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Installing Nemesis Windows 95 
Nemesis is 1101 a Windows 95 11ative program, b111 will r1111 in DOS mode. 11 gives you a choice of minimal , 
medium or maximum installalions. Generally, the more you install to your hard drive. the faster Nemesis will run. 

I. 
2. 

3. 

Place CD #I in your CD drive 
Installation will begin automatically if Windows is configured to do so. Otherwise. begin the 
installation manually by staning the SETUP program. 

Specify a folder for Nemesis. 

Troubleshooting 

Since Nemesis is not natixe to Windows 95, you are likely to achieve better performance when running in DOS 
mode. If you should experience difficulties or for improved performance, please try these remedies: 

I. 
2. 

Shut down and Restart Win 95 in DOS mode, and run through DOS. 
Make certain all your drivers for your sound card, CD-ROM drive and mouse are loaded. Win 95 

automatically configures them for you, but in DOS mode. you must have them i11 your 
AUTOEXEC.BAT file and/or your CONFIG.SYS file. What's written below isn't gospel, but 

will work for many computers. 

Identify which driver isn't working: your CD-ROM drive, your mouse or your sound. Work on 
one at a time. 

Mouse: 

Sound: 

CD-ROM: 

The mouse driver is generally MSMOUSE.EXE, but may also be MOUSE.EXE, 

MSCMOUSE.EXE etc. depending on your machine. 
Locate the directory of your sound drivers. If you have a Sound Blaster system, 
generally, your directory will begin with SB. If you have no lines in your 
CONFIG.SYS or AUTOEXEC.BAT for your sound drivers, install them from 

your original sound card diskettes. 
CD-ROM drives on different machines vary greatly, and drivers will be located 
in both your CONFIG.SYS and AUTOEXEC.BAT files. Please see your 

computer's manual for more detailed information. 

Installing Nemesis - DOS 
Nemesis gives you a choice of minimal , medium or maximum installations. Generally, the more you install to 
your hard drive, the faster Nemesis will run. 

I. 
2. 
3. 
4. 

Place CD #l in your CD drive 

Log on to your CD drive, usually D: 
T)'pe INSTALL and press enter. 

Follow the on-screen prompts. 

Starting Nemesis - Win 95 & DOS 
After installation has finished, you'll be in the game's directory. To play Nemesis, rype NEMESIS and press 
Enter. Make sure to start the game from the DOS prompt. 

Sound Setup 
When you begin Nemesis, the Sound Setup program will run automatically. To change the settings later, type 
Setsowrd from the MS-DOS prom pl. Follow the on-screen prompts to select a card for effects and for music. 
When you're finished, save the settings and exit into Nemesis. 



Since 1981 , the Wizardry series ha et the tandard for excellence in computer 
gaming. Nemesis hold true to thi spirit, immersing you in an incredible 
storyline wrapped with stunning art and animation, a world that welcomes 
you to a new series of Wizardry Adventures. 

As with every past Wizardry, its tory remains the key to its feel and its 
longevity. Expecting only to take a journey to a nearby town, you instead 
find yourself in the midst of a magic, a power and a time you neither know 
nor understand. What has led you into the gra p of this ancient and sinister 
prophecy? Why mu t you find the talismans? They are your only chance of 
urvival , but in their age-old magic, they hold the promise of your death ... 

just as they have killed others before you. 

What courage you summon to succeed and survive in this world is within 
you. Your intelligence will overcome traps, and your strength will sink your 
sword deep within your darkest foe. And, through it all, you hold in your 
hands the power to set yourself free. 

Welcome to the world that is Nemesis. 
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You wander out for peaceful look about Galican, your new home. Just 
you, the trees, the warm ummer air ... and then ... that strange sound in the 
distance. It grows closer until its source is upon you, and, before you can 

react, your bright, sunny afternoon grows painfully dark, very dark 
indeed. The fact that you live through the ordeal is a miracle in 

As he looks over 

itself, a saving grace you owe to this man before you, 
Rian, Galican's Sage. 

your wounds, he seems as 
amazed as you that you're alive, 
but even more, he eems gravely concerned 
about this presence, thi Shadow, that 
now haunts your life. Magic, he 
tells you, is your only hope. 

And so it begins, your 
adventure, as it 
unfolds 
before you 
on the Adventure Screen ... 

