPEARING: 1 
AP: 90 FLOOR: 10 
AC: -2 SPECIAL ATTACKS: CH 
EXP: 3000 DEFENSE: 0: * 

BORING BEETLE 
Camouflage: Insect 

I ,~ 

HP: 5-40 #APPEARING: 1·8 
AP: 20 FLOOR: 3-4 
AC: 3 SPECIAL ATTACKS: ? 
EXP: 1120 DEFENSE:? 

CA PY BARA 
Camouflage: Giant Rodent 

HP: 4-18 # APPEARING: 3-9 
AP: 10 FLOOR: 3-4 
AC: B SPECIAL ATTACKS: Po 
EXP: 520 DEFENSE: + 

CREEPING COIN 
Camouflage: Small Object 

HP: 1 # APPEARING: 6·8 
AP: 1 FLOOR: 2·3 
AC: 4 SPECIAL ATTACKS: B 
EXP: 920 DEFENSE: +· '* 

ATTACK DOG 
Camouflage: Animal 

HP: 4-32 #APPEARING: 1-6 
AP: 8 FLOOR: 4-6 
AC: 1 SPECIAL ATTACKS:? 
EXP: 1120 DEFENSE: •. * 

MONSTER 
GALLERY 

CHIMERA 
Camouflage: Strange Animal 

HP: 8-54 #APPEARING: 1-4 
AP: 34 FLOOR: 7-10 
AC: 2 SPECIAL ATTACKS: B 
EXP: 3515 DEFENSE: 

CREEPING CRUD 
Camouflage: Slime 

HP: 3-12 #APPEARING: 2·7 
AP: 4 FLOOR:2 
AC: 8 SPECIAL ATTACKS: Po 
EXP: 550 DEFENSE:* 
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DRAGON FLY 
Camouflage: Fly 

--- .-.,.;=-
( ', 

HP: 2-18 # APPEARING: 2-4 
AP: 14 FLOOR: 3-S 
AC: 4 SPECIAL ATIACKS: B 
EXP: 1275 DEFENSE: + 20· 

EARTH GIANT 
Camouflage: Giant 

HP: 41 #APPEARING: 1·S 
AP: 32 FLOOR:7-9 
AC: 8 S:? 
EXP: 21875 

FLACK 
Camouflage: Strange Animal 

HP: 15-180 #APPEARING: 1 
AP: 35 FLOOR: 10 
AC: -3 

GAS CLOUD 
Camouflage: Gas Cloud 

•• ... :····-::~ 

~ 
I 

HP: 2-8 # APPEARING: 2-8 
AP: 4 FLOOR:2 
AC: 10 SPECIAL ATIACKS: M2· Pa· M1 
EXP: 350 DEFEN E: + 
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DRAGON PUPPY 
Camouflage: Animal 

HP: 5-50 
AP: 10 
AC: 4 
EXP: 2280 

'· r·;(__ 
..,_ 

\ 

# APPEARING: 1-6 
FLOOR: 4-6 
SPECIAL ATIACKS: B 
DEFENSE:? 

FIRE DRAGON 
Camouflage: Dragon 

'·r/.--
\' 

\ 

HP: 12-88 #APPEARING: 1-4 
AP: 24 FLOOR: 8-10 
AC: -1 SPECIAL ATIACKS: MS· B 
EXP: 5 0 DEFENSE:? 

FROST GIANT 
Camouflage: Giant 

HP: 51-58 #APPEARING: 1-4 
AP: 30 FLOOR: 9-10 
AC: 8 SPECIAL ATIACKS: ? 
EXP: 41355 DEFENSE: us·* 

GAS DRAGON 
Camouflage: Dragon 

HP: 5-40 #APPEARING: 1-4 
AP: 28 FLOOR: 3-4 
AC: 3 SPECIAL ATIACKS: M1 · B 
EXP: 2075 DEFENSE:? 

DRAGON ZOMBIE 

HP: 12-98 
AP: 52 FLOOR: 10 
AC: -2 SPECIAL ATIACKS: MS· 
EXP: 5380 DEFENSE: US 

FIRE GIANT 
Camouflage: Giant 

HP: 11-88 #APPEARING: 1-4 
AP: 30 FLOOR: 7-10 
AC: 3 SPECIAL ATIACKS: ? 
EXP: 2115 DEFEN E: 

GARGOYLE 

HP: 8-38 #APPEARING: 1-6 
AP: 28 FLOOR: 4-6 
AC: 5 
EXP: 2435 

GAZE HOUND 

HP: 4-32 #APPEARING: 1-S 
AP: 2 FLOOR: 6-9 
AC: -1 SPECIAL ATIACKS: PI 
EXP: 1235 DEFENSE: + 



1-4 

IT 

<S:? 

• • • 

;; ? 

I) 
1nimal 

Pa 

GIANT SPIDER 

SPECIAL ATTACKS: Po 
DEFENSE:? 

FLOOR:U 
SPECIAL ATTACKS: Pa 
DEFENSE:? 

'~ ., -
-- .. -

'\< 

SPECIAL ATTACKS: Po 
DEFENSE:* 

LESSER DEMON 

FLOOR: 6-10 
SPECIAL ATTACKS: M3 
DEFENSE: t · + 

GIANT TOAD GORGON 
Camouflage: Amphibian Camouflage: Strange Animal 

..... 

' 

HP: 4-20 # APPEARING: 6-8 HP: 8-84 # APPEARING: 1 
AP: 18 FLOOR:3 AP: 12 FLOOR: 6-10 
AC: 7 SPECIAL ATTACKS: Po AC: 2 SPECIAL ATTACKS: B 
EXP: 785 DEFENSE: +· EXP: 2920 DEFENSE:? 

GREATER DEMON 
Camouflage: Demon 

MONSTER 
GALLERY 

HP: 11·88 #APPEARING: 1-6 
AP: 42 FLOOR: 10 
AC: -3 SPECIAL ATTACKS: MS· Po· Pa 

EXP: 44570 DEFENSE: • s· '1 · + 

KILLER WOLF 
Camouflage: Animal 

•:HB #APPEARING: 1-6 
AP: 11 FLOOR:s-6 
AC: 0 SPECIAL ATTACKS: ? 
EXP: 18 DEFENSE:? 

LIFESTEALER 
Camouflage: Unseen Entity 

KOBOLD 
Camouflage: Small Humanoid 

# APPEARING: 3-5 
FLOOR: 1 
SPECIAL ATTACKS: ? 

DEFEN E: + · *' * 
MAELIFIC 

Camouflage: Unseen Being 

I 

HP: 25-1 DO # APPEARING: 1 

Si~ · . ..,.,....­
.... .:.. ... 

FLOOR: 5-9 AP: 5 FLOOR: 10 
SPECIAL ATTACKS: M3· C4· 02 AC: -5 SPECIAL ATTACKS: 11· PI 
DEFENSE: t25 EXP: 7480 DEFENSE: tSO· •3 
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MEDUSA LIZARD MURPHY'S GHOST NIGHTSTALKER 
Camouflage: Strange Animal Camouflage: Unseen Entity 

HP: 5-40 #APPEARING: 1-6 P: 20-110 HP: 8-43 
AP: 3 FLOOR: 5.7 P: 2 FLOOR: 1 8-10 AP: 8 FLOOR: 7-10 
AC: 8 SPECIAL ATIACKS: Pe AC: -3 SPECIAL ATIACKS: ? AC: 1 SPECIAL ATIACKS: 01 
EXP: 1040 DEFENSE:? EXP: 4450 DEFENSE: + 40· ' 1 · EXP: 1835 DEFENSE: + 25 

OGRE OGRE LORD ORC 
Camouflage: Ogre Camouflage: Ogre 

,. .. 

I 

HP: 8-84 #APPEARING: 1·5 
AP: 12 FLOOR: 5-9 

SPECIAL ATIACKS: ? AC: 4 SPECIAL ATIACKS: M3 

DEFENSE: +· * EXP: 1790 DEFENSE: '1 

POISON GIANT ROTTING CORPSE 
Camouflage: Giant Camouflage: Weird Humanoid 

HP: 81 #APPEARING: 1-4 HP: 2-18 #APPEARING: 1·5 
AP: 40 FLOOR: 10 AP: 12 FLOOR: 3-5 FLOOR: 4-6 
AC: 3 SPECIAL ATIACKS: B AC: 8 SPECIAL ATIACKS: Pa SPECIAL ATIACKS: 01 
EXP: 41320 DEFENSE: + 95 EXP: 880 DEFEN E:? DEFENSE:? 

SPIRIT TROLL UNDEAD KOBOLD 
Camouflage: Unseen Entity Camouflage: Strange Animal 

at· ........... ~:.. 
~ 

HP: 9-23 # APPEARING: 1-6 HP: 12-54 #APPEARING: 1·3 
AP: 4 FLOOR: 5-10 AP: 24 FLOOR: 6-9 FLOOR: 1 
AC: 2 SPECIAL ATIACKS: M3· Po AC: 4 SPECIAL ATIACKS: ? 

EXP: 1405 DEFENSE: + 25· '1 XP: 1720 DEFENSE: •3 
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G: 2-6 

rACKS: 01 
25 

: 2·5 

1-6 

KS:D1 

OLD 
~ton 

S:? 

VAMPIRE 

SPECIAL ATIACKS: M3· 02· Pa 
DEFENSE: + 20· • 1 

WE RD NA 

FLOOR: 10 
SP. ATTACKS: M7; 04; Po; Pa; Pe; CH 

DEFENSE: + 70· '5· · * 
WERE RAT 

FLOOR: 3·7 
SPECIAL ATIACKS:? 

DEFENSE: * 
WILL O' WISP 

Camouflage: Unseen Entity 

•• ......... .::. 
·~ 

FLOOR: 9-10 
SPECIAL ATIACKS: ? 

DEFENSE: + 95 

VAMPIRE LORD 
Camouflage: Unseen Entity 

HP: 20-180 # APPEARING: 1 

AP: 4 FLOOR: 10 
AC: -5 SPECIAL ATIACKS: M6· 04· Pa 

EXP: 7320 DEFENSE: • 4 

WERE BEAR 
Camouflage: Bear 

HP: 5-40 #APPEARING: 4·8 
AP: 19 FLOOR: 3-4 
AC: 8 SPECIAL ATIACKS: Po· Pa 

EXP: 1320 DEFENSE: •. * 
WERETIGER 

Camouflage: Animal 

-- (";\ .,,,. 

HP: 5-411 # APPEARING: 1-8 
AP: 28 FLOOR:S-7 
AC: 4 SPECIAL ATTACKS: Po 
EXP: 1405 DEFENSE: '1 • 

WYVERN 
Camouflage: Strange Animal 

HP: 14-83 #APPEARING: 1-6 
AP: 22 FLOOR: 7·10 

AC: 3 SPECIAL ATIACKS: Po 
EXP: 1540 DEFENSE:? 

VORPAL BUNNY 
Camouflage: Rabbit 

HP: 5-18 # APPEARING: 4-8 
AP: 14 FLOOR: 2-4 
AC: 8 SPECIAL ATTACKS: CH 

EXP: 735 DEFENSE: •. * 

MONSTER 
GALLERY 

WEREWOLF 
Camouflage: Wolf 

HP: 7-35 #APPEARING: 1-6 
AP: 18 FLOOR:4-7 
AC: 5 SPECIAL ATIACKS: ? 
EXP: 975 DE ENSE:? 

ZOMBIE 
Camouflage: Weird Humanoid 

HP: 2-11 #APPEARING: 2·7 
AP: 8 FLOOR: 2 

AC: 4 SPECIAL ATTACKS: Pa 
EXP: 520 DEFENSE:? 
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IS TORY 
rtw mists of time pan to revea l 

.irH w111 l;rncl dating back fa r 
\lHH I rl1c rccorct o f 1ho e living 
Id\ 10 tlw rny1l1ologica l era. The 

nrl 1..., ... 1voucl et in a veil of m agi . 
m.,p.irr111 to <1 11 but thos fantasti­
l 11111.il 111c1 111s ot th land it elf. Th 

Kingclom . Thi w as a peaceful time. 
Peoplf' con ern cl 111 m s Ives ol ly 
with p rfe ting their m agical skills 
and spells fo r which th y w re so 
g r atl y renown d . 

Ala . all things eh ng throug l1 
th cons. 1\ncl subtl y the fo us ancl 
interests f the inhabitants chang cl 
as w II. Slowly. in xora i) ly their int r-

s t r -directed. focus ing on th clark 
side o f th worlcl. Thi w as clu in 
pan to trad with the east and the 
influences o f evil m agi ian pro fi ­
c i nt in th d ark a rt s. Ev ntua ll y. 

LIFE 
I Iig hl y po1 ula tccJ c it y trn 

m~1kc up tl1e n w w orld o f Wizmctry. 
The e ar s a 11er ci throug l1ou1 thf' 
lane! witl1 va t. uncultiva ted ar as in 
be1w n nd p sages connecting 
city tares forth hustling trade c. cti v­
itic o f inhal.1itant . Toe lay. pea c ha 

om c to just a few o f 111 it y ta tcs. 
i'vlo t o f them . l1ow vc>r. arc s till in 
po litica l tunno il a a re ult o f tl1e evil 
o n s who a 11ackect from th ' clark 

ide year ago. 
The land has a colo rful v ri ty 

o f inl1 a bita n1 E lves. Dwa r f . 
Gnom s and I lohbits !i v in 1l1c c it y 
s tatc> . Th y a lso w ander throug l1o u1 
the exciting wo rlcl o f Wizard ry. Tl1 y 
hav m a n o b v io u diffc rc n e 
uch as language. phy ica l charac­

teristic ancl !if pan. But over the 
y a rs. til es ra f' h ave b e n 
broug ht c lo e togcth r in a commo n 

ausc - 10 return 111 ir tr c. surecl 
m agic 10 the land . To 0chi ve this . 
th y l1ave also ctevelo ped a com ­
mo n languag 10 impr vc cornmun­
i a tions b tween the rac Knowl­
edge is cv ry1l1ing! 

!any o f th inhal)-
i ta n 1 o f th e Wi za rdr y 
w o rld s p end muc h o f 
their tim traveling. o m c 
take t the ro ci in orcl r to 
avoid politi a l up hcav I in 
the c it y ra tes. Others ar 
loo king fo r acl v nturc. 

,_ 1\nd a f w ar travcling in 
s arch o f a i)ett r !if In 
the itie . m ost travel rs 
ar I o k d upon a out-

idc rs t>y tho wl10 have 
put clo wn p e rm a n ent 
root . But 111 y ar treat cl 
well by 11lers who nev r 
ex p ri enc the thrill o f 
high ci venture anci .wish 
10 hear 1ravelc rs· ta! 

m ere curio ity al >out the dark siclc 
evolved into zcalou pursuit o f its 
secrt> ts. 1\ cl o r as o lcl as time itselt 

uctclcnly l)IC' v open l>etwccn the 
world o f m agic <l ncl tl1c world ot 
durkncs . I..::v il c rea tures p oured 
fo rth . 1\ncJ a ulture that w e. s once 
m e:: g i al. fact et into foul ol>li v ion . 

ow . thousands o f years later. the 
p eopl e o f th Kin gcto m have 
r tricved som e o f th m agic that w as 
so ad ly los t. L3ut g rea t s truggle 
lie aheact. 

HEALING 
In tl 1C' Worlcl o f Wizmdry. rrn1g ic 

a n cl m edic ine me c lose ly int er­
tw in ( I. Clc ric serve tl 1C ci ty strnes 
a ctocto rs u ing their rrnJgic <lrtS 10 

u rc their patients o n <.1 regulm ll<1sis. 
Tl1e Cleric · nngic hed ling powers 

re mvc o rn e. They c<.111 c ure <.l 

w ound instantly with a rn<.1gic spell. 
Strangely. how ever. long-wrrn illncss 
o ft en requi re <ln i..1 ltogc1hcr clifl ercnt 
approach . I lc rl m l curc·s arc rnost 
effecti ve for 1l1i - kind o f 8ilrnen1. As <1 
re ult . m -m y !c ries h<w c rnc1stc rccl 
th art o t herl)a l rn ctic inC' c. s well as 
their 01l1c r pro f ' ion I kills . 

Tem1 le and l1ospi1als arc one 
ancl the sam in 1t1e World o f Wiz­
arclry. A nct they arc ve ry special 
p lace because it i here the t som e­
one can l)C b roug ht back 10 life -

vc n if p ro no un cl ( tCClc l ! Th e 
sc r t. o f cour c. lies in the m agic 
spell. Dcµcnding on the skill level o t 
1l1c Cleric anct the v italit y level o f the 
dcact. a pell can be used to save cl 
per o n fro m long t rm illn or terri ­
b le w ouncls. 

