


Password Notice 

When creating a password for your character, please write it down on a piece of 
paper and keep it in a safe place. If you lose or forget your passwords, send 
your Wizardry scenario disk back to Sir-Tech Software for password deletion. 
Please include $15.00 per disk with your shipment for service charges. Sir-Tech 
Software will not be held liable or responsible for loss of Wizardry characters 
during password deletion. We suggest not using passwords unless it is 
absolutely necessary. Just press [RETURN] when you are asked for a password. 

We Appreciate Your Comments. 

As you play Wizardry and read these manuals, you may think of ways in which 
we can improve our products. If you do, we want to hear your ideas. 
Suggestions from players have often helped us in the past, and that's a tradition 
we want to continue. 

Please address comments and suggestions to: 

Sir-Tech Software, Inc. 
P.O. Box245 

Ogdensburg, NY 13669 
(315) 393-6633 

For the Best Service ... 

Please return your warranty registration card. Doing so will guarantee you the 
fastest possible repair or replacement of a damaged Wizardry diskette. It also 
entitles you to be notified of new Wizardry products as they are released. 

10987654321 
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The Prequel 
Five years have passed since I captured the mystical amulet from the Mad Over­
lord Trebor. His agents had only been a few hours ahead of me in obtaining the 
artifact.The amulet had lain hanging around the neck of a forgotten god's statue 
in an ancient crumbling Temple. Whose Temple it once was is now whispered 
faintly only in ancient and forbidden tomes. Never is the full name used, perhaps 
for fear of invoking something dreadful that might be merely slumbering. 

The mist enshrouded valley that hides the Temple has been known throughout 
time as the Gods' Hopyard, supposedly because of a great portal that was 
opened one night by a demented archmage. It is said in arcane legends that on 
that night the Gods came here and played. The world shook and mountains 
danced. The whole sky was afire with shimmering colors. As dawn rose, a gigan­
tic voice suddenly blasted out a harsh command, and everything in the world 
froze in mid-stride. Then there seemed to be a great inhaling, a loud implosion, 
and the world moved again. The portal was gone. Who or what chased back the 
Gods and closed the portal no one knows. It was a long while before anyone was 
brave enough to venture into the valley to find out what had occurred. It was 
quite difficult to see as a dense mist now covered to the valley edges. In the far 
end of the valley there loomed a gigantic Temple of a style never before seen. In 
its center was an altar room wherein stood a statue. Around the neck of the 
statue hung an amulet that glowed with such magical energy that none could 
gaze upon it for long. 

As to what this amulet is, or to whom it might have belonged, the greatest 
scholars of the last three millenia have debated. Some feel that it was the focus 
by which the portal was opened, and any who possessed it could open the way 
for the Gods' return. Others theorized that it was too powerful to have originated 
on this worldly plane, and so must have been left behind during the retreat of the 
Gods. A third group partially agreed with the second; the amulet was not of this 
dimension, but was used by whatever chased away the Gods. Thus the artifact 
was more powerful than the Gods themselves! Furthermore, they warned, the 
Temple, statue and amulet were placed in the valley to seal the portal and 
prevent the Gods' return. This group was, of course, scoffed at by other scholars, 
as the implications of their theory was much too disturbing to contemplate. 

Over the ages, many thieves and mages have been drawn to the amulet and the 
legends that surround it. All who have sought to possess it have failed. I, 
Werdna, the most powerful Wizard of this Age, was always intrigued by 
speculations about the wonders of the amulet, but was much too prudent to enter 
the Temple without the proper safeguards. The most infuriating thing to me was 
no one knew so much as a hint of what those safeguards might be. No one had 
any idea why each previous attempt into that eldritch vale had met with disaster. 