AdveV\h-tre ScreeV\ 

The Adventure Screen i where all the action in Nemesis takes place. From 
fierce attacks, to devious traps, to conversations with those seeking the same 
an wers as you, everything is here. When you first begin adventuring in your 
game, you'll see a screen similar to the one below. 

Known Spell 
Active 

Known Spell 

Main 
Window 

Status 
Bar 

Compass/ Log- Enter You/Fast Complete 
Automap book Combat Equip Inventory 

Moving Around 

Game 
Options 

Available 
Item 

Movement 
Cursor 

Ready 
Belt 

In Nemesis, the action doesn't come to you (unless it's carrying a sword with 
your name on it, of course), you go to it. To move around, ju t point the 
movement cursor in any available direction and click. Holding down the 
CTRL key while using the side arrow keys allows you to sidestep. 3 
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Exploring Your Surroundings 

The world of Nemesis i an interactive world that allow you to explore and 
examine almost anything you'd like. Depending on the particular situation, 
you might want to examine something, pick it up, use it or give it to another 
per on. 

Examine: That piece of harmless looking rope on the floor might 
ju t be the first piece of a chain reaction that ends with 
you being squi hed like a bug under a dragon 's butt. 

Left click That's why it's a good idea to look before you leap. 
You might get some good insight about something. To 
investigate anything, just left click when you see the 
pointing hand. 

Action: If you want to talce, read, talk to, touch or otherwise 
act upon something, right click when you see the 
pointing band. The right click is effectively the "action 

right click verb" of the game. 

Grab: You never know what you' ll find lying around the 
world of Nemesis ... and how it might help you. 
Whenever there 's an item you can pick up, you'll see 

right click a grabbing hand. Right click to grab the item and place 
it in your inventory (the belt buckle on the bottom of 
your screen) or your ready belt. 

When you click on an item and move it into the main window, it becomes 
your cursor. From here, you can use it, give it away, drop it or hurl it down 
the hall. Left click to toggle through the different options, and right 
click to put them into action. 

II 
Drop: 

II Throw 

Whenever you have an item in your hand, the default 
"Use" cursor appear . It turns yellow over any 
hotspots. When you ee the yellow "U e" cursor, 
just right click to try to put it into action. Of course, 
you' II usually want to try this when it's appropriate 
(like a key on a door for instance). 

The people you meet in the world of Nemesis might 
be inclined to accept an item of importance. To give a 
person something, click on the item o it becomes 
your cursor, move the item over the person, and toggle 
through to "Give." 

To drop an item that you think you no longer need, 
select it as your cursor and move it toward the bottom 
of the creen until you see Drop. 

To throw anything, select it as your cursor, move it 
toward the top of the screen and toggle through to 
"Throw." Of course, you need to be somewhere where 
you can throw an item. Hurling a giant word directly 
into a wall is likely to result in accidental surgery. 5 



The Stat1As Bav-

Along the bottom of the Adventure Screen, Nemesis gives you loads of 
information that will help you in your adventure. You can track your journey 
through this world and the items and friends you collect within it. 

Automap/Compass: As you move through Galican, the forest, 
and the world that is Nemesis, the compass shows you your 
direction with every step. Click on the compass to bring up the 
Automap. 

Text Color Bar 

Toggles View Mode 

Scribe Text onto Map 

Erase Entry 

Next/Previous Map 

Move Map Side to Side 

Hide Menu and Exit 

You can edit and customize the Nemesis automap to keep track of puzzles 
left unsolved, particularly monster-heavy encampments or people you'd 
like to visit again. Each entry can bold up to four lines. To make an entry: 

1. Click on the Scribe icon. You may color-code entries, too, by 
selecting different colors in the Text Color Bar. 

2. Click the entry's location on map, and begin typing. 
3. Pres <Enter> on a blank line to end and save the entry. 

Logbook: Like any curious adventurer, your character is careful 
to make ob ervation about things that don ' t seem quite right or 
things which might offer hope for his situation. As you 

make progress, he' II add to the book as he uncover puzzles and clues. 

Combat Mode: Should you find yourself in the midst of someone 
who clearly want to make you their dinner (tip: they have a 
word), hit the spacebar or click on the sword to enter 

combat mode. The left and right mouse buttons work as your left and right 
hands. For more information on the art of hack sla hin', turn to page 15. 