1\ cha n c 10 re turn to !i f is 
m o 1 l1elpful cturing 1l1c course o r Cl n 
aclvcnturc when 111 actio n gets 100 
dangcrous. to nal w o uncts re no t 
nee s ril y m na l a ft er all. L3ut the 
m agic o f th 1 m p l cloe n ·1 alway 
w ork . Som etimes the spell is imp ly 
no t p wc rful enough . Ancl som e­
tim the v italit y IC'vcl of the v ic tim is 
jus t too low . If the v iet im tu rn into 
ash . a large challenge loom . Thi is 

o n idcrc>c l 1l1c seconcl s tag of 
d a1h. and the m g i al cur fo r it is 
tricky in the I x~ 1 o f c ircumstan 

o the ri k ancl cJanger m ust l )(' 
w e ig hed ca r full y b tore n a in 
ad venture . 
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MAGIC 
Magic is m ysterious and very 

powerful. rvtagic canno t be held o r 
touch d. but it do s things th t can 
bes en and felt by fri nds and n -
mi s. Magi is th aw om e ability 
to c reate som thing o ut o f thin air. In 

hort . m agic is m uch lik a miracle. 
And m iracles ar no t easy to do! 
It takes incr ctib l on entratio n o f 
m nta l power. and to tal If control 

to o njur u p a m agi 
works ff c ti v ly. 

Th two kind o f sp lls. Mag 
and Cl ri . both req u ire this ability 10 
fo u all m ental powers on the cast­
ing or conjuring o f the m agi p 11 . 
This m ental con entration o f power 

WEAPONS AND ARMOR 
In tll<' era w h n m agic reigned 

s u p rf'rnc. a sp II was fa r. fa r 
rnight i r than th wore!. warriors 
spent mor tim e 1 rac ti ing th 
m agic arts tl1an wore! man l1ip. 
1\.lagi wee pons and arrno r wer 
ea y to make. 1\nyon could do it. 
1\ncJ sp II w re u C'd on a regular 
basis 10 IJolst r thf' treng th o f both 
worcls nci arrnor f r ba1tl . o war­

rio r or weapons or armor. how ver. 
ou lel w ithstancl tl1c power o f a fr h 

magic spf'll a 1 in th heat o f battle. 
T here wa imp ly no cl f nse. 

But the downfa ll of th m agic 
cultu re changed th way of war. 
Now magi is till our e o f power. 
I.Jut toclay m or convention I weap­
o n. arc w idely u eel by warrio r 
cicross th land. T h y tra in rigor­
ously for years to be om e m ci ters in 
th an o f wordsm anship. 1\nci th ir 
power in ba ttle ha b om e truly 
awesom e. T h sword i as m ighty 
ci n1agi ! 

Yet the I gacy o f magi fro m a 
bygone era i still powerful although 
it is a lso very ra re. P ople don ' t 
know l1ow t m ake 111 m agi weap­
ons that were o y to com e by in 
th magi cultur . Today. th few 
m agic weapons that urv ived the 
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are gr a tl y 

th n actually hang th 1 

nv ironm nt in a phy i al en 
For example. Halito (and 

flam e sp lls) au w ild and 
m ovem ent o f air pani I s. 
panic! s boun e and v ib rat 
each o ther. charg ing th air wir 
h at. Daito. lada lto and oth 
m agi spells do j u 1 th op~ 

With fierce on ntration . the 
p II can b u d 10 top air p;, 

cold . freezing th m and thu 
ing intensely cold air. 

Ea h sp II l1as seven d 
m agi pm,ver I v I ind icatir 
ci m ount o f m ental power or 
points (MP) it tak 10 st thr 
Th lev I o f m agi p ints n 
b wa t hed ca refull y in rdert 
urnc the eff ti v n f a spc 

ven the abilit y to a t a pell 

i a ttain d w ith p ra tic 
rmination . The o th r. the 

p w r. is availabl only rare 
w h n a warrior chanc s to firn 
p ri is v ry high inde c1 - t 
worth the cost! 



~ven difft 
•di a ting 
v r or rn 
:ast tl1 s, 
nrs nern 
orcier tot 
fa p II 
1 spell a t " 

-but1 

Humans) Dwaefs) Elves) Gnomes and Hobbits popu­
late Wizardry. Over the years) these races have not 
mixed so they still look and act quite differently. 

HUMAN 
11unk1ns me I )iggn <1tKI tallrr tlmn thr 

other 1nl1,1l)itcmts of Wizc.mlry. Tl1cir litc­
spc111. l1owcvcr. is l101wr than 111 • 0111 rs . 
I '<'rlmps it' l)e ause th y lie ve le time to 
mjoy lif th t th y inclulg in life's plea­
sures - such as eating - to the fullc t! 
11unk1ns al o have s trong opinion an I 
\\'Ou lcl rather bos veryon else than tak 
orc lcr them elve . They like t "ru le tl1c 
roost,'' ancl if anyon ' tancJs in their way. 
humans tencl to br vcry ombat iv(>. They 
11<1\'C bC'cn a highly successfu l ra in 
\\'iwrclry and can he founcl far and 
wiclc througl1 ut tl1 ' lancl . 

DWARF 
I lw I )\\\1rl is !->rnall ,mcl sturdy with mu~< l<'­

l1rn11H I .11111s ,111cl lf'gs. \I.ilc or f< 1w1lc. they ol\\'c.1ys 
11.i\<' f)('mds . ,\ncJ they <ire strong <"nough to tl1or­
nugl1I~ trou nc l1L1nmns w~1 ·n fo re cJ to fig l1t. 
.\ill10ugl1 tl1cy look som w hat brutish. dwarf ar 
\rr\ mtL tic. They are uperior er ftsmen able to 
turn r ugl1 mat ria l into finish d works of art. 
llwy me not a skill cl . hO\vever. in o ia l graces. 

B111 1l1Cy are cfc cnt p oplc - humanitarian and 
1.i11i1ful 10 fri<:"nds. 
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ELF 
LI\<'<., 11t1\ < • I w< ·n .irounc I long<' I 

th<m <1ny r<lC<' in the \\'izc.mlry \\'oriel. 
once long ugo. hclorr the clurk. times. 
El\'cs were imrnonc1l. T l1cy li ved for­
ever. UntonunC.1tf' ly. thi changrct dur­
ing th cl rk time . ancl thC'y lost their 
pcciul 1 owcr. El\·es s tand ta ller than 

any 0 1l1cr creature in tlw lane! - C\'C n 
humans. 1\ncl 1hcy clon· 1appear 10 ca t 
as much as hurnan be au they arc 
so vC'ry 1l1in anc l w illowy. Point d car 
aclcl 10 1l1c s n e of h igh1. Elves arc 

ften foun I arnong th trees - per­
hap J)cc1u e tree arc ta ll and thin 
a well. 

GNOME 

II 

I 
< 1110111<'S dr<' <.,ilrnt<'I til,111 l : l\1 '<., J)\\'d llS cllHI I llll 1 

1~u1 they hc:i\'( ' <t \C ' I) dbtinc Ii\<' tcCJ ture - l>ig no <''>' 1 
nc:i tLiru l hc ritag is ~irnilo r to tha t o f the Elf. t lowever, thC\ , 
c.1 lifesty le rnorc likf' tha t of the Dwarf preferring to li\ r t 
unclcrgrounc.l. 1>crha1 tl1i I s n s 10 tl1 land rnClkC's 
more a11un d to nature and thu great Jeri . T l1cy ulso 
a passion for treasure! 

HOBBIT 
I IoillJits me 111<' "itndll<'<il inllc1hilclllls of Ill< \\'n 

ol \'\'iz<1 rclry. i>ut the') l1CJvc the biggest ll<'<lrt~ I J\ 1. 
11 is S<.J icl 1l1<J t 1lw fricmlly I lolJl) it ot lc r tlw I Jest 11< ·" 
pimlity in the land . Tiles me not only c.1 pc·1cel 
p oplc. bu t a l o courageous and c.l 1crmincO \l'l11 

!Jani s mu 1 bf' fought. I Iobbit love 10 keep 1Ju5 (' 
nc.l are oft n found bu tling about in 111 ir tunnc 1 

Bu t when it' time to relax. there's n thing 1l1c~ Ii I 
bctt r than a goo I m al follow d by a qu i t mokr 1 

their favori t p ip . .r 

- - - ----



, tlll' magica l w orlcl o f Wiz­
r111~1111pona nt to h os fri nds 
ra1('11!11g companion with gr a t 

rtw right person can help you 
1 J d,mgcrous t rritory, iry ta t 

l!ll< al turmoil or charact rs wi th 
1 11 w111ion . Tl1 rig hr p rs n 
1 ulso be able to po int the w ay 
iponanr information just w hen 
m·1·d it. Some friends wi ll even 

1Ja11lr· to prot et you . and o th rs 
i1 he <Jb le to save your life 

nchng on the time. p lac ancl 

HUMAN 
s STRENGTH 8 

l.Q. 8 
PIETY 5 
VITALITY 8 
AGILITY 8 

v LUCK 9 

1,,1 pt for p ie ty w l1i c h i 
cah1 Tl1is balan c o f har c teris­
' '"111 come in v ry hancly in filling 
111lw c1 11ril )u tcs you n cl fo r uc­
'slul p0ny. 

GNOME 
s STRENGTH 7 

l.Q. 7 
PIETY 10 
VITALITY 8 
AGILITY 10 

v LUCK 7 
rtw Gnome i rrong in just about 
r'qy area imaginabl . Gnom have 
the 1x·rfec1 p1o fil forth rol o f leric in 
il w magical world o f Wizardry. lb have 
t1 tinom in your pany i a very good 
thing 1nclced. Cieri a ft r all , l1av th 
/n ll'er to bring a person b k to life! 

B fo r you pi k the p o pt with 
w ho m you wis h to trav I in the 
World o f Wizardry, cons ider all o f 
the ir rr n g rh s a nci w aknc scs 
lis t d b low very ar full y. 1'.Io t o f 
111 ir c l1aract ri tic ar des rib ci fo r 
you her . Bu t d uring an ad venture. 
you m ay di ov r th y have unex­
p er d talents and attribu te that you 
c!icln 't know about. c your intui­
tion cluring the le rio n pro e s. 
too. Thi . ft er a ll . i a m ag i a l 
wo rlcl . 1\ll i no t what it m y em n 
the urface. 

DWARF 
s STRENGTH 10 

l.Q. 7 
--''----

PI m 10 
VITALITY 10 

p AGILITY 5 
v LUCK 6 

\Vil n clanger t11r a t n . there's no 
better fighter 10 l1av in your tmvcl­
ling part y tl1an tile mu cle-l)ouncl 
Dwarf. Strong arms. fi t ancl leg - as 
w ell as the Dwarf's fi r c let('rmina­
tion 10 w in m ean rro ul·)/c fo r 111 c l1al­
lc>ngcr. I lis only w aknes i agilit y. 

HOBBIT 
s STRENGTH 5 

l.Q. 7 
PIETY 7 
VITALITY 6 
AGILITY 10 

v LUCK 15 
Agile and lucky, th I lobbit excels in 
the talents th t m ake a good thi f! The 
I lobbit's points to tal more th n any 
oth r o f \Nizardry 's inhabitants. I low-

v r, I lobb its ar not very well bal­
anced overall ·w l1i 11 unails their ability 
to b com e Samurai ven with 18 
bonu point . 

T:c-=.1 ni nsr G:c ·:ii;.n dE 

Choose wisely! A character's race cannot be changed 
later in the game. 

s 

L 

v 

STRENGTH 
l.Q. 
PIETY 
VITALITY 
AGILITY 
LUCK 

7 
10 
10 
6 
9 
6 

t.::vles rate wry l1igh in tlK' c rrn o f 
µi ty and w isclorn . T l1is m e-<•ns their 
advi e i u ually to be trustc< I' t.::lvcs 
naturally fit into 111 role of 1'.Iage, Cleric 
o r Wizarcl . They arc v('ry t lente< I. 
inclcec l! Their only w('<:ikne is a tcn­
cl n y towarcl low v itality - 1l1c)" r 
nooz r . 
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Alignment is like a personal value system. It guides 
the characters in all actions. In Wizardry, there are 
three kinds of alignment: Good, Evil and Neutral. 

\\' l1a1 is typi CJl ly consicl r d 
gocKI or C'vil in tl1<' worl I a we know 
it . is vastly cliff r nt in th world of 
Wizarc lry. In this rnagicr:i l lancl . th 
linC' llc tWC'C'n goocl ancl C'vil an l)e 
sue le lc nly crossed if a charaetC'r do 
not consistently abide l)y tlw rules of 
the c:i lignmcnt - for goocl or vii. If 
the rut of l>ch vior a rc [)1-oken. a 

NEUTRAL 
'cutrnl c ha racter hav far 

more flexil)ility in th ir action than 
cl1araetcrs tint are go cl or vii. 
Because' ol their neutral alignment. 
1t1cy <Jr<" perfectly frc to form alli­
CJnces wi1l1 cith r goocl or evil h r­
act r r\ncl the ir a tion won ·1 
eh ng th ir CJ lignmcn t. Th y an­
not. however. become ad p t a t 
Cleric pelL . This is not an advan-
t gC' l)ecaus ' th I ric l1as enviabl 
pow r which om in very handy 
in tlw cour c of Wizarclry world 
CJclv nturcs. 
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chara t r omet im s Chang s align- rlll•nif.i!.1-F&HD 
m ent. r-or xample Good and Evi l 

har t r an never travel 1oge1h r 
in the World of Wizardry. If they try. 
on of them wi ll b forced to break 
th rul s of the alignment. 

GOOD 
l1araner with a ood lign­

m cnt arc tru twonhy. pi us. thi al 
and humanitarian. Th y wou lcl 
n ver he itate 10 for ak th ir own 
lives 10 ave th life of a fri nd - or 

n a tr ng r. They do not . how-
v r. have u h a strong regard for 

life that 1l1ey won ' t fight when 
attacked. Bad monst rs must bc­
w r of the ood adv nturer. Good 
monst rs . on the oth r hand. are 
afe from th m. Good acJv ntur rs 

must play by tl1 rules 10 mainrain 
th ir alignment. 

SCOTT L 1 ?-??? Hu~an 

EVIL 

corr 
Ira/· 
bed 

\ 

haraet r with an E1 ·1 
rn nt arc not r ally a t rribl < · 

word "Evil " impli s. They a I> 
vcr. sclf-cent c rcd rasca 

won't mak a move unle s I 
fits them . The character • • 
greedy and m 1crialis1i . If 11 

cro ed for ny rca on. tl·" 
hasc and atta k friend or r·r 

rutl1I s cl 1ermina1ion . J•.i 
good haracter . if they b >t 
rules. rh y ould los tile 
m ent. The wrong move. arn 
one ould suddenly b comr 

WIZARD 
'( 

Ii 

\ 
I 
~! 

,..., 

oo<i. Evi l and Neu1ra1 1 

t rs mu 1 ultimately find ~ ., 
join force to survive and st 11 

the dv ntur s of this mag ikt 

Ea h ha p ial pow r 1
111 

pi m ent the powers of 1h1 

Alone. th y cannot possil 
vi tory. Tog th r. th y have 



1 l1dr.ir1er arc ra1ed on th ir 
11 1111clligcnc (or 1.Q. ) pie1y. 

11 ;ig1li11 and luck. The paw r 
ii) poirn aunt) of attribu te 

rl-.on 1l1era of th p - r n 
Id'> ... pecifics of th individual 
h t1gc and I vcl at tained in th 
B<1sir a11rit)u t s range up to 18 

i1' 111111 l onus points ranging 

STRENGTH 
\\IK·n 1rouble lies ahead and 

1111cs a11ack. trcngth is an all­
µon,1111 a11ribute. It g ives chara -

11 clll races the power to ana k 
G 11'111 - and mar . It p rovides a 

1pt.·rim power to a cu rately target 
1·11cmy for a ure hit. ertain 

t11~m-. can al o add to a chara -
r., ... 1rcng1h in ba11l . Swords ar a 

,1 c·xample of 1his. A hara ter 
111'1 cl good Strength point ount a 

1 II il'> a 1rusty sword in hand 
iffl 1kl l1a\·e no fear of action and 
ill'lllure right up in 1he front Jin s 
I ik11llc. Bonus points can b very 

helplul a a means 10 add strength . 