3 



Then one day I was approached by a dealer of dubious antiques. Amongst the 
obvious fakes and worthless old bones was a scroll that he claimed was over a 
thousand years old. He assured me that no one had ever opened it, and demand­
ed an outrageous 500 g.p. for the item. Intrigued, I haggled him down to a mere 
80 g.p. and took the scroll back to my study. When I attempted to break open the 
seal, it popped off in my hand! The scroll had been carefully opened and then 
gently resealed. Making a note to summon a demon to deal with the scurrilous 
knave, I settled down to study the scroll. It actually seemed quite old and was in 
very poor condition. The inscriptions were faded and of a tongue quite-unkown 
to me. It took but a-few minutes for my arts to restore the lettering to legibility, 
but it took almost a year's worth of intense research to translate the message. 

Wonder of all wonders, the scroll appeared to be written by the apprentice to the 
wizard who opened the gate that night so long ago. His mind seemed to have 
been blasted by what he had seen, for only stray bits and snatches of thought 
were scribbled on the scroll. He kept repeating over and over again something 
about the glowing eye of THE GOD, which I took to mean the amulet. He also 
ranted about losing the Mythril Gauntlets entrusted to his care, and groveling for 
forgiveness from someone or something. The last part of the scroll was filled 
with dire prophecies and fears for his own eternal torment. 

4 

I was filled with hope. If I could correctly follow the clues this document 
provided, the amulet and all its power could be mine. Now I regretted consign­
ing the soul of the antique dealer to Hell. In the hope that the gauntlets men­
tioned in the ancient scroll were the means by which the amulet could be 
handled safely, my agents went in search of them. After many months of seek­
ing, they were able to procure but a single glove. In my gratitude for their ob­
taining half of a pair of gloves, I only had half of them executed. Well, one 
gauntlet would have to suffice. 

Now armed, I set off for the misty vale in search of my destiny. Alas, mere hours 
ahead of me, others entered the Temple and absconded with the amulet. At first, 
I was so shocked to see it gone that I just slumped to the floor. Then I noticed 
what appeared to be fresh footprints in the thick dust on the floor. I followed 
them for a short while, but lost them on the hard ground outside the Temple. 
Racing back to my tower, I used my scrying mirror to show me what had 
transpired outside the valley, for even my skills could not penetrate that mist 
within the valley. 
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Four men shrouded in black robes entered the valley. Shortly, three men left. (I 
had seen no body, so what happened to the fourth man?) One of the men carried 
something at arm's distance. For an instant I caught a glimpse of a bluish-grey 
gleaming glove on the man's hand, then the mirror was blasted into a thousand 
fragments. He also had one of the fabled gauntlets. The scroll was right! Now I 
understood why it had been unsealed ... that old fraud had made copies of the 
scroll! 

I conjured up two of my favorite demons and sent them to pay the antique 
dealer's soul a visit. They returned shortly, having "persuaded" the shade to talk. 
I learned that although the dealer had made five copies of the scroll, he had sold 
only one of them prior to his demonic dismemberment. The Mad Overlord, 
Trebor was the owner of this copy. I gathered my creatures about me and cast a 
Malor to Trebor's Castle. While my pets were keeping the staff quite busy, I cast 
a Mamorlis spell on everyone in Trebor's audience room. It was quite humorous 
to see Trebor frozen in abject terror upon his throne. He wore the mystic 
gauntlet upon his right hand and dangling from that glove was a captured sun, so 
bright was its radiance. Carefully, I put on my gauntlet and plucked the amulet 
from the cradle of his glove. So as not to seem ungrateful, I did leave Trebor one 
of the Damien stones I usually carried around with me. They make such fine 
thoughtful gifts, heh, heh, heh! Calling my servants to me, I cast another Malor 
back to my tower. 
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At last, the amulet was mine!!! The power of a universe was at my disposal. Ah, 
so drunk was I with visions of great and terrible deeds. What to do first? My 
tower seemed unfitting for a would-be god. Something more splendid, more 
spacious. Perhaps a split level...no, many levels ... ten levels, that's it! Where to 
put this magnificient edifice? Well, it should be somewhere away from prying 
eyes and possible thieves, yet not too far from a food source for my hungry pets. 
Aha, I'll put it under Trebor's nose, literally. I'll build it under his poor excuse 
for a Castle! 