You/Quick Equip: The picture of your character on the Status 
Bar gives you a quick once-over of his current state of dress and 
weaponry. You may also Quick Equip your character here by 

clicking on him while holding a desired piece of armor or weaponry. You ' ll 
need to use the full inventory screen to remove items, however. 

Ready Belt/Inventory: The Ready Belt give you quick, easy 
access to four items. It also allows you to enter your character's 
complete inventory and review, covered on page l 0. 
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OptioV\S MeV\!A 
The Nemesis Options Menu contains everything you need to customize the 
game to your Liking and also allows you to save and load games. 

Saving/Loading 

If you want to save your game, click on, ah, Save Game. Nemesis saves up to 
eight different games and allows you to give each one a specific name. To 
restore a game, select Load Game and pick the savegame you want to load. 
You can also Quick Save by hitting FI, and restore your Quick Saves from the 
"Continue Next Game?" prompt. 

Quick Saves/Continue Game 

Nemesis allows you to Quick Save your game by hitting FI . This gives you 
a degree of insurance against a sudden, tragic pummeling. Should your character 
die, Nemesis will ask you if you wish to continue the game. Just select "Yes" 
to resume the game from your last Quick Save. 

Important Note: When you QUIT Nemesis, it also 
makes a Quick Save for you. This Quick Save will write 
over the previous one. So, it's recommended that you 
use the full , "Save Game" method, too. When you run 
Nemesis, it will ask you if you want to "Continue Game" 
if you have a Quick Save. 

Game Settings 

Game Setting let you toggle a number of different settings on or off like 
Sound, Music, Subtitles, and the Status Bar. Step Scale and Slide Turn alter 
the way your movements are displayed on the screen, and may give you a 
more realistic feel for movement when on. With Step Scale, Slide Turn and 
the Status Bar off, however, Nemesis generally runs faster. 

Game Preferences 

Using the sliding controls, you can adjust the volume of the sound and music 
separately. You may also adj ust the contrast and brightness to suit your 
preference and display. 

9 
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JV\veV\toJI"}:' & Review ScJl"eeV\ 

Everything you ever wanted to know about your character and his 
po ses ions, you'll Find in the Inventory & Review Screen. 

Ready 
Belt r7 ,. • 

• 
,,H 

25 Item 
Slots 

Hourglass· ~ ./ 
~· 

Health/ 
Magic Energy 

Protection 

r· ~ 

I 
~ . \ 

' J L 

Current Equipment Dropped Items 

Ready Belt 

r:'"' 
r=J 
~ 

Jll!llt-- More Items 
~t-- lnfo/Stats 
.lllllt-- Exit 

The Ready Belt follows you from Adventure Screen to your 
character's inventory o you can easily swap item , get items or 
empty the belt into his inventory. It 's often a good idea to place 
things here you might need in a hurry: your magical amulet, a 

spare sword or a quick healing potion. 

'I 
I 

1 

Time, Health, Magic & Protection 

When your character performs a certain action, like equipping a new piece of 
armor or swapping weapons, Nemesis tracks how it affects time, your health 
or magic ability or your overall level of protection. 

Hourglass: The time it takes to change an item during combat, 
thus the amount of time that you're wide open for a hit. 

Health & Energy: The health bar (white) reflects your 
character's current state of health, while the energy power bar 
(not the exercise edible kind, but the blue kind) reflects your 
character's current magical energy reserve. See the Magic & 
Combat sections for more detail. 

Protection: The protection number indicates how well your 
character is protected against a hit by magic or a phy ical blow. 
The higher the number, the less likely he is to sustain damage 
from a hit. 

11 
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Items 

A your character explores the world, he' II come across books, 
long lost keys, pieces of well-hidden arm or and other items that 
wi II likely come in usefu l during his journey. You can hold up to 
54 items, 4 in the Ready Belt and 25 each within each 

inventory panel. Of course, you can also leave " pools" of item lying around 
in the world if you think you've found some place rea onably secure. 

Equipping: 

Grouping: 

Merging: 

Reading/ 
Drinking: 

Dropping: 

Right click on the item to pick it up, and then click on 
your character. Voila. A you equip items, notice that 
your character' protection level goes up. The higher the 
protection, the better. 

Some similar items can be stored together in the same 
slot. To select all the item in a single slot, hold down the 
shift key when you right click. 

Some items can be merged together. To try to merge the 
items, move them to the same item slot. 