VITALITY 
\'ilality may b onsider d a 

iJ011erful as the for e of li fe itself. 
r11c11i11 runs through 1he arms and 
l··gs ancl minds of all characters in 
1ilc \l'orld of Wizardry. If the Vitality 
11·1cl i low. troubl an arise on all 
111in1s i)ecause th mind is no t a 
,1il'rl. th body is no t as powerful. 
;111cl 1hc w ill to w in is greatly less­
enccl. On the other hand , wh n Vital-
11) 1s high. so are the spirits and the 
... ucccss rates o f lh ha ra ter . 
Tiley can advan e to new levels 
111111 ea e. But if Vitality is too low. 
making a move 10 a new level m ay 
be impossible if no t deadly. 

Each character is evaluated in six dif­
ferent ways~ then rated. The more 
points the better! 

from s 10 9. and on rm o asions a 
higl1 as 20. Bonus points can t e 
us d to bu ild up de irable attribu t 'S. 

You can irnprov we k lr its or rnakc 
good ones b ttc r! 

It is ritical 10 pay lose att n­
tion 10 th attribut to tals as your 
band of aciventurcrs makes its way 
through the World of Wizardry. 

I.Q. 
Tl1cr ar many ways to 

describ thi imponan1 a11ribu1 
wisdom. intelligen e. c l vcrn 
The t.Q . an help th weak conqu r 
the s1rong. A quick mind may ou t­
pac a fast or agil runner with a 
c lever ana k . Brain have proven 
mighti r 1l1an brawn. In the world of 
Wizardry. a high point ount for 1.Q. 
is cri 1i al 10 learning and ma tering 
the magi rts of th l'vlag . In fact. to 
ea t a 1agespell . such as the my tc­
rious nd sub tl DU IAPIC. o ne 
must l1ave a g rea 1 int e lli gence 
ind d! A hara ter I vel of 13 -
which is very impr ssive - still isn·1 
high enough . 

AGILITY 
The ability to m ov fast can get 

hara ters out o f all kinds o f trouble. 
Every.on needs this va luable trait to 
su e d! A high level of Agility I nds 
chara t rs the ability to m ake a fast 
atta k . Speed and timing can m ak 
th e differ n ee between life and 
death. so Agility is a ll-impo rtan t. 
Sometim s it 's even possible to 
mov so fast you an take offensive 
a tion and be th firs t to a ttack . This 
can offer a great advantage Thieves 
have a particular n ed for Agility. It 
g ives them the spe d to locat and 
disengag traps surrounding trea­
sure he ts. 

PIETY 
Tl1i i one of 1'1c most nl\'Slcri­

ous of a11ribu1 . 11 is nw 1ical. y<' I 
powerful. 11 1ak s a c l1ar t r pure of 
heart and mincl to usc i1 to it - maxi­
mum po1cntia l. Pie1y encompasses 
a variety of specia l powers. l3u t 1 cr­
h a p ti1 mo 1 am zing is 1hc 
unique abili1y ii give 10 1hc lcric. 
Cieri s. wi1h th grac ' of Pirty. can 
actually return th d acl 10 111 lancl of 
the liv ing. If I ic1y i 100 lo\.v, 1hc 
att mpt a1 1his spell w ill rno t surely 
fail. Thus. life ancl d ath hinges on 
the lev l of 1h l ri 's 1->iety. And if it 
is high enough, 1rue miracle 
happ n! 

LUCK 
ood Lu k is a highly v Ju d 

amibu t in the World of Wizardry. 
A lthough Luck may typically s cm 
to b a vagu . intangibl idea that 
can ' t b ontro ll d: it offers grea t 
powers to those who have it in Wiz­
ardry. Lik invisibl armor or a magi­
ca l shield. Luck an protect inhabit­
ant o f the land from grave dangers. 
It can al o d ramatica lly reduce the 

ffe t of an enemy a11a k. A b low 
that might have b n fa tal can b 
made harm! ss by a littl Luck. 
Ev ryon wan1s to be Ju ky. But it's 
imperati ve that Thi ves and l'vlagcs 
don't g t too far down on theirs. 
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FIGHTER 
The Fighwr usf>s all wca1xms 

skilllully. These are battle haru ned 
warriors abl to withstand terribl 
wounds. Any alignm nt is suitabl . 
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This strategic choice will influence the 1 

of battles in the World of Wizardry. 
carefully before making your decis-ion. 

NINJA 
Th<· :°':inja is .i mas· 

tc·r of 1t1c <irts of often e 
<met dC'fC'nsc wc·a1 )On 

ancJ arm 1 llrt' unne cs­
ary ro thi p rfcct fight ­

ing ma l1in . Tl1c 
inj · a lignmen t 

i Evil. 

rn nt is 

SAMURAI 
Tile samurai htlS gwm lill­

cnts. They begin to lccirn ~ldg< · 
sµclls in Le V<'I + cmcl rnn tcr ull 
of them by L vcl 22. lignrnent 
is o d or ' utral. 



mclg1c 
>! JIH \IC1gc is 

r•Jt1;, 1\ IJge 
till !Jani 11 111 

\Ill i1 Ila h. Th 
no1 ,·cry strong. 
c·c11;, HOl)C' in 

1rrh for greater 
ot magic power. 

'\!though Thieves 
11,mciy wilh Daggers 

d hort Sword , th y 
llOI good in magi or 

111ha1. 11owever. they 
~ an important role in 

m group of Wizardry 
i<.hrntures because they 
roll' how to qui kly 
"mantle 
1 ure 

l' !'SI 

traps. 

CLERIC 

WIZARD 
Wizards know 

1ag (I arned by 
Level 25) and Cleric 
spell (Lev I 28). 
They have th ability 
to identify unknown 
items. but only in the 
maze. 

Ttw Cleric l1cls full 
knoll'lrclge 01 spdls by Level 
n. on a claily basis. Cl rics 
urc \\'Ounds and save th 

f,nally injur<:>cJ. 

The characters who take up the rear are 
not train d in ba11l or adept at handling axes. 
swords and other weapons of war. Th se 
chara ters are well versed in the magi ans. 
which in the cours of the journey through the 
land. come in mos1 handy. At time . the 
power of magi an b ff1ighticr than the 
sword! Most of th tim . th haracters help 
th wounded. 
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ver the our e of c nturies. 
the pe ial tal nts. skills and va lues 
o f the hara t rs which inhabit this 
m agi a l land hav be n adapt d for 
surv ival. Each has certain streng ths 
no t possessed by th o thers. The 
sam i a lso tru o f their weak ­
n sses. Yi t tog ther. as a group o f 
ra s they o m plem ent one ano ther. 

Thu if you choo your group or 
pc:iny giv ing careful consicJ ra tion 10 
f'<l h rn rnlxr' uni<iue abilitif's. you 
w ill cornf' up w ith a l)alancecJ bancl of 
travf'lf'rs. Tl1is is rnll d the balanc - of 
pow r. net th only way to a11ain th 
pc1if'ct halancf' i l)y combining th 
corr c t fo rcf's w ithin you r b nd of 
C'I( lvf'nturf'rs. 

Tl1c~ aw other nsidcrations. 

as w II. It 's imponant to 1t1ink at1 cJ 
ancJ m ake o long-t rm plan for your 
group. rbr on thing you can chang 
th pow r and pabiliti f y ur 
group. You can hange a 1\1 g to a 
Cleric or a Cl ri to a Lord. But you 
must rem m bcr that in each ea you 
w ill lose the special talent o f on w hit 
gCJining the nevv tr ngths and capabil­
iti o f 111 o th r. 

1\re you pr pared 10 lo 
special gifts. or w ill you sm ly mi 
them in the lleat o f a tion or dang r? 
I rhap th nsw er Ii s in funh r 
hang . You an ~ pla th lo s o f 

a11ack pclls by changing a Fight r 10 a 
samurai for xampt . tra1egy i v -
rything. lb begin. you must know your 
h racters! 

,()( 

This is not lways an 
d 

for 111 nature o f any given ct
11

.., 
bvious in om rcspc , 

be m y t riou in oth rs. Som . ..,, 
th heat of banl a speci I ann. 

1
, 

app ar. o r a haracter wil 
through in an un xpectcd wai 

1\ you begin 10 d veto1 
~ m m ber this. Each l1arar 
uniqu strength and weakr 
And th beginning, middl a1 
th journ y ar fraught witll 
challeng - , changing riddle 
un xpccted tw ist and turns 
th way, it i m o t int llig nt 10 1 ~ 
your b nd and m ak change. 1

1 
1 

se fit. ii> 
Jl 1 

r < 
1cl 

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~-.(! 

FIGHTER GOOD, NEUTRAL AND EVIL 
Th Fight r's Streng th is 11, which is und rstandabl 
g iv n th title - one who fights . This strong warrior 
al o grow s very qui k ly. This can be of great advan­
tag throughout the journey. Growth m eans power. 
And when power g rows - enemies bew ar I 

MAGE GOOD, NEUTRAL AND EVIL 
The highly int llig nt !\lag h an 1.Q. o f 11. o wh n 
the tage ha som ething to ay o r contribute. lis ten 
ar full y and act on the Mag ·s instru lion . On o f th 

l\tagc·s g reat talent is th atta k spell . This is ri tica l ro 
any L) nd o f tr ve llers. 

CLERIC GOOD AND EVIL 
T l1 Piety o f the I ric is truly uperior at 11 points. 1\ s 
you p lan your part y. g iv areful consideratio n to the 

p ial tal nt f th Cl ri . Th y an b o f ignifi ant 
imponan to uc ess and even urv iva l a t the 
beginning o f the adv ntur . 

THIEF NEUTRAL AND EVIL 
The ability to mov fast is a priceless gift at certain 
times. The Thief, with any Agility factor of 11 is most 
adept in this department. Th Thief also grows fast 
whi h allows for transformation into the inja with 1he 
a sistance of a certain item . 
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I WIZARD GOOD A () 

11 
The w ays o f th wizard are o ften m y t nous. I 1 
thing is tear as a cryst I ball. Wizard are grear 

1 1 

ling com panions. With an 1.Q. o f 12 and a Piet\' ' 
1 

h . h . d .I Ill 12, 1 ere ar m any ume w n a Wiza r can ~ 
band o f adventurers ucc d! 

1 1 

The Lord is one of th elite lass. Among his nu1J 
abilities. h learns spells with amazing s 
become a Lord . you must have: Strength is IS, Ll 
Piety - 12 . Vitality - IS . Agilit y -14 and Luck 

)\\ 

( c 

t I 
SI 

P rt::iaps it i b aus the Ninja is the perfccr 1 
m achine that it is su h a hall nge to create 
c:i ttributes must be abov 17. And growrh is ri 
v ry slow. I lowev r. on c a Ninja jo ins your I 
w ill be tough indeed! ;:;,; 

!D)'S 



"1' \\'ilO make up tll f' la s 
nhililllunt of tl1c world of 
origini'ltr in th o rdinary 

1111 c\i'lmplf'. to achi v the 
01 Ill<' magnificent SarY1urai. 

"1h,1,·r tl1c tal nts nd a t1rib-
' \l.igr as well as a Figl1t('r. 

-111 01 tile ~1agc at ClSting 
id the ·1rcng1h of tlw Fight r 
1rnor come tog th r in th 

11 11gurc of the amurai 
111 CSl('C'J11CCI elite! 

The elite is comprised of two ordinary classes. 
There are a number of combinations within the 
ordinary groups which when combined create 
the elite. 

CLASS CHANGE 
\l1hougt1 chang 

1 1d1,1111ages u 11 as moving 
11 "'ditc" clas . it also reates a 

t• r 01 hurclles wh i h a chara -
''' tri,·e 10 overcom in th 
,~ Thr rnagnitud of making 

iilllW pla s a huge burdf'n on 

w ill los Cl g reat num-
11 1lw l1ard-won povvcrs and 
m· gained in 1J1e original la s. 

1111· Churan r launches into th 
1·\istcn c. on ly th bar mini­

n 01 a11ribu1es for the particu lar 
1, provicJ d . 
rlli::. loss of amibut s an 

lee 1 a larg redunion in capabili­
trom the origina l I ss . And 

1llu1cs arc v rything in th 
re 11 for rnagi in th world of Wiz-
11 FOr example. spell whi h 
prrviously learn l may b s till 

n11·111bercd. how ver. th numb r 
,pdls whicl1 can be 1 may be 
rrrly limited. 

Ju 1 bccaus a h ara 1 r 
~11·s tile pell do sn· t mean he or 
" um ea 1 it in th n w "elite" level 

11 lr<i t not at first. Now n w skills 
mast r d and the a tual 

'' onier to make a change of class, you have to add up 
enough attributes and the right alignment. This is nat 
ol.oys an easy task in Wizardry. 

per ona lit y r s haped. 
Thes and a long lis t of o th r 

probl ms whi 11 always ri e in th 
ours of a c l<l s change, add up to 

a dramatic eff t on th ell ra t r 
und rgoing the hang . It' not d iffi­
cu lt to imagin tll t th 
immed ia tely los an irn p re ivc 
five year of lif just by making tl1 
chang . 

That's a lo t of va lu b le tim to 
s cr ifi . but the many r wards 
hould be worth it ! h nge is incredi­

b ly diffi ult. But uni you have a 
worldly Lord or a fast-foot d Thi fin 
your band of adv nturers. it is th 
only avenue av ilabl for produ ing 
the awesom power of th - inja! 
And without the Ninj , ultimate suc-

c s . and the dream of returning tl1 
magi ulturc to th world of Wiz­
ardry. may rec de into total obliv ion 
and utter darkness. 

After you make a class change, you are relegated to 
the minimum attributes available to any given race. In 
other words, you are starting from scratch in the new 
class . You can look forward to new advantages! 

;iiiiiiil=ll Check the screen to lf?l!!,!i.NS·Qi¥M I see a list of avail-
able classes when 
you are ready for o 
class change. Th is 
typically happens 
once you have 
accumulated 
enough bonus 
points. 
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Hordes of gruesome creatures have crept frmn the dark 
side to prey mi the inhabitants of 'lrebor. They thrive mi 

evil) using its puwer to destroy life. I i>< 
J)'-, 

(, 

IC'\ 

I ._, 

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~.it 

Mo n s te r o rig ina ll y spra n g 
fo rth from the depths o r th dark 
s id . Today they dwell in th g loom i-

t rea hes o f Ttebo r. The kingdom 
has m any dung o ns. It is here that 
th rea tures of the dark ide r et 
m ost a t ho m e. Th y thrive in the 

o ld. g loom y wo rld o f tone where 
th y lurk in th de pe 1 hadow s 
licking their cho ps in anti ipation o f 
an a1tack o n harmle s travel rs. 

Beware of Ores and Kobolds 
Fierce fighters, Ores and Kabalds have grown ta great 
numbers in the human world. There's nothing they relish 
more than a ferocious baffle. They lie in ambush await­
ing the opportune time ta attack unwary travelers. 
Because of their combative natures, many of them loose 
their lives from constant fighting . But many survive and 
continue ta spread their evil warfare. 
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1:3y clay. rno t o f the m onster 
keep to tl1c cave . d ung o ns ancl 
clecp shaciow s avoicling the w armth 
o f the sun . 1:3ut by nig ht th y come 
out in full fo re' 10 hunt , to ea t ancJ to 
clestroy any tl1ing in 111c ir path as 
1l1cy k 10 annil1ila1e all th inl1al) it-
a111 f 1l1e lancl. Ore and Kobold 
arc m o t p reva lent tl1roughout tll 
kingclo rn ancl o ft n at tack v illag s in 
large group . Dragon . Giant anc1 
~1 u 1a n1 1:3ca t anno t w itl1s1an I tl1c 
light o f th sun . o they keep s tri tl y 
to clung o n s w h e r tl1 ey trap 
their p r y. 

D rnons are the rno t d 111 " 

rnon t rs of all . Luckil y. tile) d 1 • 
th ir own dark . dank . feticl JI, I 
vvhc re travelc rs never clarc 11

1 1 1 

I low v r. tl1e to rrur d br in 1• 111 

b II ci into the Kingctorn 1111 • 11 

pow r o f an v ii p II. Tlw 
pher o f the Kingdom is 1 

nough to sustain th rn. so 11 

com pelled 10 a1ta k q ui kl\ 1 

ing into their own n tiler wo 
an w ring thC' evil ca ll . 

he 
<l ll 
I< I 

·rn. 