The very next day I started the major invocation. Everything went smoothly 
until I keyed in to the amulet. I only opened a tiny conduit to it in order to 
provide more power for my conjuring. What I got was a blast of raw energy that 
almost vaporized me on the spot. It was a good thing that I had been working 
behind a shield. The ground beneath the Castle was melted, churned, and twisted 
out liked pulled taffy. When everything cooled, I indeed had my ten level under­
ground fortress maze, although it was much wilder than I had envisioned. That 
was good, for the backlash of that awesome force had completely obliterated my 
tower! More than somewhat shaken, I Malored down to my new abode. I had 
barely tapped whatever lay within the amulet, yet it had almost destroyed me. I 
vowed never to invoke it again until I could discover how to channel its power. 
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Five years passed without the amulet yielding up any of its secrets. Oh, I did 
discover a few small details, like why a gauntlet was necessary. One evening I 
was preoccupied with my studies, and I asked one of my many minions to fetch 
the amulet from behind its darkly smoked glass case so I could examine it. Sud­
denly, I heard a pop and a thud of the amulet dropping to the floor. My servant 
had failed to put on the gauntlet. When it touched the amulet, the creature had 
just vanished. That could have been me! After that I kept the gauntlet on the 
case, so I wouldn't forget again. 

Finally, tragedy did strike, but of a different form. I was entertaining a Vampire 
Lord and several of his leigemen, when the door to my study was kicked open 
and in burst a wild-eyed team of adventurers bent on my destruction. I was too 
far away from the amulet to reach it in time, and my pentagram for summoning 
monster allies was on the other side of the room. I quickly gathered up my 
energy and began to cast the awesome Tiltowait spell, while my guests rushed 
forward to my defense. Just as I unleased that hellish fireball, I saw the Vampire 
Lord dissolved by a Zilwan spell! So, they had a high mage also. What! They 
still stood! That's one very tough team. Another Tiltowait should finish them, 
though. Before I could cast it, the leader of the team stepped in under my out­
stretched arms and delivered a critical hit to me. As my consciousness faded, I 
heard one of his men say, "Hawkwind, I have the amulet! Trebor will be 
pleased." I cursed Trebor with my last breath that he might endure endless tor­
ment. My final view was of their black banner bearing both a gold and a silver 
dragon in bend, and of the amulet dangling from the end of a sword. Then dark­
ness claimed me and I slept as unto death. 
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Playing The Return of Werdna 
Before playing The Return of Werdna, you must make copies of your Master 
Diskette(s). Depending upon your model of computer, the game will contain one 
or more Master Diskettes. The very first thing you must do is make copies of 
these Diskettes. You will need one blank Diskette for each Master Diskette in 
your package. 

• IMPORTANT: 
You cannot play The Return of Werdna on the Master Diskettes 
we supply. You must make copies. 

Making copies of your Master Diskette(s) 

The first time you play The Return of Werdna, you will have to start the program 
with your Master Diskette. Find the Diskette labeled Master Diskette "A" and 
insert it into your computer's first disk drive. Turn the computer on, and wait for 
the title page screen to appear. At this point you will have two options: C)AKE 
SCENARIO DISK or (§)TART GAME. 

Press CJ to make a Scenario Diskette. You will first be asked how many disk 
drives you have. Press 0 or f). If you have only one disk drive, you will have 
to swap Diskettes in and out of the drive in order to make the copy. 

Next, follow the series of screen messages which ask you to place Diskettes in 
disk drives. Follow the directions carefully. When you are asked to insert a 
MASTER DISKETTE, the program wants to see one of the Diskettes supplied 
in your package. If you are asked for a BLANK DISKETTE, you should insert a 
Diskette supplied by you. The program checks to make sure that you inserted 
what it wanted. If you made a mistake, it will inform you, abort the process, and 
repeat its request. 

• You don't need to format blank Diskettes. This is done 
automatically for you. 

• If the blank Diskette you supplied has data on it, you will be 
asked if you really want to use it. If you do, all the information 
that was on the Diskette will be erased. 