To read, eat or drink items, right click to pick the item 
up, and then click the item before your character' face. 

To drop items you no longer wish to carry around, right 
click to pick them up, and place them on the floor. Items 
you place on the floor remain where you dropped them. 

13 
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Character Info 

Click the INFO button in the Review Screen to ee your skills and statistics. 

Rank: Your Rank gives you an idea of your standing in the 
world. The more experience you gain, the higher your 
rank climb and the better you perform. 

Attributes: Your physical and mental state at the time. 

Skills: 

Health: 

Energy: 

Strength: 
Dexterity: 
Magic: 

How much damage you can sustain before 
you head off to the big adventure game in 
the sky. 
Reflects how much magical energy you 
possess to weave elemental spells. 
Affects how much damage you do. 
Affects your chances to rut and be hit. 
Affects your success when casting spells 
as well as the trength of the pell. 

Your skill with a weapon greatly affects your chances to 
hit in combat, the higher. the better. Weapon skills in­
crease with the use of a particular weapon and when 
your character gains overall experience. 

Protection: Your character's protection level reflects his ability to 
withstand a creature's strike. The higher the protection 
level, the better. 

Combat 
You ' re in the middle of a perfectly good adventure in this magic-threatened 
world when out of nowhere comes a growl at your back and a knife between 
your rib . You begin to tum, but each movement only drives the knife deeper 
and in the seconds before you fall, you see the creature grinning above you. 
Next time, you trunk, it will be your blade striking out in search of the 
ultimate revenge ... 

Your Health & 
Magic Energy 

Entering Combat 

Creature's 
Health 

When you see the creature or hear its distinctive roar drawing near, combat is 
not far away. If you 're up to a bit of sword play, enter combat: 

1. Click on the Sword or hit the spacebar. 
2. Target the monster with the Crosshairs Cursor. Wait for an open 

spot or strike the creature as it prepares to run you through. 
3. When you ee that moment of weakness, left click to use your left­

hand weapon or right click to u e your right hand weapon. 

I ip: I 1t!hl111~ Jll.1\ lltl\ ,d\\,I!' hL' ll'i.[llllL'd \l.111: llllll'' \llll L.tll .t\111d 

LUIJlh.11 L'llll!L'l\ I)\ llllllllll~ ,t\\.i\ ill d11d~111~ thL LIL'.J[UIL' 15 
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Different Attacks 

Depending on the weapons in your hands, Nemesis offers different forms of 
attack. You can swing, thrust, parry or send a smashing skull crunch with an 
overhead blow. 

Swing: 

Overhead: 
Thrust: 
Parry: · 

Click and drag your mouse in the direction you'd like to 
swing. The sword will follow your cur or across the 
screen. 
Click and drag down to deliver an overhead blow. 
To deliver a direct strike, click the mouse. 
Click and drag up. Start your move/defen e with the 
cursor over the monster. 

The Hit 

The wonderful sound of word connecting with creature allows you to continue 
another day in the world of Nemesis. When you hit a creature, you'll see it 
will flash white to indicate a successful aim. After Nemesis determines the 
aim, it then determines if you actually caused damage or merely inflicted a 
glancing blow. When you cause damage, you'll see the creature's lifeforce 
drain away, and it will often reel back in agony. A single white flash, on the 
other hand, means your aim was okay, but your strike did not connect solidly 
enough to cause damage. 

Carefully timing your strikes will give you much better results than 
frantically clicking the mouse buttons. 

The Art of War 

Fighting the many creatures in Nemesis requires both strategy and timing to 
be successfu l. Watch for openings in their defenses. A good time to attack is 
when they are preparing to attack you. Typically, they leave them elves 
open to a good sword thrust. Where you aim your trike can greatly affect 
your success. In general, try to aim for the large, soft midsections. 

Effects of Skills 

Your ability to strike for damage will generally improve as your skill with a 
particular weapon improves. By reviewing your character, you can take a 
gander at his various levels of weaponry skill. By sticking to a weapon you 
know well, you might do better in a really sticky situation. Other times, 
when you' re in an area you feel confident you can handle, try improving your 
skill with other weapons. You' ll find a great variety to experiment with. 

Changing Armor & Weapons 

The time it takes to change armor and weapon i reflected by the hourglass 
symbol. When you exit the inventory screen, you will be unable to attack 
until the hourglass empties. You can still move, however. 