!e~; W~r~P.!:~~~e~! b~a~:t~~~~e ~~o~s'!!~~~r ~~~s~ 
able evil. The Emperor of Darkness beckons them with potent spells into the mazes whe 
for travelers. Zombies rise from the dead Fire Dragons and Giant monsters awo 11 
endless sleep at his call. 



h l\pr of monster l1a 1 -
1 h ,111 its own . Eans ago. a II 
, 11cTc tlK· sCJm e. But over 
cs 111 0 11 tc rs c ha n gc cl . 
g tll< 'lf own cruel and t rrible 

01 a11 c:ic kin g th ir prey. 
.,, nl 1l1c rnultitucle o f cliff r nt 
1u., rnu mu t fac a you 
1ou1 \\'ay in thi m agi a l 
1ou mu t l)C cunning . Con­
ordull\ ' rach type o f m an ter. 

·1<·1N' ctoe it use? I low cioes 
1 'i1ucly them well ! 

1~·11.i rc ol man ters with c law s 
,111gs Tl10s razor s l1arp c law 

liswning t 111 arc d ripp ing 
Cll«ldl\ ,·cnom ! om e o f th e 
1uirs <H <' to ta ll y p o iso n o u s 
11 mra n if you ven to uc h 

n 1ou·rr in clecp. troub le . 

111 C1 world where d angerou 
,,., lurk in every shadow. you 
I 10 br al)le to m ove fast. T hi o f 
r.,. · 1s wily som e m nst rs. lik 
l nclcacl. l1av p rf c tcd the abil­
tn 1111 your nervou system nd 

rJll zc you. 

PETRIFY 
rt1is is one o f the wo rst po s i­

ll'l'apon that m on ters can u 
,.1111Sl ~ 'Ou . It a t mu h lik paraly­
' ll<'rau e you are irnmediat ly 

rnnobiliz cl - turn cl to s tone! A nd 
»H1' )'OU arc hit , th p ll's a h rd 
tircah as granite! 

CRITICAL HIT 
Long ago. the inja devel p d 

dc1'il tating m ove: the c riti al hit. 
Tlnr wa no r covery - ven with 
a l11gll I IP I vel. Today. s vera I m on­
'1ns l1ave p rf ted the hit. Watch 
i 1110 1 I ligl1waym an . vo rpal Bunny. 
'l.1rh and Werd na! 

ENERGY DRAIN 
You must keep all o f your wit 

about you 10 surv ive th m any ter­
r r ancl le. ngerou - er atur that 
s talk their p rey 1l1rougho u1 the land . 
One o f the tOL1ghe t c l1alleng you 
mus t face i energy Dra in. This 
,,, apon is c.Jesignecl to w ak n ancl 

C1p the pow er o f trnvc lers vvho hav 
learnecl the w ay o f 111 lancl and sur­
v ived. When hit by the En rgy Drain . 
you fa e CJ m aj o r c tback lo ing 
mu h o f th impo rtc nt knowledge 
and ext ri nee you have ga ined . 
You m ay even liclc to th depths o f 
a lower level o r w o rse. sev ral I v I ! 
The net ad m on ter. for xample. 
can drain you o f o much tr ng1l1 
you w ill clrop four lev I . rv1 aelific ancl 
w erclna can do c Imo t a muc h 
clam age - so iakc care . 

SPELL 
rvtag ' and leri s are m a ter 

a t casting the kin l o f s1 II that 
"sp II" lark and di m at troub le fo r 
111 unwary o r unprepar d trav lc r. 
But the rt o f casting sp II is p rac­
tic d by o th r evil clenizens as w II. 
Fo r y a r . tl1e v am p ir Lo rd has 
workecl 10 perfect rvtage pell . ancl 
no w cas ts th em w ith ho rrify ing 
r ult . The nd acl . Dragon and 
D m n ea t th m . 100! 

BREATH 
Wh n the m aw o f the Dragon 

opens. foul wine! b low tha t an 
s top you o ld o r burn you to a c in­
d r. om etimes thi evil wind can 
m ean d tru tio n fo r an ntir pany 
o f travel rs. Th best s trategy is 10 
r pid ly r d uce th Dragon· (or any 
o ther m o n t r 's) I IP b au s th 
power o f the "b d b reath " hit is half 
the m o n t r 's I IP. Fo r exa m p le. 
Flack's I IP is t80. o th hit clam ag 
iS90. 

RESIST 1 
The c rernu rc lro m the cl c.1rh 

s ic! have cleve lo p ec l ve ry c lever 
d<.>fenscs over m any centuries to 

o m ba t the a ttacks o f l >olcl <lllcl 
resour eful travcler . T h<' m onsters 
o f the Undeacl. Giant ancl Dem on 
ca t gori have lea rncc l to unn.ist 
sp II , muc h 10 1l1 e cli s rn ay o f 
adventurers. The Grea t r Dem o n 
is a m a ter a t ncling spells into 
obliv io n . 

RESIST 2 
Unfortunately, tlt r impact of a 

spell can be g rea tl y reclucecl hy a 
m o ns t r·s re is tanc ' level. Som e 
rca tu rcs fro m the clm k s icle l1CJve an 

inv i ibl shielcl 1l1a1 can full y o r 1 ~mi­

ally p ro t t th rn from extrem e 11eat 
o r colcl. I Iigh !\taster. on the o ther 
hand. appli s m enta l pow ers 10 
benci th fo rce o f the pell cJirccting it 
into o th r dark worlds. 

HEALING 
' ince the beginning o f time. 

m on ters hav been t lrawn 10 lm ttlc 
as w and rers ar clrawn to tl1c roe cl. 
Battle wound o ften m ant the end 
for th anc ient m on ter . But ovcr 
c nturi s. n w rnonstC' r gen ra tio n 
dev I p d a m agical h a ling abilit y. 

ow Wcrcina an h a l up to "' I II-' 
p ints p r b 111 . ancl carries a pro­
tecti ve amulet as w II ! 

CALL 
evil o ne support each o ther 

w hen 111 a ll fo r help choes a ro s 
the la nd. But w h n the ra ca ll y 
BI b ca lls fo r uppon. he o rne­
tim leave ju t w h n 11 Ip arrive . 
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PARTY 
The m os t e ffect ive wa rrior 

bane! is corn1 riscc l o f s ix brav trav­
c lc rs. 1\ sm aller group face muc l1 
grc<1tcr peril in 1h ' cli rnal clq 1hs of 
1lw n wzc. Bc.1lcincc o f skills i every­
thing ii v inory is to I) chievccl 
uga inst the 1rcucl1crous fore s o f the 
cl<1 rk s iclc w hic l1 lurk in the c clunk 
env iro ns. 

Your I rc:iv !)and o f adv nturers 
rnust f<1cc a multituclc of cli ver anc1 
cl <1 ng rous ()e lver arics. 13 fo re s t­
ting o ut fo r tl1c m aze. anY1or hou lci 
h shinecl . wo rcl sharpened and 
111c m 111 I powers focu ed for opti­
mum ea ting o f p lls . Then con­
siclc r you r pmty's m arching orders . 
Be sur you ha e th optimum lin 
up fo r your l >c nd o f w arrior . 

111 lm ttl formation . the fro 111 lin 
a 11ack with sw orcl . axes ancl o ther 
mig hty w eapon uirecl fo r pow rful 
w m rio rs w ell vcrsccl in hc=i nd -10-hancl 
cornl )C1 1. Tl1c rea r guard an w er a 
cli f ferent ca ll to w ar. Th s re th ' 
w eaver o f spells. Th y t1ave no 
need o r arm or fo r they ca ll upon 111 ir 
rnc ntal power 10 L)ring tro ng sp II 
10 th ir cle fen . The e m a t r o f 
the m agi ans c:i re all -important to 
your ov rail v ic tory anci urviv I in 
tile \\'o riel o f Wizardry. Therefore. it is 

ritica l 1 p ro tect them as b s1 you 
can with your fro nt lin warrio r fo r 
ther w ill o m e timc w hen the 
power o f the m agic p II will m ak 
all th cl iff er n e. 

T his is on o r the m ain rea n 
r s 11ing out fro m th tan w ith a 

part y of ix brave -oul . In thi way. 
you have as m any tr ng warrio rs 
u1 fro nt po iblc. The t\Iag . fo r 
exc. m p lc is u ually po itioned m o t 
c ff c 1i vc ly at tl1e ncl o r the lin . Oth­
c rw is . l1i pell c ting pow er m ay 
b lost! 
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Much experience can be gained in b 
waged in the winding corridors of a r. 
J(nowing your nwnst:ers gives you an ec 

FRIENDLY 
MONSTER 

Count! ss cons ago. the clark 
siclc w as n t 1rna ll y dark o r filled 
wi1l1 cornp lc tely evil er 1ure . Tl1c re 
cxis tcc l at the 1irne a tiny w o rld o f 
lig ht irnpcrv iou 10 the wi ked creu-
1ur and g loom y depths o f the dark 
wo rl cl. 1\ sm all baml o f n ons1ers 
inhabit cl thi shirnrn ring world. 
l-' l1ysi ally. th y were rnuc l1 lik the 
c reatures o f th dark w ith ale . 
fangs. c law s and m oll n r d y 
But ther was on b ig cliff r nee. 
The e m o nster l1acl hea rt o f gold. 
T h y w r fri nd ly m o ns1 rs. 1\nd 
1ha1 1 rrib le day w h n 1h fo rces o r 
the dark ide pour cl onto the shores 
o f 111 Kingctom. so 100 d icl the good 
hearted rn n 1ers of 1h li11l vvorlct 
o f light. 

Tl1 s m onster have urv iv d 
through the ag s. nd today 1h y liv 
and thri v a ross the land . Th y dis­
dain com bat altog ther. p referring 

to battle c>very time. Wh 1her 
hoo 10 ba 11l th m or n t 

nd o n the alignrn n1 o f your 
pan y. oocl a lig nm n1 . na tu ra ll y. 
m eans you cann 1 do b ttl with 
th s no n- omba1ive er a1ures . But 
if your alignm nt i on o f Evil . you 
will t fo r ed 1 do ba ttl . 

r\nd as th law f th Kingdom 
cli ra tes. if you b reak th rule . you 
w ill hang alignm n1. A rev rsed 
alignment an result in confusion 
0m ong w arrio r w ho anno t handl 
the hange and thu fa ll r in ba ttle. 
unsu w o f their new s1a1u . If you 
wi s h to s wit h b c k . yo u a n 
a 11 rn p t 10 b reak th rules again . But 
the out o m is no t a lways guaran­
i ed . If the t)a rtl b om too thick . 
running must b onsidered. 

SURPRISE 

overy 

urprise mu s t b acl1
' 

b for the en m y ga ins c H 

w eapon and item s are 1l1e 11 l 
w ar. pells mu 1 be h Id in< 
an e for la1 r us . If y u knrncl 
item s w ell. how ever. you an t· 
1h ir s c re1 m agic pow rs. 
Flam e and Ring or Suffoca11 i 
especially potent! You'll need t 
Monsters blow th ir foul Br 
your b and and the Poison< 
levels terribl dam age - up>1 
points worth . 

DISPELL 
Cleri c . Wi za rds 

have th pow rt ast the Di_ 
w II a leric p lls). Tl1i 1,

1 and unusual sp II whi h is 111 
as o ne would exp t 10 u 
att k o r d f ns in battle 1 

ontrary. thi parti ular pr. 
co n id red a n "un· 

b e au it a tu a ll y revers 
e ffe t o f a spell o r . \\'hr 
against m o n ter 
the power o f an 
m ake the monster return 10 1 

it am . back through the m 
time. The Cleric is a master 
Di p II w hi h tak s great 

on nira tion esp ially a 
p werful Undcad l'vlons1 r. 

ndead m onst r is not the Cl 
v uln rabl to this powerful 
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olclm turn'~ \\'hen the clay w ' re 
1k..,1 cwr 1--no\\'n in the worlcl of 
/\ .i ligl11ing tyl cmerg cl that 
med 1l1rougl1 the eons. It gain I 
"'"!Jfff among the few I xavc 
11110 '>till kn w w21y hack 111 n 

to t.ikc up am1s in 11 n i-t -h net 

01g.i111zcd f1Dnt line wa thf' key 
dllf l('nt 1ccl1nique or bringing a 

"'mi 11-, !\nee in total d feat. 1\nd 
u L" lwrc 111 th front ranks that th 

lut ... dll' lev I cl I your pany or 
,idwntur rs. Thus. you must 

mu ... 11ungcs1. fastest and rn t 
1 .. ml..,10 1h front that th y mCJy 
tlw wor 1. keep fighting ba k. 
protert 1ho e who cast magic 

lb lor later n eds. 

xccll nt 
hrn · ll'anior be au y a~ so 

011no1. E\·cn the ra test m on 1er is 
f pws...,rd 10 gain the advantage. 
-.. 1110 \\'LJrriors can also sav th 
p mim imps with th ir speed. In 
\gihl\ clic1a1es who atta ks first. 

rlrncc tor first trike i all-impor­
G 11nor~. Tl1 front line also dimin-
1ilc 1.J011·e-r of the monster whi h 

CJ llows th seconcl in line om r spit< 
rrorn the worst kincl or ttack. 

You must baffle each monster single handedly! This is the 
ultimate challenge! 
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LEVEL&E.P. 
The> worlcl of Wizardry tc t the 

11 an ancl soul of adv ntur r 10 th 
maximum. Thi is a land wh r 
fighrcr mu t grappl ingle 
handedly wi1l1 terrible monsters. It is 
a lancl where magi an be used if 
one ha th ability to focus menr I 
powers s well a long xperi n c in 
n-1a t ring th magi an . And this i 
a I net of dark urpri cs wh r dan­
g r lurk in uncxp ted pla and 
sh dows harbor vii secrets as old 
a the ge nd b t lcrt undiscov-

rccl. 
As your band f advenrur rs 

s t out bra ely at th b ginning of 
th ir p rilous journ y, ea h mu t 
keep in mind the imporran e of 
xp ri n c. Th re is much to be 

I arned. Th land it If i rhe r ach r 
a well a demons and other fright­
ful beast . Experi n c is oft n 
gained the hard way through com­
bat or through mistak s whi h the 
w ndcrer urviv s. Fear of misfor­
tune is ofren shed a xperi n e is 
gained and battles are won. With vic­
tory, corn s Experience Points or 
"EP" Thes ar crucial to gaining 
new and great r levels of physi al 
and magical powers. At first. brave 
adventurers earn 40 to 60 Experi­
ence Points by vanquishing a grue­
some monster. But when fa ed with 
th glistening fangs, rattling scales 
and poisonous claws of these night­
mare creatures, the adventurer must 
call upon deep reservoirs of courage 
and strength to do battle. claim vi -
tory, and earn the coveted Experi­
ence Points. Once enough points are 
gained. a n w level is achieved. And 
these new levels can op n the way 
to a n w and more clever class of 
character. Experience points can 
also lead to much greater powers of 
magic. 
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HIT POINT 
The world of Wizardry. it mul­

tirucle of monsters. and its devious 
inh birant . t st your adventurers as 
no other re t that has ome down in 
history through th annals of time. 
Those that surviv be ome harder of 
body, more d t rmin d of spirit. and 
more pow rful of mind. As th y 
make their way through th many 
perils of th journey and survive. 
th y develop improv d capabiliti 
Th se in reascd powers of body 
and mind a rually manifest in what 
arc all d "Hit Points." The "HP" 
points are highly advantageous and 
refl ct the amount of ability a hara -
r r has to take a physi al blow or 
withsrand th onslaught of an evil 
sp II and maintain his physi al 
powers and mental a uity. 

As you move up a level. so too 
do you gain more Hit Points. How­
ever. these vary, and you never 
know how many additional Hit 
Points will be gained at a given level. 
The Hit Points allotted to you can 
vary dramatically. So don't count 
your Hit Points until they register in 
your favor! As you gain in level and 
hir points, you become more and 
more impervious to the damage lev-

1 d by the evil denizens of the land. 
Wound , for exampl . may be lev­
erly deflect d 10 a less criti al or I ss 
vulnerable area of the body. ome 
types of the worst kinds of damage, 
however. are as old as tim itself and 
inflict th same level of pain and 
injury. Poison is an xample of this. 
So beware. It is one of the most lethal 
weapons in th World of Wizardry. 
On e you are hit by poison you can 
severely injure yourself by making a 
move as simpl as looking around 
the room. 