• If there is a problem and the copying cannot be completed, you 
will be informed. Try again with a new blank Diskette. 

• Master Diskettes are permanently write-protected (they don't 
have a notch) so they cannot be written to. Under no cir­
cumstances should you customize your Master Diskettes by 
punching a write protect notch in them. This will seriously 
damage your Master Diskette. 
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If your package contains more than one Master Diskette, you should make a 
copy, using the mAKE SCENARIO option, of each Diskette. You will note that 
each Master Diskette's label has an "A", "B", "C", etc. printed on the label's 
right side. When you label your Scenario Diskettes, you should include that let­
ter on the label so you can tell them apart. 

• The "Boot Diskette" is always Master Diskette "A". 

• Always remember, Master Diskettes are the Diskettes supplied 
in the Return of Werdna game package. Scenario Diskettes are 
copies of these Diskettes made by you. You always play on 
Scenario Diskettes, never on your Master Diskettes. 

• Always use the mAKE SCENARIO DISK option to make 
copies of your Master Diskettes. Other programs (such as a 
copy utility) can copy the Diskettes incorrectly, and/or destroy 
your Master Diskettes. 

Starting the Game 

Return of Werdna is self-contained. You will not need to transfer any characters 
into this game. 

When you have made your Scenario Diskettes, tum off your computer, place 
Scenario Diskette "A" (not Master Diskette "A") in the first disk drive, and tum 
the computer on again. When you see the title page, press {§) to {§)TART 
GAME. In a few moments, the Save Game page will appear. 

The Save Game page gives you a brief synopsis of the awful position you are in. 
YOU ARE WERDNA, the infamous evil wizard, and life is not at all a bed of 
roses. Trapped at the bottom of a prison dungeon, you must fight your way out. 
With any luck, you will be able to wreak your revenge upon the do-gooder ad­
venturers who have placed you here. Most of all, you want to get your hands on 
your nemesis, Trebor! 
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To begin playing, press fJ to fJLAY GAME, then select the saved game you 
wish to resume playing by typing a number (0-(3). There are 8 Save Game 
slots to choose from initially, but if you need more, you may generate another 
Scenario Diskette "A" (label this Diskette "A2" to avoid confusion) for another 
8 save positions. If you want to start from the beginning of the game, press 
UJi>pli(iJi!a. Initially, all 8 Save Game slots are empty, so if you select one, you 
will start at the beginning of the game. Whenever you begin a new game, or go 
between levels in the Maze, you may be asked for your Mordor Charge Card 
Authorization number. Refer to the enclosed Mordor Charge booklet for the full 
procedure. 

When playing, all of the options familiar to you from playing previous Wizardry 
Scenarios are available. Some of the options have been extended and improved 
to make play easier (Refer to page 13 for listing). For example, many menus 
have a default option you can select by pressing 1;!§\lqiiQR The default option 
has a ".J" symbol following its first letter instead of a")''. 

The most important change is in the @UIT GAME option. In The Return of 
Werdna, when you @UIT GAME, you will have the opportunity to save your 
current position in one of the 8 Save Game slots, even if you are in the Maze! 
Yes, that's right, you can now save your games while trudging around in the 
Maze. This lets you keep up to 8 "milestones" in your play of the game avail­
able, just in case (heh heh) you need to backtrack. VERY IMPORTANT: Think 
of utilizing Save Game as a form of meditation. Since you are taking a pause to 
regroup before tackling a difficult task, the players and the guardians also take 
advantage of this interval to revitalize, while you are concentrating on "The Big 
Picture". If these Save Games are used wisely, your pace will be quickened; 
used imprudently, a creeping coin's pace will be faster! 