Ending, Retreating & Moving in Combat 

To move whi le in combat, use the keyboard arrow keys. The CTRL key/ 
Sideways Arrows al low you to idestep. You may al o choose to end combat 
mode by pres ing the spacebar or clicking on the word in the status bar. 1 7 



18 

Magic 
In Nemesis, magic i two-fold art: first, you learn the power of the elements 
them elves, and then you learn the spells to use and channel those power . 
The e elements and their pell can be called upon to wield both offensive 
and defensive magic, to hinder your enemies and to help yourself. 

Learning Spells 

As you move through your adventure in Nemesis , you'll meet many magical 
people and creatures, some of wllich might ju t hare their magic with you. 
They may hand you a scroll, an age-old artifact passed from magician to 
magician. Within the scroll is the knowledge to channel the elements that you 
have come to understand. Once the word are said the seal broken and the 
spell learned, you will know the spell forever. 

Casting Spells 

In Nemesis, there are eight po sible spells. Each one can be used either 
offensively or defensively for a total of 16 different effects. 

Active Spell Unknown Spell Known Spell 

Step-by-Step Spells 

1. To cast a pell, your amulet (the necklace you begin the game with) 
must be in one of your hand . 

2. Click on a Known Spell icon, or use keys I through 8. This spell 
will remain elected as the default spell until you pick another. 

3. Enter Combat Mode (click on the Sword or press the Spacebar) 

4. Channel the spell. Click the left or right mouse button (depend­
ing on which hand you are holding your amulet in) to begin chan­
neling your magic power into the amu let. You' ll see your energy 
bar begin to drop. The more energy used, the more powerful the 
spell cast. A pell will release automatically when it reaches the 
maximum amount of useable energy. You can pend less energy by 
clicking the same mouse button you u ed to start the spell to 
immediately relea e the spell. To abort a spell, click the opposite 
mouse button (the hand nor holding the amulet). 

5. Release the spell. Click on the Adventure screen to send the spell 
out into the world or click on the small icon of your character in the 
status bar to target yourself. This is useful for healing spells. 
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Ranged Attacks 

Some spells offer ranged attacks and are a good way to hurt creatures before 
they hurt you. Sending a ranged spell out to the world works the same as a 
regular pell, but offers the added benefit of injuring them before you meet 
them face to face in combat. 

Magical Deliverance 

You can create anything from a small fireball to a moking, screaming blaze of 
fury. Make sure you tailor the amount of magical energy you use to the 
creature you're facing. A fire-breathing creature is not likely to be impressed 
by your small fireworks pectacle ("Nice. Very nice. Turn the teaks, please.") 
while a raging inferno might be just a wee bit too much for that little pider. 
(Ah, you suppose the people of Galican really wanted that forest, anyway?) 

Use your magic energy wisely. Don't tire yourself out if you don ' t need to 
and take advantage of potions to restore health and energy. 

CoV\tacti "'9 lAs 
E-Mail: Compuserve: 76711,33 or Internet: 767 I I .33@compuserve.com 
On the World Wide Web: http://www.sir-tech.com 

For Technical Support, call (315) 393-6644, Monday-Friday, 9 am to 5 pm 
Eastern. Or, you may write to us at: Technical Support, Sirtech Software 
Inc., P.O. Box 245, Ogdensburg, NY 13669. 

If your disk has become unreadable within 30 days of purchase, return it with a 

dated , original receipt to Sir-tech Software, Inc. for a free replacement. After 30 

days, enclose $10.00 to cover costs of media restoration or replacement plus 

$2.50 to cover shipping and handling. (NY residents, please add 7% sales tax to 

the total of repair and shipping.) Prices are subject to change without notice. 

Please include the following information in your package. Failure to do so could 

delay processing time: 

Original master compact discs 

Letter explaining problem and computer configuration 

For free replacements within 30 days, original and dated sales receipt 

(it will be returned to you) 

For replacements after 30 days, $10.00 repair charge plus $2.50 

shipping handling fee and tax if applicable 

For game hint , call (315) 393-6633, Monday- Friday, 4 pm to 8 pm Eastern, 
Weekends and Holidays, 12 pm to 4 pm Eastern. Or, you may write us at: 
Hints Hotline, Sirtech Software Inc., P.O. Box 245, Ogdensburg, NY 
13669. 21 
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Disclaimer 

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

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

Epilepsy Warning 

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