J(eep your head high 
your confuknce up to 
higher levels of victory. 
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Al though the incredibleH« Ith 
an of an i nt times were 10- · c .1s 
land, th y are not irrerrieval ..,-, tlH· 
desire to bring the magic a 1-. 111n 
through the mists of time run.\ '>It< al 
and d pin the hearts and n urnnc· 
th people who live in the Ki11 lonw 
Th e hardy folks ar men 11nhu 
by magic, just as th ir a1 I><>\\"( 
were. The div rse inhabitanb .incl 1 

Kingdom srudy and pur ut 
se rets with zeal. Many of tl __ _, 
guided by intuition alone 
tomes and books studied 
an estors were stolen by 1 

for es during th vii a 
destru tion. 

Slowly, inexorably rh 
and powers of these my 
ar r turning and bringing 11 

the ability to banish rhe e\iln 
of the dark creatures 111, 
through th invisible gate 
Today. each rraveler is guicr __ ___, 

of her magic endeavor b)J 
Points" or "MP.' At the 1 

journey, an adventurer may 
"MP" power to cast just a feo 
But over time. the conjuring 
spells becomes second narJ 
as new levels are gainec 
Points increase. These are 
els total and nine points n 
can be spenr on each le\'e1 

) 

additional point . ome u 

to learn more powerful 11 

compl x sp lls. The ma'•===:\. 
these new spells can e.' 
conjurer who requir s rest 
at the inn. (Avoid the maze 1 

restful plac .) After a go 
le p, magi for es are 

and the adventurer can carr 
the journey. 
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11 I 1111111c when giants and 
of imrn n e proportion 

the lund. castles too loomed 
a ... 11ng gigan tic shadows 
he plain . Tl1ese were dan-
1mt·..,, ancl castles wer built 

I \\'ay to protect all within. 
nse l1aclows cast by tur­

mr.., und walls. for exampl . 
'I urcl with a life of th ir own. 

11rr came from the stone 
ref it leant each shadow the 
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The Castle of 'Irebor holds secrets as 
ancient as time and as dangerous as the 
fetid waters surrounding it. 

un anny abi lit y to trap or subtly 
debilitate enemies b fore they cou ld 
atta k th keep. 

castle of 11'ebor carries on the 
legacy of these ancient stone edi­
fices in two ways. One is by its sheer 
size. The castle was built by the 
Overlord of Tr bor a ruler known to 
be both mad and ingenius. t laving 
studi d th astl of yor . th Ov r­
lord designed a gigantic round k ep 
2 .5 kilometers in diameter and 

top1 d by a King· Tower 100 meters 
high - tall enough to a t a cleep 
shadow across the ntirc ci ty. 

Th se one! simi larity to the 
anci nt castles is in th ston of th 
tower its If. For y ars. the !\.lad Ov r­
lord arri d on g ologi al excava­
tions throughout th land in search 
of th magi "shadow stone'" used 
in ancient times. I I founcl on ly 
enough to build th tow r. anc..l 
destroyed many horn sand land in 
the process. But the tow r was 
enough to prot t! 

Today, the tovvnsfolk lead a far 
more sh ltered life than th travel rs 
who stop but briefly to visit. The 
loca ls grapple with problem such 
as overcrowding. overpri ing in 
shops and overeating at the many 
inns. They tend to be <i happy lot. 
but somewha t oblivious to th 
"going on" of th world around 
them. In fa t, little do the local know 
that th r are many places in their 
own ity to whi 11 on ly adv nturers 
from out ide hav a ss! Th Tem­
ple of an t. Bolta ·s irading Shop. 
Gi lgam sh's iavern nd the Adven­
turer's Inn are of pani ular inter t to 
wanderers of th Kingdom. 
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Long. long ago when the King­
dom wa a place of magic and 
peace. little tim was spent in the 
st1ops and s tores or ea ting and 
drinking establishments. Most of the 
inhabitants of this magica l world 
d voted th ir rim solely to the pur­
suit of ever more omplex and m ys­
teriou magi ans. But the coming of 
the dark times drastica lly chang d 
the ways of the Kingdom and its 
peopl . 

With the almost total banish­
m nt of m agi from the land. th 
inhabitants turned to other pursuits. 

ome sp nt rim in the taverns eat­
ing and drinking opiously wh il 
exchang ing tales of a better time 
many. many yea rs ago. Others 
focused their efforts in the area of 
trade and the a crual of great w ea lth . 
Shops were opened in large num­
bers and business transa tions fol ­
lowed along at a brisk pa e. Many 