Backing up your Position 

You can also move a Save Game from one Scenario Diskette "A" onto another 
Scenario Diskette "A" by using the moVE SAVE GAMES option on the Save 
Game page. You will be asked to insert the original Scenario Diskette "A", 
select the Save Game you wish to move, then insert the other Scenario Diskette 
"A" you wish to save it on. You can also make a backup of all 8 Save Games on 
a Diskette by using the mAKE SCENARIO option to copy the Diskette. On a 
long quest like The Return of Werdna, this is really important to do. Always 
make sure you have a current backup of your Save Games, in case power 
fluctuations destroy your Diskette! 
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Caveat Werdna 

Don't assume that just because you are an expert Wizardry player, you know ex­
actly how things work. You don't. Trust us, even the Gods don't know everyth­
ing. The only thing you can trust is that we have spent several years making The 
Return of Werdna a fiendish test for expert adventurers. If you finish even one of 
the several possible endings (quite a dubious possibility), you will have earned 
the rank of Master Adventurer. For those few whom consider themselves The 
Elite gameplayers, a challenge: Find and finish the one really special ending, 
and you will have earned the exalted title of "Grand Master Adventurer." (Use 
the enclosed card to claim your spoils!) 

Multiple Diskettes 

Some computers use disk drives that do not have the capacity to hold the entire 
Return of Werdna program. To run The Return of Werdna on these computers, 
we have split the program onto multiple Diskettes. 

Occasionally, when you are playing, the program will require information not on 
the Diskette being used. When this happens, a window will pop up, and you will 
be asked to insert another Diskette. You should have identified each copy of a 
Master Diskette with its corresponding letter. The first Diskette is Scenario 
Diskette "A", the second is Scenario Diskette "B", and so on. So you might be 
asked to INSERT SCENARIO DISKETTE "A", for example. Remove the Disk­
ette, replace it with one required, then press Ufi\ili(iii!§I . If you insert the wrong 
Diskette, the error will be detected, and you will again be asked for the correct 
Diskette. 
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• If you have two or more disk drives, each disk drive will be 
checked for the new Diskette. This means that in many cases 
you will be able to play without any Diskette shuffling. 

• Some computer models have extra memory. This memory may 
be used to store parts of the game so that those sections do not 
have to be recalled from Diskette. If this is the case, after you 
mTART GAME, important parts of the game will be loaded 
into extra memory. You will be told that this is going on, and 
may be asked to swap Diskettes if your package contains mul­
tiple Diskettes. 

New Features 

New releases of Wizardry products have many new enhancements. If you own 
an older version of Proving Grounds of the Mad Overlord or Knight of 
Diamonds, the new style of the Wizardry Gaming System may be a little un­
familiar at first. The user interface now uses multiple overlapping windows. 
Selections are still made by pressing keys (in most cases, the traditional keys), 
and all of your options are presented in menus on the screen. The new features 
have been added to make the Wizardry Gaming System easier and more fun to 
play. 

• The Maze display fills the entire screen. 

• You can toggle the various Maze windows C!)N and [!)FF. 
You can also flip the mTATUS window on and off separately. 
This lets you see more of the Maze. 

• Patterns are now used to identify stairs, messages, special ob­
jects and darkness on the maze floor and walls. 

• You only need to type the first few letters of a spell name in 
order to cast it. If what you type is ambiguous you'll be asked 
to select the spell you wanted from a list. 

• Many menus now have default choices you can select by press­
ing Ufi\llll.Ji!§I. If a menu choice is a default, instead of a ")" 
after the first letter in the entry, you will see a ".J". 

• It is now possible to Save Game while in the dungeon. Eight 
slots are available on Scenario Diskette "A". (See Page 11 for 
details.) 

The Wizardry Hotline 

Whatever computer you are using to play The Return of Werdna, it is possible to 
find yourself at an impasse. Perhaps you aren't able to solve a riddle, or maybe 
you can ' t find a needed item of treasure. Don't worry; the Wizardry Hotline is 
standing by to listen sympathetically, offer words of encouragement, and per­
haps dispense a vague hint or two. Then again, considering how tough The 
Return of Werdna is, they may ask you for help! So only call if you are really 
desperate. After all, you are supposed to be an expert player! 

Hotline assistance is available from 4 to 8 p.m. (Eastern time) on weekdays, and 
from noon to 6 p.m. on weekends and U.S. Federal holidays. Just dial (315) 393-
6633 (sorry, we cannot accept collect calls) and ask for the Wizardry Hotline. 
The Hotline operator will be happy to consider answering any Sir-Tech game­
related questions. 
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In case of trouble, which Diskettes do you return to Sir-tech? 

More than likely you will never encounter any difficulties with your Diskettes 
when you are playing The Return of Werdna However, if a problem does arise, 
here are our suggestions to resolve the problem as quickly as possible: 

1) PROBLEM: One of the Scenario Diskettes does not read/write properly. (This 
is usually due to a bad sector or medium on the diskette you furnished.) 
SOLUTION: Take a fresh blank Diskette and make a new Scenario Diskette 
from the appropriate Master Diskette. If the problem Diskette was Scenario 
Diskette "A" where all the Save Games are stored, use the C)OVE SAVE 
GAMES option to transfer all your Save Games to the new Scenario Diskette 
"A". Reboot and continue playing. 

Never send Scenario Diskettes back to Sir-tech unless the C)OVE SAVE 
GAMES option is itself broken. Sir-tech will try to salvage as many of the Save 
Games as possible and return a new Scenario Diskette with those Save Games 
on it. 

2) PROBLEM: The Master Diskette is defective. This is determined by making 
several Scenario Diskettes from the Master Diskette and none of them work 
properly. 
SOLUTION: Return the Master Diskette in question to Sir-tech (See section on 
Diskette Warranty at the end of the manual.) When you receive your new Master 
Diskette, make a Scenario Diskette and continue playing. 

If the Master Diskette is Diskette "A", Sir-tech will exchange the problem Disk­
ette for a new Master Diskette "A". When this Diskette arrives, make a new 
Scenario Diskette "A", and transfer Save Games via the C)OVE SAVE 
GAMES option. 

Only send the defective Master Diskette back to Sir-tech, not the whole set. 
Otherwise you will be needlessly charged $7 .50 for every Master Diskette 
returned. 

3) PROBLEM: New replacement Master Diskette still does not function 
properly. 
SOLUTION: Now is the time to suspect problems with your equipment. Check 
your disk drive(s) for speed and alignment. Also, unusual add-on boards may 
cause interference problems. Remove all extra boards from the computer (power 
off first!), then try running the game. If these solutions are still not adequate, 
contact Sir-tech directly for technical support. 
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Disclaimer 
Neither SIR-1ECH SOFIW ARE, INC., the author(s), distributor(s) or seller(s) 
of this product shall have any liability or responsibility to the purchaser or any 
other person or entity with respect to any liability, loss or damage caused or 
alleged to be caused directly or indirectly by this product, including but not 
limited to any interruption of service, loss of business and anticipatory profits or 
consequential damages resulting from the use or operation of this product This 
product will be exchanged if defective in manufacture, labeling or packaging, 
but except for such replacement the sale or subsequent use of this program 
material is without warranty or liability. 

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

Disk Warranty 
If your disk should become unreadable within 30 days of purchase, return it with 
proof of purchase to SIR-1ECH SOFIW ARE, INC., for a free replacement. 
After 30 days enclose $7 .50 to cover costs of media restoration or replacement 
and shipping charges. Before returning your disk, please determine: 

(1) If your disk drive is out of alignment and speed or; 

(2) If your computer is malfunctioning. 

Test the disk on another computer. If the program works, you have a problem 
with your hardware. If the program doesn't operate, send the disk back to us. 
The original disk must be returned to us for replacement 

SIR-TECH SERVICES 
Hotline Support System -- Available 7 days a week 

If you are stuck playing Wizardry and need a hint or if you need assistance with 
a game problem, we've got someone waiting to help you. 

Phone (315) 393-6633 

Monday - Friday -- 4:00 - 8:00 p.m. Eastern time 
Weekends & U.S. Postal Holidays -- 12:00- 6:00 p.m. Eastern time 

We repair and mail back corrected disks within 24 hours of receiving them. 
Very few firms claim this service. SIR-1ECH claims it ... and we do it. 