The Fortress of 'lrebor has many 
unbeknownst to locals, visited , 
by adventurers. >t 
~~~~~~~~~~~~~~~~~le 

people took to the road trying to 
escap c it y turmoil. and rhes wan­
der rs required inns for rest and shel­
ter from the storm of evil throughout 
the land. Training grounds were cre­
ated to h Ip warriors answer the call 
of batt le and pr pare them for the 
\.vorst the dark side had to unleash 
upon the kingdom . Temples also 
sprang up to offer shelr r and hea l­
ing to the valiant adventurers who 
fought th good fight in an effon ro 
save the land and rerri v the m agic 
ans so sadly lost by their an ienr and 
over-ambi tious an estors. 

GILGAMESH'S TAVERN 
This wa the very first tavern 

stablish din the kingdom . And it is 
old indeed. almost 100 yea rs. It was 
op ned by one of the most talkative 
rasca ls in the land. a harmless fellow 
known by all a ilgamesh . (In th 
an ient rongu . Gilgam esh m ant 
"on of cavernous mouth.") It is here 
in Gilgam sh's iav rn that m att rs of 
g rea t impo rt occur. Adventurers 

check their sta tus. Th y divid up 
treasur dis overed and claimed in 
the course of their journeys. They 
m e t to assembl band or to dis­
band their party. Origina lly, the tavern 
w el omed all through its doors -
fri nd or foe. But now. depending 
on who gets to the tavern first , the 
rest follows a cording to the rules of 
good and vii. 

ADVENTURER'S INN 
Without Inns, the world of Wiz­

ardry wou ld be an even more dan­
gerous p la e for th e adven turer. 

leep allows an adventurer to fu lly 
recover m agi points. These are s 
typ s of accommoda tions. d pend-

TYPE HP RECOVERY 
Stable 0 HP 

rn !HP 
Economy Room 3 HP 
Merchant Suite 7 HP 
Royal Suite 10 HP 
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mg on the price you wish to pay. A ll 
accommodations give you enough 
r st to return your MP to the maxi­
mum level. (If you hit age so. you 
will de lin in all skill levels.) 

PRICE 
Free 
lO GP 
SOGP 
200GP 
SOO GP 

AGlNG 
I Day 

!Week 
iweek 
!Week 
I Week 

We!c:c:rr,.e.. ':'O!'L H& hii.~'•: 

Th~ Stabl'l's Ct::E<+ 1 • 

Ec~~~I.:-· rco1u. ~S ~~_,~::: 
a~.:i::h•nt sl.•1t.-s. !88 9'P n~+• 
~g~lR8~ra. suit& . 9'?dlU 

!..-=-.a·r• 

"fov. ha Vi!- 142 G. P. 
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LTAC'S TRADING POST 
Rollilr is lhe most lever, best 
~·minded Dwarf in the land. 

' a no e for treasure and a 
"nse for spot ting cu rsed 
ilte al o has an assistant 

who e ole occupation is to 
r IOI cursed items.) There's 

much hubbub at Boltac·s. If 
1tn1urer has need of a sword. 
or 01her 1ools of battle, Boltac 

has it . or he will find ii fast. H repairs 
and sharpens weapons for free in 
order to anract greater traffi lhrough 
his doors. Boltac also brings in us­
tomers by offering a free rest and 
opportunity to recoup magic points. 
Adventurers often stockpile ilems 
here and buy them back at infla1ed 
prices from lh greedy Boltac! 

TEMPLE OF CANT 
111~ 1~ one of 1h mo t magi a l of va lu as you may find tha t th y 

ilf'lt in the Kingdom. It is her vanish if th healing go s awry. Th 
11c111clcrrrs go when affli tcd by co t of ur is s teep. bu t th pri 
\''' l'rtrifi ation. Death or Ash. is w II wonh it 1 ke p a omrad 
011 approa 11 the Temple of in th band. But th e re are no 

wise 10 remove item s guarante 
ALC LATE EXTE IT OF Dt\l'vlA C: 

IOOGP 
200GI 
250 p 
5 GI 

If you have a d ad char c ter. lev 

(mu ltiplied by haract 
(multiplied by charact 
(multip lied by charact 
(multip lied by hara t r's level) 
I 10. you must pay 2500 P to 

~~ icg~t~ NT§~~6 C.P. 

~:r, 

¥~~f€ ~! r d 
L• •ve 

If you have 
found what 
appears to be 
a valuable item 
in one of the 
mazes , hove 
Bo/tac verify its 
worth . Take 
care! He is a 
clever business 
Dwarf! 

A cure is not 
always guar­
anteed when 
an adventurer 
seeks help at 
the Temple of 
Cant . Those 
pure of heart 
and mind have 
the best chance 
of success . 
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The skills of battle are honed on these important 
grounds and great adventurers are forged in iron to 
carry future of the kingdom on their shoulders. 

It is sa id am ong locals and 
adv ntur rs alike tha t th Training 
Ground are built upon earth imbued 
w ith m agi . Of course, this is only a 
ta le to ld in the lambent g low o f 
crackling fi re in rl1 w 11 ur of 
night. Yet 111 r be m ay tru1h in it. T h 
ta lc come clown tl1rough the ag s 
of how 1l1e veil of m g ic clis inw­
grrnccl a the dem ons o f 1h dark 
sicle pourecl forth . But I) fo r it d isin-
1egra1eci. ii ppear cl to b com e lik 
stone. t\ it hall r d. tiny p bbl 

how r et an area of land om e fi ve 
he tares squar . It is rhi area o f land 
that today is called the kingdom ·s 
Training Ground. 

Other ta les fu e l th fires o f 
im g ina tion and be lie f in m agi 
ea rth. orne fighter hav fe lt th 
ea nl1 move u nd r th m as they 
c:ichicve new level o f kill or c la s o f 

H . E. 3. :.. I -- -~ - - ., ... 

character. r\1 1im s. a cl ep rumbling 
can be' h c ref by a ll if a wa rrio r 
appears to la k enough h an or 
cou rag for 1h ba11I . T h grounds 
1hems Iv s m 10 1 a h 1h ans o f 
[)a 11le. For 1h many warrior 1rainecl 
I re qui kl y master the kill and t 1-

n ts they w ill n d a m m b rs o f a 
courag u anct v ic1 riou band of 
adven1ur rs. 

n thcs g rounds. 1h inn r 
out o f 111 warrior is also bared as 

well as m u c l hon d. B cause it is 
11 r that tr ng th and abilit y, inn r 
courag and iron h an ar assessed. 
and pani s o f sound b Ian e and 

e n s ib l a ttri b ut e g ro u p a n d 
regroup 10 tablish th ideal om b i­
na1ion o f m em bers for v i to ry. Rae 
anct class re hosen. Magic points 

re as ig n d a n d re-ass ig n ed. 
weapon ar w eighed. t s ted. and 

Here in the Training Grounds of 
Wizadry, you have o chance to cre­
ate each member of your hardy 
band of adventurers . The traits of 
your band of six brave souls must 
be balanced for success . Consider 
carefully! 

By now, you may require some 
minor readjustments within the 
ranks of your troop of wanderers . 
This is the opportune moment, for 
here in the training grounds you 
can make o doss change. Grasp 
the opportunity! 
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va luatecl for performance'. Cl 
ters arc j uclgecJ by ag . rnagiq P 11 t <> 

kill I vet. arrno r carry ing al)ili1 ~t on 
c: lignmcnt. I 11.i< < ·. 

Nothing i ov rlook cl a1111 1111pns 
reacliecl fo r th ultimate t<'St. ' ', .,., ' 
Ii the many terrib le urpri t" 'ton 
journ y fu ll o f mor tw ists. 1un le m t ·..., < 

l1alleng 111 n any a lvcntur ' 11 >1u1 

cl r onsidcr forf r o f l osin~ hi < 111 
om e have' le ft the grour "'tl Ii-, 

L) corn legendary hcroc i. T 
b ro ug l11 th land an infin i1e )..(l111Hn 
step c loser to its deeply l1icklc1 rile 11 < > 

of m agic. rhc rs have nc\cr c n <11u1< 
heard from aga in. ·1oric "'P' 11 or 
tl1 y hav ctisapp ar cl lore\< f>O\\ 1 ·r 
th kingctom. A nd still orhm 'dll .... 11 
to the Training Grounds bearing 1 I .111 · < 

mighty beasts, w inding mazed 1\ d 1< 

shadow s that harbor the most < sr • 't >< ' 
of timeless secrets. 1g1 • c it 

I>< ·nl< >lt 

\ .ilf.; () 



initC'SJll 
Iden he 
.v r llc·1 
s go 11 
~v r tror 
rs r<'tL · 

'lg tale..,, 
zes <111 

;t dre<iclf1 

Ahead lies the g reatest challenge_, for it is in the many 
levels of this dank and dreary dungeon that adven­
turers encounter the worst of dangers! 

\011 begin the most perilous 
11l1c Journey. I listorically. dun­

h llal'C b n designed as 
,011onure, cruelty and endless 
-.i>111ncn1. This dung on. how-

hop of retri ving the gem is laugh­
abl . and the dungeon only pulls 

wand rers through its dank orri­
clors for port. 

1~ built by Werdna. the Dun­
\1.isrcr, without the Mad Over­
rnnscnt. 10 terroriz as well as 
n ,111 tllo e foolhardy enough 

11nll clown its ancien t ston 

fil<' cold stone wall seem 10 
~l<'f pale red with an vii aura of 
n1rn. It i aid that a powerful 
11w lrom 111 dark side cast a 
011 tl1e stone itself giving it th 
r ol independent action. The 

'1l;i1·c many tri ks. 11- n floor lev­
an connected in som instan s 
d rdcpon passage. At times. an 
<lP" through one of th e pa -
oiler the only way to survive a 

nlnus situation. B war ! As you 
lh on wl1rn you tl1ink is solid 
111d. 111 floor it elf may sudd nly 
11110 turn. taking you in a dir -
rllt1t bodes nothing bu t evil for 
111\\'Clr)'. 

rile clarkn s of the dungeon 
1·111s 10 uck wanderers vcr 
r~'r into its cl p ths. They think 

tra1·c1 on their own motivation 
hing the stolen g m that is 

rnowcl ro b buried at the fanhe t 
prlls of this cur d ctifi e. But 

0 0 
0 0 
0 0 
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1. 

SECRET DOOR 
tany tllous nds of years ago. 

the kingdom's firs t dung on was 
built by th evil int rlopers from 
the dark ide. A prison r. s till power­
ful in the magic ans. r t d a seer t 
door which wa used to a c ss a 
hidd n es ape passag . It worked 
w II for it was completely invi ibl 10 
the ev il gua rd . But a ll thin g 
change, the door was discov red. 
And today II dung on have them 
- c pecially th one built by th 
wick cl w rdna. Adventurers must 
use MILWA or LDMILWA to find the 
doors. Without them. the journey 
becomes stymied. 

ONE WAY DOOR 
Tile cfifferenc b tw n a on 

way cloor and a two way door an 
m ean 111 differ n e b twe n sur­
vival ancf ultimate doom. Th on 
way door l1ou lcf alway b consid­
er d trap. The dung on is ridclled 
with tllese troubl som cfoor wl1i h 
ar no t alw ys v isibl - . If you know 
you r on a cfangerou path and go 
through on of tllcse doors. you will 
be forcecl to maintain your perilou 
cours . Anct it could most sil y le d 
to more v ii than you v r thought 
pos il:>le. 

PIT 
You may firs t hear of tl1 hor­

ror of the pit while in training. On 
inno ent tumbl . and you tumbl 
onto razor- harp pike in th dark 
d pths of th dungeon. Thos in 
front are at most ri k . Th y must 
s k pattern in spa ing or loca tion 
to avoid the terrible jaws of th pit. t\ 

band an never hop to get over a 
pit. Go around at all co t! 
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DARK ZONE 
Th cloak of darkn ss is much 

used by monster who lie in wait for 
an opporlunity to ambush the unwary 
traveler. Th wily adventun r may have 
the power 10 cast a magic light spell. 
However. LDMILWA is useless here. 1ly 
DUMAPIC as a last resorl. Otherwise, 
you have to bump into walls to find 
your way through the maze. This is a 
poor means of navigation. but it may 
be the only on available to you. As 
forlune would hav it , the monsters 
lurking in the dark are not too terrible. 

TURN FLOOR 
Tl1e n xt tep you take could 

b you r la t if you do not proc ed 
witl1 the utmost car and ctiscr tion! 
Tile Turn Floor spring from th 
wic k d Werctn ·s g lee a t ke ping 
trav - lers wandering in ir le for all 
time. On e w and r rs lose their way 
in tile g loomy and dangers nvi­
ron . th y m ay n ver rega in it - or 
the light of day. walk ca r full y. kill is 
v rything! 

CHUTE 
At on tim . the hute may 

have been used by the wi ked one. 
w erdna . ow it a ts mu h like a trap 
for the unsusp c ting wanderer. Sud­
denly th floor b low you vanishes 
into thin a ir. and you ar jettisoned 
from the 9th floor to the IOth . Just like 
Pits and Turn Floors . you don't know 
you·v b n aught until you go fly­
ing and you may not like where you 
land! However. your ultimate aim is 
th darke t depths. and this is one 
way to go. 

TELEPORTER Ill 
In anci nt limes. the peoiJ \\' 

magi teleponed th m selv b) \\ < 

ing spells, whi h for th m was ' 1• 
simpl . ow the tel pon r i a tllii I •c 
the machine world as well. Alth l11tl 
is hard to tell th differen bet\\ 111

' 

teleporler block and a n gular I >d 

Som times you won't know un ' 0 

are teleponed. Th t leponer ca11 \\ 1 

you just wh re you want to I H' 

deliver you into th jaws of dL" • m 
Wh n the teleponer whi ks you 
consider making a map for ll(ll 
refer nee. 

CHECK POIN1 
The wi e 1rave lcr look· 

valu in 1he mo 1 innocuo C 
item found in the oursc of u 

ney. For it i 1l1a1 certain prt 
i1ern 1lla1 will g t you pa 1 ill<' ll1.1i 
o f tl1 11 ck P int . ancf if ) 'OU ht r 
fanh r along in your journc) ir re 1tr 

d pths of 1he dreacl clungcon. thdi 
it m a r plentiful . Otl1rr, I> llJt 

cx tr melv rare . 1\ll items ar < 1111 
what they appear! You \\'ill r he 
lh m wl1 n you face the tcsi 
hidd n dung on heck Poim 
are llidcf n well! 

SILENCE POi~ 
Th for es of t11e dark si& 

unusual lega y that came to 
at th Silen e Point of th 111 
dungeon. On the fifth and eight' 
then occurs a sudd n vibratior, 
atmosph r . The dankne 
dungeon deepens. th air vibra 
thos who once had the J) 

speak ar made totally sil nt. Ii 
that the fore of darkn can 
conjuring th most vile of prt· 
the adventurer. strik n ii nt. 
longer cast a spell in defensr 
grim predicament indeed. 



ER 
people 
s by (<J 

wa 1cr 
a thing, 
dthougJ1 
>elW<:'{'Jl, 

Jar bkx ~ 

Until''' 
can tdf\i 
o go, 1 

disast1·· 
ou aw,1, 
for lcllt r 

Till' "six-mcmb r parry" tradi-
lkl ttl c rn s down to tl1e 

ol Wizardry thro ug h time-
1grs In the beginning o f the 
na. wh n tl1e evil fo rces 
1 tonh, tile arts o f battle w ere 
· 1rnrccl by the p ople o f the 
cu lture. Th y w r ill pre-

1 tor ba11le, except for a f w 
u1 soul of a p rv rse nature 
hilcl worked to m aster the 

word and o th er 
1r weapons o f war. 
nw c l1arcly sou ls found that 
11orc tl1an thr e w arriors an 

eff ti vely use th ir weapons in the 
front line. pace is limited, and m or 
w arriors only reat onfusion and 
d iffi c ulties in co mmunica ti o n 
throu ghout th ranks. Th y a lso 
found that atta k sp lls wer m ore 
eff Clive Cast from the Se ond line 
than th third. Som rim s third Jin 
sp lls even hit th front line fighter 
in read o f the en m y ! 

Today. this ba ttle trad ition is 
rep ared . The m ost effecti ve party 
has the lead rs and fighters in front . 
the m agic users in back and no 
m ore than six m m bers m aximum . 

Dk - 11 
I OU~ I•: 

1· a jo111 
•r ciou 
(' g<w· 
'u cfrn1 
irno 1'11 

~OOD AND EVIL DO NOT MIX WELL 

. Som 
r.s CJ ll 

ire nrn 
I ll C'C'd 

or tll1 
Tile-,, 

NT 
left an 
e hen 
rnda's 
l level 
in the 
>f thr 
sane! 
1er 10 
; then 
11ack. 
And 

n no 
is a 

\llgnment 1s the va lue system 
rdrll character ca rries in his or 
hea rt and oul. It guides a ll 

i11 . ,\ncl w hen for ed to change 
.aluc y t m . a m em ber o f the 

ii ran becom e confus d, disori-
f and lo all s nse o f purpose. 
rnt 11"C:' group an feel tl1e ffe ts 

Deep in the heart o f the m aze is 
.are of 1 a e. q ui t and a m odi­
n of afety from m onst rs. It has 
me to be ca llee! cam p. and it 
rs a most welcom e respite from 
11gl1ting. You an use camp to 

r l\ 1l1e tatus o f eacl1 m ember o f 
hand. re-equ ip those w ho have 

"1 \\'Capons. ea t spells as n eded 
d rearrange pa rt y m embers fo r 
t11num balc:i n within th group. 
,toodang rous in camp for sl ep , 
11 tl1e opportunity for rest and the 
,mrc to evaluat 111 g roup and its 
rcngth are impo rtant . You m ay 
nd you happ ned upon the camp 
1s11n 1im to avoid a sneak auack 
., ll'C'li! 

o f this change o f values or alignment 
and can becom e less pow erful as a 
unit. If this happens, the charact r 
w ill feel as if the very eanh underfoot 
is shaking. This w ill have a negati ve 
effect on everyone. Neutral m em ­
bers. therefore. an m ake a parry far 
m ore stable. The n urral m m ber is 

no t a ffe red at all by a value system. 
In the case of rhe Ninja. however. 
good and evil m ay have to mix. r\fter 
you leave the Training Grounds and 
before entering the dungeon. you m ay 
w ant to put this valuable (and evil) 
character on your side! 
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The cont:ents of the sought after 'Ireasure Chests are well 
worth the risks it takes ro lay hands un them! But take 
care for they are booby trapped! 

Th ca ll of treasure touches the 
heart and mind of all who inhabit the 
world of Wizardry. Although it is hid­
den throughout the land. a opiou 
amount is buried d ep wi1I1in th 
m az . o one is ure how thi horde 
of golden coins. weapons. helpful 
(or som tim cursed) item s. amu­
le ts . armor and oth r things of 
immense valu and allure cam to 
be here. Som y that th evil one. 
werdna. cou ld not arry all he had 
stol n. I Iis arms and pockets w re 
fill d 10 capacity with g ms and th 
lik as he ra d 1hrougl1 111 corridors 
of th maze m aking a ha ty es ape 
with 1wasure falling b hind him. 

I I wa followed in qui k suc­
cssion by a hord of r tain rs and 

a is tant . all laden with th same 
g littery booty. As 111 fleeing proces­

ion beat a hasty r treat through th 
m az . much of th treasure fell from 
arm . po k ts and sat he ls . Of 

ourse. tll r was no time to s top. for 
the chase was heat d. Later. Werdna 
s nt a horde of monsters 10 guard 
the treasur whi h he had dropped. 
Even though he cou ld not have th 
rreasur hims If. h didn't want any­
one else 10 claim it! ome of the 
it ms ar imbu d with rar magic -
a I ga y o f the anc i nt m agi ulrur 

u h as BI de Cusinan . They can 
o nly be found in a pani ular area! 

One must not rush info the opening 
of a treasure chest with undue 
haste, for along with the treasure is 
buried untold danger. Each trea­
sure chest contains items of great 
value, however, the evil wizard 
Werdno added poison and other 
dire conditions to the chests . Only 
the experienced adventurer dare 
attempt to remove the most sought 
after contents . Take great core! 

.... 111111111111111111111111111111111111111111111111111111111111111111~ Once the treasure chest is opened 
Each E n r ·.,·1 ·ro c go: t s 

1•) G. P. 

(hopefully without dire mishap) 
and the contents unpacked for all 
to view, consider well the items 
from within . As the saying hos 
come down through the ages, all 
that glitters is not gold. Many of the 
treasures will help you on your 
ways through the perilous ;ourney 
ahead, but some may hinder or 
hurt you in your venture. 
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Th treasure has other n i\. 
prop ni s whi h will ff ct 1l1e , 11oun 
come of the journey for brave bi 11c1ps . 

of travel rs. l'vlany of th items cl( ( C'pl 

required for a ss 10 nain d s< >11H 

of th dungeon. Some are 1 '>p<'il , 
mighty urns 10 Bolta . so cl1 f,11I1er 
t rs an 1 time II them fora 111< · <' I 
profit. ertain treasur an irnprr IJ< • ldtcJ 
character. And some treasure is u11g ou 
gerous. Items may be trapped "'llll<'cf 

need a d eric who has the po11 II <1 I >s c 
cast a spell to identify the trap 
make it harmless. A speedy Thf' 
help by disarming the trap alh 
you safe access to the booty ..,,..,.. 

n1 
( lltlll<' 

11111 T Iv 
\\(II dS 

< life < I ol 
II le \\"! >L 
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power'' 
trap and 

Thief c.11 
allowrn 

IN TREASURE CHESTS 
Much of Werdna)s coveted treasure is found in chests. 
Unfortunately) he has booby trapped them) and they 
can be extremely dangerous! 

lldn~ tale have sprung up 
I 11'11y 1l1e treasure h s ts have 

, One of 1l1e most widely 
ptl'rl r that werdna. furious that 

ii Iii treasur was lost , cast a 
11l11cl1 forced tl1 treasure to 
i i1110 booby trapped boxes. 

rllcrt of the traps vary. It can 
,11 to ome hara ters just s 1-
" on th journ y - tl1e poi-

1 trap are of sp ial dang r. 
,can injur an ntir party, too! 

~·l~t•l~l~I ~ ~ •J ! ! 
!111 trap appears earl y in 111e 
ire 11 injects poison into th vic­
·1w l1mcly sou l los strength as 
.i~ 11it points until l1e or she is 
I of tile poison or m ets a fate of 
.nrst kine!! 

l!:iw t•l •) l~tll ,r•>:t 
Tl1i trap l1old many imilari-

10 111 ga bomb trap cxc pt it is 
11or c with damage of c lo to 50 
11·11cn th box explod s. sharp 

11·s of iron and other nci nt 
JI fly evcrywh re, impaling any-
111 tl1eir path. Tile trca ur . how-

., stays put. 

MACE'S MISERY 
Prrllap it is wcrdna ·s j a lousy 

Jny magi al power of the Mag , 
11 tl1c wicked wizard crea ted a trap 
. .,t for thi particular adv nrurer. 
1r ilooby trap unleashes a terrible 

•:1{'11 of paralysis or p trifi cat ion 
1()11 the lag . Only MADI an help 
"recover. 

GAS BOMB 
Th en tir group or severa l 

mernl) rs an l)e .verely injuwd if 
an inexpcrienc et or in pt party 
m ernl)er r leas s a gas bomb from 
a b by tra1 peel treasure chest. Th 
gas injur .ach v ict im to c:i diff rent 
clegrec. Som tim the rnire party 
i affcctccl. 

STUNNER 
Tl1 sciu ak f hinge op ning 

may l)C your only c lue of the ucl jen 
danger lurking in icfc the eh t. The 

tunnc r a 11acks in tantly hy para lyz-
ing th ch·enturcr leaving no time 
fore ca1 e or regrets . The on ly hop 
is a cure - if you or anyone Is has 
th 1 owcr! 

CLERIC'S CRISIS 
Either w rdna or the cl rics them ­

selves have an uncanny knowledg of 
the type of fight ahead of th band. 
When th cleric's crisis strike the 
Cleric, the Wizard , or the Lord, that is 
just the character the band would have 
needed most for the fight ahead. 

l! lt•i-$i 'I•WJ 'I•l Ri 
No matt r how fast you arc. if 

you op n a trap in which a crossbow 
bolt lurk . heavy damag lies ahca<i 
- abou t so I IP. Th re· just 110 tim 
to move or clu k. Ev n a Tl1icf wl10 
is renowne I for pcC'cl. takes a 
h vy hit. But cv ry o oft n , tl1erc is 
a Thief just fa t nough! 

i1 ij M ij ;t•l lf 1 ij t11 
Beware tll lowC'r clungcon 

b cause it is here tllat the clwacl tclC'­
portcr awai ts your courc: gC'ou 
bend. If you stuml)I u1 on this terri­
b le che t. it has tile power to wl1isk 
very last m ember into t rnity. 

ALARM 
Tile souncl of tile alarm i the 

cc:i ll to i)attle for c:iny monsters 
nearby. ;OI >lin and ot l1er I wasts 
rac to 1 l1 C' ·cenc. You have 110 
clloicc i)Lrt to Iigll1. once you clefc"1 t 
tile enemy, tile trC'a ure is yours. 1\rnl 
its va lue i reflect cc I I >Y t l1C' 1 ypC' 01 
crcc:iturcs you van(juishC'cl! 
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The multitude of ills which descended upon the people 
of the ancient culture with the invasion of creatures 
from the dark side are today called Conditions. 

In tl1 f tid ctepths of the lark 
si<lc many cons ago. gr ar cc: ldr n 
steam -cl ancl bubbl d. 1\n c ii wiz­
arcl slowly hant I over this grue-
omc br w. The terrible .rea1ur s of 

thi wick cl world dipp d fang and 
law in the rank liquid 10 make 

them poi onou . um wa kim­
rn cl from the top tom kc a leeping 

POISONED 
Th evil ones spr ad th ir 

poi on. Th y dip blad of c mbat 
in w rclna· - evil br w a well as 

laws and fangs. ome have long 
ting rs which su k up poi on for 

later evil use. Otl1 r u long hollow 
nc die-like teeth pull d from th 
mouth of the reptilian manga b ast. 
\ Vhcn poi oncd. you los t0% of 
your I IP for each st p you tak dur­
ing batt l or f r each b lo k you 
sear h while 1rav ling. If you hav a 
healing i1 m. your I IP I vel won't b 
clrain cl by mor 1l1an 20%. 

DEAD 
w rdna · wicked br w has !11 

pow r when dried ancJ turned to 
powder of dcliv ring tl1 ultim 1 
blovv. Thi ondition is to b avoided 
at all osts be au e there is littl 
r cour for 1he vic tim who i 
srri kC"n. I IP go s to z ro. I lowever. 
in rare in tance . a I ric of great 
power may use the DI or KAOORTD 
spell and revive the victim. The lempl 
of cant is also a possibility. Rem mber 
to remove weapons becau the cure 
may go awry and all might be lost! 

p tion for whi h 1l1ere was no anti-
lot . And many mor dire ill ros 

from the depths of this l1orrifi 
brew. The recipe was handed down 
over the generations. And today the 
vil and fearsome Werdna uses it to 
create the di!i onditions that strike th 
brav adventurers of Wizardry. 

PARALYZED 
rtain trap and m g i p lls 

put tl1 party in danger of this conc li­
tion. t\ paralyzed adv ntur r cannot 
cast pells. fight. drink potions or 
arry on any oth r kind of phy i al 

action. Thi is not only injurious to 
tl1 vi tim. but al o thr a1 n the 
group as a wl1ol . \Vl1cn a victim 
be ome paralyzecl in th midcll of 
a hosen path. th striken adventurer 
will slow down or stop all action. Cure it 
by using the pell DIALKO. 

ASHED 
This is the most difficult condition 

to deal with in th world of Wizardry for 
mu h is at risk! When you make th 
anempt to bring a character back from 
the brink of destruction. the!i are many 
hazards. You must have either a aerie 
of immense power or the magical shel­
ter of the iempl of cant. Still, there is 
great risk. pells and the iemple do not 
always work. You may lose th charac­
ter as well as valuable weapons and 
items. so it is best to leav th m outside 
the temple. 
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ASLEEP 

wh n an cnrir party is c111,1 

th ir energy drainecl. ornr· 
turned to s tone or par<Jl)'Zt 
remaining aclv nturers arc 
for th y annot retreat 10 
11 Ip th mselve in dll\ 1 

on ly hope is to f)e found 
new band of h rely soul-. 
ba k to look for 111crn. L 1111 

t th rank of a party. 11lc1 
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There are 50 spells in Wizardry. Iiventy-n,ine are prac­
ticed by Clerics and 21 belong to Mages. There are 7 
different levels of spells. 

GE SPELLS 

HALi TO 
MOGREF 
KATI NO 

DU MAP IC 
DILTO 
SOPIC 

MAHALITO 
MOLITO 
MOR LIS 
DALTO 

LAHALITO 
MAMORLIS 
MAKANITO 
MAD ALTO 

Many l'vtag spells are capable o f a ff ting cv ral n mies at once. 
T l1is is an imponan t fa to r when decid ing batt le srra tegy. 

BATTLE 
1 ENEMY 

BATTLE 
USER 

BATTLE 
1 ENEMY GROUP 

CAMPING 
N/A 

BATTLE 
1 ENEMY GROUP 

BATTLE 
USER 

BATTLE 
1 ENEMY GROUP 

BATTLE 
1 ENEMY GROUP 

BATTLE 
1 ENEMY GROUP 

BATTLE 
1 ENEMY GROUP 

BATTLE 
1 ENEMY GROUP 

BATTLE 
ALL ENEMIES 

BATTLE 
ALL ENEMIES 

BATTLE 
1 ENEMY GROUP 

onjun a hand-sized f1 m 10 cast at an enemy. 
causes t-8 HPD (Hit Points Dam ag ). 

I lardcns the user 's flesh and d 

Puts everal enemie 10 s l ep and doub l s your 
pow r against them . This is a v ry u e fu l p 11 ! 

Ind ica tes a party's position in th 
ffe t on the tOth floor. 

En velo p s a g ro up o f c nc mi s in da rkn c 

no 

Restric ts th ir m obilit y ancl incrc th ir 1\ by 2. 

Cloaks the u r wi th partial inv is ib ility ma king it 
<"asier to avoid nem y a tta ks. De rca 1\ by 4 . 

tro ng as MOGREF. 

With da rkn s powerful tha n DILTO. it 
in reascs enerni s' A by 4. Mo t ffe ti ve aga inst 
Will o'Wi p . Use is limi tf'cl. 

Surrounds en mies w ith a c l1illy air so o ld that it 
inflic ts 6-36 HPD. 

11\1 11\uro for 6-36 
ind u e the sam e. 

Like l'vlORLIS. inc rca e n mies· A by 4. Only 
e ffective when ba rt ling several low A enem y 
g roups simultan o usly. 

Turns enemies to d us 1. Works o n all en m ies 
b low L v I 8 (exc p t th ndcad) . A lways effe -
tive against the Po ison Gian1. 

onjures a hilled air lik DA Lro. but is almost 
tw ice as powerful (8-64 I !PD). use MA DA LTO w h n 
MAKr\N iro doesn 't work. 
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MASOPIC 
ZILWAN 

LAKANITO 

HAMAN 

MAHAMAN 

MALOR 

TILTOWAIT 

HAL I TO 
ZILWAN 
MOLITO 

MAHAL I TO 
LAHALITO 

DALTO 
MADALTO 
LAKANITO 
MAKANITO 
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BATTLE 
ENTIRE PARTY 

BATTLE 
1 ENEMY 

BATTLE 
1 ENEMY GROUP 

BATTLE 
ALL ENEMIES 
ENTIRE PARTY 

BATTLE 
ALL ENEMIES 

ENTIRE PARTY 

ANYTIME 
ENTIRE PARTY 

BATTLE 
ALL ENEMIES 

BATTLE 
BATTLE 
BATTLE 
BATTLE 
BATTLE 
BATTLE 
BATTLE 
BATTLE 
BATTLE 

A omplex sp II . Requires L vel 13 experience 
drains rhe user's nergy one I v l. user l1as 3 ri 
dam options out of 6 possibiliti s: 
1. 11 I pons all nemies; 
2. Silences all monst rs; 
3. ur s injur d party of poison. para!) 

or statue; 
4. Restores entire party's I IP; 
5. ullifi s a m onster's ability to avoid a pell; 
6. R duces entire party's A . 
Exa tly like I !AMA with a 7th possibility: 
7. Reviv s th dead and re ov rs rheir I IP 1~ 

ombined with MALDR. af r and mor effic 
than travelling ba k to the iempl of Cant. 

leleports all party m embers within the mazes. II 
on Floors t-8, you will be teleported to the nex1 llo 
used on Floor 10. you will be teleported to Fh 
Doesn't work on Floor 9. If you specify an area 
of the mazes, all party m embers will perish. 

G n rares an atomic fusion affecting an entire 
tl area ausing 10-150 HPD. Monsters 1ha1 J, 
nullify TIL1DW1\IT will not surviv . 

*Be wary! These spells can also be 

Focused attack on the Undead. 

Firework explosions (3-18 H PD). 

Firework explosions (4-24 HPD). 

Firework explosions (6-36 HPD). 

Freezing chilled air (6-36 HPD). 

Freezing chilled air (8-64 HPD). 

Suffocates enemy group. 

Slays enemies under Level 8. 



. If USl.xl 

t floor If 
Floor 1 

4* 
5* 
6 
5 

TILTOWAIT 
KATI NO 
DILTO 

MORLIS 
MAMORLIS 
MOGREF 

SOPIC 
MASOPIC 
DUMAPIC 
MALOR 
HAMAN 

MAHAMAN 

KALKI 
DIOS 

BAD I OS 
MILWA 
PORFIC 
MATU 
CALFO 

MANIFO 
MONTI NO 
LOMILWA 

BATTLE 
BATTLE Puts enemies to sleep. 

BATTLE Increases one group's AC by 2. 2* 
BATTLE Increases one group's AC by 4. 4 
BATTLE Increases all enemies' AC by 4. 5 
BATTLE Decreases personal AC by 2. 1 
BATTLE Decreases personal AC by 4. 2* 
BATTLE Decreases party's AC by 4. 6 

CAMPING Indicates party's maze position. 1 
CAMP/BATTLE Teleport (random in battle). 7 

BATTLE Multi options/drains 1 level. 6 
BATTLE Multi options/drains 1 level. 7 

lc ri s ar pra ti ed in the arts o f healing the wounded and 
ontro lling th flow o f m agi . Their vast knowledge o f spell 

m ak them valuab le part y m m bers . ........... 
BATTLE 

ENTIRE PARTY 

ANYTIME 
1 ALLY 

BATTLE 
1 ENEMY 

ANYTIME 
N/A 

BATTLE 
USER 

BATTLE 
ENTIRE PARTY 

OPENING 
TREASURE 

CHESTS 

BATTLE 
1 ENEMY GROUP 

BATTLE 
1 ENEMY GROUP 

ANYTIME 
N/A 

R covers 1-8 I IP. Use until you learn DIA L. 

Drains t-8 I IP. 

reates a m agic light which n b i 
distan e o f 30 steps. It lasts only a 

Creates a m agi wall around the 
d rcases A by 4. 

ea 

D creases pany·s A by 2 . l\v i c as strong as 
KA LK! and h Ip ful in the beginning o f p lay. 

Identifi s traps w ith a 95% su . If it 
m a t h es a thi e f's answ r. 
as urcd. 

Immobilizes enemies. Sam re ult as KATI o . 
but shou ld be used sparing ly to allow use o f m ore 
impo rtant Level 2 spell . 

annot cl-iant spells. 
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DIALKO 
LATUMAPIC 

BAMATU 
DIAL 

BADIAL 
LATUMOFIS 
MAPORFIC 

DIALMA 
BADIALMA 
LITOKAN 

KANDI 
DI 

BADI 
LORTO 
MADI 

MA BAD I 
LOKTOFEIT 
MALIKTO 
KADORTO 
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ANYTIME 
1 ALLY 

ANYTIME 
ALL ENEMIES 

BATTLE 
ENTIRE PARTY 

ANYTIME 
1 ALLY 

BATTLE 
1 ENEMY 

ANYTIME 
1 ALLY 

ANYTIME 
ENTIRE PARTY 

ANYTIME 
1 ALLY 

BATTLE 
1 ENEMY 

BATTLE 
1 ENEMY GROUP 

CAMPING 
LOST ALLY 

CAMPING 
1 ALLY 

BATTLE 
1 ENEMY 

BATTLE 
1 ENEMY GROUP 

ANYTIME 
1 ALLY 

BATTLE 
1 ENEMY 

BATTLE 
ENTIRE PARTY 

BATTLE 
ALL ENEMIES 

CAMPING 
1 ALLY 

Dis loses the true id ntity of you r enemies. T 
knowledge is riti a l in d termining your l1ill 
s trategy. 

De reases pany·s A by 4. TWice as powerful 
MATU. it should b u ed w h n you xpect a la 
ba ttle. 

R covers 2-16 HP of on party's member . L 
only when nee ssary or b for going up the 1 

o r to the cast ! . 

A cu re for poison. Even walking dra ins I IP frot 
poisoned comrade. us as soon as possil1le 

Creates a magic wall around the entire pall) 
decreases everyone ·s AC by 2. A good prepara 
spell throughout the adventure. 

Recovers 3-24 I IP Strong r than DIAL. 

Drains 3-24 I IP Us ful. bu t UTOKAN drains 
111 from an ntire group. so you may not 11"d 

use BADIAL I/\. 

Crea t a towering flam w ithin a group of enr 
rausing 3-24 I 11-"D. The first Cleric pell attack' 
tip l n mies. Abou t equal to MAI IALllD. 

quadrant of ill 

R stores dead party member to life and a\( ' 

the xpen iv 11 mple of an t tith . 11011·c1r 

100% sur essfu l. 

Stops an enemy·s heart. 

Creat s a spinning fan of sharp blaclrs 
inflirts 6-36 I !PD. 

ures para ly i . n utralizes poi on. ancl re-,; 
pctrifie I bocly. I IP repl ni l1ecl to maximum 

Reduce the HP level 10 1-8. Worthwhile 
high 111 I vel enemi . bu t they w ill prol.J~I 
lify this spell . 

Teleporrs the ntire parr y back to th ea th 
equipment and almost all money will 111· 

I lelpfu l w hen you want to eliminate a cur~1 

Gcnerat s magical fusion aff cting an cnun 
Cau es 12 -72 I IPD. 



BLE OF CLERIC SPELLS 

BAD I OS BATTLE 
BA DIAL BATTLE Drains 2-16 HP from one enemy. 4* 

BADIALMA BATTLE Drains 3-24 HP from one enemy. 5* 
BADI BATTLE Stops an enemy's heartbeat. 5* 

MABADI BATTLE Drains enemy's HP to 1-8. 6* 
LI TO KAN BATTLE Creates a tall flame (3-24 HPD). 5 
LORTO BATTLE Conjures spinning blades (6-36 HPD). 6* 

MALIKTO BATTLE Magical fusion (12-72 HPD). 7 
MANIFO BATTLE Immobilizes one enemy group. 2 

MONTI NO BATTLE 
Prevents one group from casting 
s ells. 2* 

PORFIC BATTLE Decreases personal AC by 4. 1 
KALKI BATTLE Decreases party's AC by 1 . 1 
MATU BATTLE Decreases party's AC by 2. 2 

BAMATU BATTLE Decreases party's AC by 4. 3 
MAPORFIC ANYTIME Decreases party's AC by 2. 4 

DIOS ANYTIME Recovers 1-8 HP of one member. 1 
DIAL ANYTIME Recovers 2-16 HP of one member. 4 

DIAL MA ANYTIME Recovers 3-24 HP of one member. 5 
DIAL KO ANYTIME Cures paralysis of one member. 3 

LATUMOFIS ANYTIME Cures one member of poison. 4 
MADI ANYTIME 

Cures everything except death and 
6 restores HP to maximum. 

DI CAMPING Resurrects dead person to 1 HP. 5 
KADORTO Resurrects dead person to maximum ore·-.; c1 CAMPING 7 HP. 

C\'C'I 

MILWA ANYTIME Casts magic light to 30 steps. 1 
LOMILWA ANYTIME Casts light until party returns. 3 

LATU MAP IC ANYTIME Identifies unrecognized enemies. 3 
if('f11 CALFO OPENING CHESTS Identifies treasure chest traps. 2 
n11Jc KANDI CAMPING Locates missing party member. 5 

LOKTOFEIT BATTLE Teleports back to castle. 6 
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The type and number of it:e1ns you carry with ym 
through the many challenges ahead will ofai 
mean the difference between success and defeat 

Strc:i t g i wa rrio rs know that th -
rnost importan t part of the battl 
1akC's p lace before ii t rt . I rcpara-
1ion makes 111 cJifferenc betw n 
v inory anc I clef a t. 

arm r m ay be bulky anci hind r g il­
ity: the long s t sword may be 100 
heavy fo r a warrio r who can skill full y 
wi let a ho rt word. 1\dventurer 
houlcl choo c th quipm nt tha t is 

rig l11 fo r them selves . 

wi1h ta l ntcd nd trus11 
friend . 111 y know that the grca1 
trcngth lie in teamwork. 

Ea h adventurer la s is acl 
a t u ing c na in quipment. bu 
unable 10 utiliz o ther it m s. Be' 
10 re f r to th han below so tha11 
do not wast your w 11-carnecl 
fooli hl y on item s you anno1 u.· 

C u1iou warriors know tha t 
success ( loC's not n cs a ril y favor 
th<' sic!C' with thC' s trongC' t rmor or 
1lw lo ngest wore!. The 1l1ic k t 

Wis exp ri n d warriors 
know 1l1a1 a versatil team is migh1ier 
than any foe. urrounding them -

You ctln SC(' how W<' 11CJ\'l' dhl m'\iatect r-igl1tc·r {FJ. weapons ch<1 rt l>clow. In some cases. two or rno 
\ ldg<' t\ 11. < kri< ' tCJ. Sdmur.ii (SJ dnd tlK' o ther ch;Jr- c l1dr<1rt<' r c.., <He l is1ect in sequence lor tlH· s;111 

d< 1<·rc.., lot l1.s1ing unci('r tl1<' hr;J(ling "l 's<'rs" in th<' wc<.1pon. 

F -FIGHTER C-CLERIC W-WIZARD L-LORD 
M-MAGE T-THIEF S-SAMURAI N-NINJA 

WEAPON 

STAFF STICK 5GP 0 FMCTWSLN 
An ordinary stick. 

STUDLY STAFF STICK 1250GP 0 FMCTWSLN 
An ordinary stick har<ien«J 
spell. 

BENT STAFF STICK 4000GP 0 FMCTWSLN 
A cursed item. Less impod 
bore fist . 

ROD OF IRON ROD 1500GP 0 M w During a fight, enables user 
MOGREF. 75% success rol! 

ROD OF SILENCE ROD 7500GP 0 FMCTWSLN 
During a fight, enables user· 
MONT/NO. 10% breokogt 

ANOINTED FLAIL STICK 75GP 0 F c SLN 
Expensive. Only Clerics CO' 

effedively. 

ANOINTED MACE STICK 15GP 0 F c WSLN 
A sacred mace. Less eJ<pet" 
the ANOINTED FLAIL. 

MACE OF POUNDING STICK 6250GP 0 F c WSLN 
An expensive mace. 

MACE OF POWER STICK 2000GP 0 F c WSLN 
More powerful than MJ.C 
POUNDING, but less expt 

MACE OF SNAKE STICK 5000GP 0 F c WSLN 
Reduces the power of 
sters. The best item for Ck 

MACE OF MISFORTUNE STICK 500GP 0 F c WSLN 
A cursed item. 

MORBID MACE STICK 4000GP 0 F c WSLN 
Cursed more strongly 
MACE OF MISFORTUNE 

DAGGER DAGGER 2GP 0 FM T SLN 
The least expensive de• 
what you pay for. 

DAGGER OF SLICING DAGGER 4000GP 0 FM T SLN 
Not useful for a Mage ro 
enough for the front lillll 

DAGGER OF SPEED DAGGER 15000GP +3 M N 
Con be used 7 times, bu! 
AC. Damage to ~u g 
the dama e u deli>er 
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"th""' 
oftm 

m OF THIEVES N Transforms o Thief into o Ninja, 

'fie.feat! while retaining the some level. 

SWORD SWORD ?GP 0 F T SLN Less powerful than o regular sword 

lllhl 
but easier lo swing. 

gn ..._If' 

Ulf OF BITING 
An expensive short sword. Gives o 

i~ <1<1c 1 
SWORD 7500GP 0 F T SLN Thief special powers . 

. f>ut I 
Of EXCELLENCE SWORD 2000GP 0 F T SLN A finely crafted blade. 

1:3<. '-LI~ 

tl1<11 \nu ll SlAYER E) SWORD 25000GP E F T SLN Created for evil purposes. Becomes 

C<l ~ol cursed for anyone who is not evil. 

I US< 

Ifft OF MAGES SWORD 5000GP 0 F T SLN Reduces the force of o Moge 's 
attack and doubles the degree of 
domo e to them. 

Of DISMAY SWORD 500GP 0 F T SLN A dangerously cursed iteml Who-
ever equips it will be disintegrated! 

ftf Of DISASTER SWORD 4000GP 0 F T SLN Will bring disaster to the user. 

D 
l~SWORD SWORD Not affeded by spells. Fighters and 

JA 12GP 0 F SLN Somurois will use it initially. 

IRD OF SLICING SWORD 5000GP 0 F SLN A much better blade than the 
LONGSWORD. 

IRD OF SLASHING SWORD 2000GP 0 F SLN Less expensive than the SWORD OF 
SLICING, but more powerful. 

um OF EVIL SWORD 25000GP 0 F SLN Exclusively for evil users. If wielded 
by on evil fighter or lard, its power is 
next to the BLA DE CUSINART. 

IADf CUSINART SWORD 7500GP 0 F SLN This exquisite blade causes 
40-50 HPD. It serves best in the 
hands of o fi hter or o ford. 

td by 0 unR OF DRAGON SWORD 5000GP 0 F SLN Effedive against Dragons. Reduces 
their attack power and doubles the 
domo e o oinsl them. 

than o ~ffR OF WERES SWORD 5000GP 0 F SLN Effective against Werebeosls . 
Reduces their attack power and 
doubles the domo e o ainst them . 

to cost 
MORO OF SWISHES SWORD 500GP 0 F SLN A cursed item which causes slight 

inaccuracy, lessening the damage. 

lo cost m~RIKEN(E) WEAPON 25000GP 0 N Exclusively used by Ninjas. It avoids 

1 rote 
Energy Drain and resists poisons. 

~~RAMASA BLADE WEAPON 500000GP 0 s Exclusively used by Somurois. 
Causes dose lo JOO HPD. A 50% 
chance that the blade will break. 

E OF 

~ELM ;ive. 

mon. 

~flM HELM 50GP -1 F SLN A plain metal helmet. 

~ the 

~flM OF HARDI NESS HELM 
This helmet has been strengthened 

1500GP -2 F SLN by o spell. 

~ get 

~flM OF EVIL HELM 4000GP -3 F SLN For evil people. Used during o fight, 

(E) it allows the wearer to cast BADIOS 
without limit. 

i rful ~flM OF HANGOVERS HELM 25000GP +2 F SLN Causes the wearer to be sick and 
increases his AC, but can be sold for 
a oad rice. 

tases 

~ING OF MOVEMENT RING With this ring, the wearer can use 
than 12500GP -2 FMCTWSLN MA LOR once. After that, it becomes 

an ordina helmet. 
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ARMOR SI 

ROBES ROBES ?GP -1 FMCTWSLN 
Mages prefer these cloth rob!. 

SMJ though the protedion level is fa. 

ROBE OF CURSES ROBES 4000GP +2 FMCTWSLN 
A cursed robe. The worst of a6 

LAH sible armors. 

LEATHER ARMOR ARMOR 25GP -2 F CTWSLN 
Both a Thief and a Wizard 

IROJ wear this light armor. Ollef! · 
rotedion. 

PADDED LEATHER ARMOR 750GP -3 F CTWSLN 
LEATHER ARMOR which hos 

Sfflf hardened by a spell. 

TREATED LEATHER ARMOR 3000GP -4 F CTWSLN 
Best armor for a Thief or o Warr 

SHIE 
ROTTEN LEATHER ARMOR 750GP -1 F CTWSLN 

Cursed LEATHER ARMOR. 

SHIE 
LEATHER OF LOSS ARMOR 4000GP 0 F CTWSLN 

LEATHER ARMOR which has 

SC Rf cursed with high level magic. 

CHAIN MAIL ARMOR 45GP -3 F c SLN 
Stronger than LEATHER AR!f. 

SHIE but not equal to BREAST PtJ 
Serves Nin ·as es ecioll we6. 

SHINY CHAIN ARMOR 750GP -4 F c SLN 
Protedion as good as the BRfl 
PLATE, but more expensive. 

ELVEN CHAIN ARMOR 3000GP -5 F c SLN 
Mode by the Elves' reno 
expert methods. High quality 

CHAIN OF EVIL ARMOR 4000GP -5 F c SLN 
Exclusively for evil wm G 

(E) 
Becomes cursed when worn by 
one who is not evil. 

ARMOR OF FREON ARMOR 75000GP -8 F c SLN 
Reduces the effeds of flamt 
and flame breath. The lowe'J I{ 
the moils. 

GLOVI CORRODED CHAIN ARMOR 750GP -2 F c SLN 
A cursed moil, but it's beH?r 
fighting in ;ust your nightsfuit 

CHAIN OF CURSE ARMOR 4000GP -1 F c SLN 
A badly cursed moil that P"' GLOV little protection . Like •K 

ROBES. 

BREAST PLATE ARMOR 100GP -4 F c SLN 
Good bargain. Great prnllc 
a low price. 

BODY ARMOR ARMOR 750GP -5 F c 
B-PLATE OF BOONS ARMOR 5000GP -8 F c 
ARMOR OF HEROES ARMOR 50000GP -7 F c SLN 

One of the best ormor lo 
your chest (upper body} · 

ROD Q alignment is Good or Neullo 

BROKEN B-PLATE ARMOR 750GP -3 F c SLN 
Used to belong to a 
Foney, but pretty crocked. 

RING 
B-PLATE OF FIENDS ARMOR 4000GP -2 F c SLN 

Looks impressive, but i~ CUil! 

turies old. 

RING 
PLATE MAIL ARMOR 375GP -5 F SLN 

Construded well and 
entire body. Excellent 

RING front line. 

STURDY PLATE ARMOR 750GP -8 F SLN 
A very finely crafted PlATf 
Only one in all of Bohac. 

RING 
1ST CLASS PLATE ARMOR 3000GP -7 F SLN 

An exceptional piece of 
ship . The best armor for, 

RING neutral fi hters, exce t lord. 

NEUTRAL PLATE ARMOR 4000GP -7 F SLN 
The only ormor mode ex 

(N) 
neutral choroders. If ol 

RING use it, the will be cursed 

ARMOR OF EVIL ARMOR 75000GP -9 F SLN 
A masterpiece of the 
forged it. Unfortunately. 

RING trul evil ma wear ff 

ARMOR OF LORDS ARMOR 500000GP -10 L 
Reduces Dragon and Beast 
Doubles damage to Demon 

AMUL beasts, Undeod. HP recoot 
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ll SHIELD 
rst of oll pos. If SHIELD SHIELD 
Wizard can 

SHIELD Offers /ilflt SHIELD 
ich hos '- 11[0 OF SUPPORT SHIELD 

11ao OF EVIL SHIELD 
R. 

llflD OF DEFENSE SHIELD 

aavv SHI ELD SHIELD 
tR ARMOR 

llflD OF NOTHING SHIELD 'AST PLATE 
rwell. 
the BREAST 
ive. 

renowned 
olity mail. 

wearers AUNTLET rn by any. 

lame spel& 
owest AC ol 

better than 
hi rt. lWfS OF COPPER GLOVES 

at provides UVfS OF SILVER GLOVES 
wearing 

rotedion at 

.cially for 

nAGICITEMS lsT PLATE. 
Elves. 

lo protect 
f) if your 

~~D OF FLAME 1tra/. STAFF 
1ab/emon. 

!rse is cen. ~ING OF JEWELS RING 

'vers the ~ING OF SHIELDING RING 
far the 

~ING OF RIGIDITY RING 
rE MAIL. 

roftsman- ~ING OF SUFFOCATION RING 
good or 

~ING OF HEALING Is. RING 
sively for 
·s should 

~ING OF DISPELLING RING 
1ith who 
only the 

~ING OF DEATH attacks. 
RING 

s, Were-

™ULET OF WERDNA ! AMULET 

20GP -3 F 
750GP -4 F 

3500GP -5 F 
12500GP -5 F 

125000GP -6 F 
750GP +1 F 

4000GP 0 F 

3000GP -1 F 
30000GP -3 F 

CTWSLN 
A small utility shield. The only one 
light enough for Wizards . 

c 
CT 
CT 
CT 
CT 
CT 
CT 

A large wooden shield thot serves 

SLN oll warriors except Thieves . 

Fine protedion for one new to the 

SLN adventure. 

A rare, superb item. Found only on 

SLN Floor 7 or 8. 

SLN 
Crafted especially for evil people. 
Believed to be the shield for the 
ARMOR OF EVIL. 

SLN 
The finest, strongest shield known . 

SLN 
Though not cursed, it increases 
your AC. 

A cursed shield that gives the illusion 

SLN of protedion, but does nothing. 

S L N 
Help a little, but not worth the 
money. 

S L N 
An impressive, handsome pair. Rare 
as MURAMASA and SHUR/KEN. 

12500GP 0 M WS 
High resistance against flames. User 
con cost MAHAL/TO. 10% chance 
of breoko e. 

7500Gp 0 C 
Doesn't need to be equipped. 
Allows owner to cost MANIFO 10% 
chance of breakage. 

10000Gp 0 FMCTWSLN 
Provides MAKANITO. Useful 
against the Poison Giant. Each cost 
de letes the rin 's ower b 5%. 

150000Gp 0 FM C T W S L N 
~ike the ARMOR OF LORDS, heal-
ing power IS 1 HP per turn. 

25QQQQGP 0 FM c T w s L N Reduces the power of the Undeod. 

250000GP 0 FM C T W S L N ~~~~:~ i~:l~:;~~ ;:,;:~~~0~~;~ 
until he con discord it at the castle. 

49999999Gp 10 FM C T W S L N 
The ultim~te protedion. Provides the 
wearer with MALOR and hos great 
heolin owers. 
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S . A party 
til the Clenc 

Klr rnany years. 1h wily and 
1zarct. \\'crdna. planned and 

Jl('(l 10 l)ui ld 1h g ig nti pala 
lflily lies cl ep und rground 
r 1rom Lord Trebor' I nd . I le 
eril archil . Is from 1hc d rk st 
~ of 1he world to draw up 

o worthless 

ell, but lit. 

e beginning 

worth lhe 

>ens1~ for 

3) . You'll 

8) . You'll 

Use o key 
on both 
17, 12 

. Use a 
ed ii on 

>J. You'll 
fhe Dark 

>) . You'll 
>use /he 

, for this mighty f rtr 
i1h tl1e eanh. 
Tiley cam 10 him from far and 
ll'ill1 p lan ro ll d in10 long 

1-. Tl1 wizard took 1h best 
111c wilcte 1 twis1s and 1urns 

1hc rno 1 ing nious dangers 
rzicl1 archit et to er 1c his final 
, I le 1l1cn began to bui ld wi th 

111y! wcrcina. of course. knew 
Lord nebor wou ld never bless 
·JlcJ chcme. so he imply went 
id wi1l1 bu ilding th - maze wi th-
1'QU sting permission. 

loor-
he first floor is riddled with 

1lile for 1he inexperi need 
1ernurer! Proceed with cau tion . 
ot11c ll1r e south we 1 rooms and 

11 rnon t rs to gain exp ricnce . 
urn 10 the astl often to inc rease 
rhara t r level. Wh n the I v I is 
+go to the room lo ated at (13,5) 

the map. Murphy's host is there 
11e. and its I IP ism r ly 2 . If you 
DILTO. you w ill gain 741 Exp ri­

·r Poinis! Wh n you return to the 
~ir spot la1er. the gho t will rcap­
ar o you an in rea your I vet 
i if you rep t th a tion. wn n 
ri learn DIALKO and LATUMO­

\ il's tim to enter Floor 2. And b 
ire 1101 to forg t the ilver and 
nzc k ys! 

i Key of Silver 
f, Key of Bronze 
U..j Key of Gold required 
CT Murphy's Ghost 
K) Forced teleport to castle 
O. Elevator between F1 and F4 
~ Gate to 1-way path 

The Maze is a huge underground palace built by 
the wizard Werdna and his legions. Here in the 
depths of the land) courage is t:ested! 

Wh n Lord Treb r hcarcl t11e 
1al of the maze. he rag d. "50.000 
gold piece sha ll l) given to tho e 
who defeat w rdna in hi winding 
lair!" 11 nt his army in10 th m z . 
bu1 it wa sounctl y def atcd gain 
and gain . The traps. d imly Iii w ind­
ing hallway . ancl horrific mon tcr 
prov d hard to bea1 by 1h bravest 
rank of Lord Trebor·s army. 

But 111 Wizard was pr pared to 
d v n mor damage! In th <la rk of 
night. as i t d by 1errib lc beast ~1 

lunk out of the maz . brok into Tre­
bor a 11 and to te Lord Tr l)or·s 

rmy in pur uit. 
but to no avail. Werdna i powerful 
ind d. and 1hc rnaz mak him 
doubly so! 

I One way 

~. Move up to the x floor 
~. Move down to the x floor 
~ Message board 
3 Teleport to 

:3 Teleport from 
CJ. Elevator * Place to get an item 
rLil Place requiring an item 
&lJ Pit 
~ Turn floor 
u Monster 
~ Chute 

E3 Chute exit 
"er Silence point 
§ Walls of rocks 
t:J. Teleport to castle 

• DarkZone 

Silver Key, Bronze Key, 
and Murphy's Ghost 
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Floor-
I I r you will stand o ff 

against lh fier e Capybara 
and g lutinou re ping 

Sacred Statues and a 
Key of Gold 

Crud . worse y t, you will b hit with 
Para lys is fr m th linking Ga 

loud and a tta ked by a zombie. 
Us MAI IA LITO and LAI IALIT 
again t multiple en mies. ltimat ly. 
you mu t g t th k y of Gold for 
entrance to th Dark zone on FI. To 
do this, you need the ta tue of Frog 

19 

18 

17 

and the Statue of Bear. In order to get 
the tatues. you must have the Key 
of Silver and the Key o f Bronze found 
on the first floor. Once you have the 
Key of old. head for the Dark zone 
o n FI. Then take the el vator to th 
4th floor. And good luck! 
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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. 

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

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 
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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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a Please explain the 
commonly used 

term "setting a timer.'' 
A Thi t rrn r fcrs 10 111 tirnc 

I) twecn the appearanc and 
the cli , pp r nc of a m ag 
whicl1 will c me up on the scr 'Cn. If 
you S(>t the tirrn r to th maximum 
1

1imit (oo). the m ag will not c.lisap-
1 .ar until you pre s th '/\'' button. 

'CJ turully. you watn 10 hav II th tim 
you wi 11 10 read th many impon nt 
111 sage which come your wa in 
Wiz retry! 

a Now that I have cre­
ated my band of 

characters, how do I 
decide what weapons 
and armor to buy? 
A Yi ur b nd of hara tcr 

th adv nturous xp dition 
through the World of Wizardry with a 
t tal f 900 gold piece distributed 
among 1 th group. Th ound of 
g Id jingling in th ir po k ts does 
not rn an. how v r. that th y are 
w ltl1y enough to buy orn f 111 
highly trea ur d it ms th y will n d 

c d during their p rilou 

a There are so many 
items of value hid­

den in Treasure Chests! 
How do I know if there is 
a trap inside? 
A Th ability of 

dvcntur r to 

a How can I create 
characters with elite 

classes? 
A Th mystical Wizard . th p wcr­

ful amurai. the mighty Lord 
and the highly train d inj mak up 
111 impre ive r nk of th lit of 
Wizardry. A you know. th m m­
b rs of th lit la hav the attrib­

n th diff ren e 

a What happens to my 
magic user's spells 

when the character 
changes class? 
A The char t r who ar ad pt at 

wi lding th powers of magi 
hav work d hard and long to ma -
1 r their mysti al skill . This ability is 
n t lo t ea ily. In fact. chara t rs that 

a t magi p lls will retain their 
in r dibl knowledge of th magic 
an and p II which th y l1ave 
already ma t r d. They lo non of 
this ability with a lass hang . In 
addition. th y will always g t on 

p II p int for a h pell they know. 
1\nd thos sp II points add up wh n 
you on id r the magi powers of 

rtain chara t rs! 
Th r is on problem . how vcr 
Th y will lose the xtra magi point 
r c ived for b ing a memb r of their 
pr vious la . n the positiv idc. 
if th y know at I asr on sp II of a 
parri ular 1yp and I v I. th n th > 
will ventually I arn all th p II 
of that typ and I vet. even if th ir 
n w lass do n ·t learn sp lls of 
that typ . I 

a Once I enter a maze, 
I know there is great 

danger of losing my 
sense of direction. What 
if I get lost? 
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