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rlevel
diffecuby with the basics
comree theere were tmes
dlizing during a lecture
om Spell Casting. Notio mention the

m1 I'|.-I [y II | It c al '|1-.u'-

An Enchanter of evenyw
wotd have no

I'.'- s il nII

case, here 5 4 refresher

COrSe
oed = are wivs of |I.I IOCME MAgK.
| I|,|'|-|'|l.| |*-h -.'.|"|'|-.|||-L|| -l.x:-|'-_|

e throig I||'-'.]||| 1 the x|'-u|._;|.'- he
used, Magie spells usually Bave a durs-
tican and sometinees a delay before the
can heysed agin: Remember: Magic
spells are dangerous things, partce-
Farly tovwiieirdds, Wisards” heighened
abifities inghis realm cierv the penalny
of heighturbd sensitiviey 2o spells cast
by others. Somistimes aspell which 4
mvndare person wold noreven notice
will have & profouncd effect upon you!
Asacertified wizard g somewhia
;%'lu'-ri_rmw}.}'nu have apersomal spell
bouk, in which vou record the spels
vousire capable of using Yo book
contains a feiw spells before the fame
begins; others may be added during
s irvels

- spelland scrollp

i may Fnuagw]lum]h here an
there. Theéseare exgremely valuable
hjects They may he meed L#l‘hll

Lises up the
ety soil is
wsually much better fowene them into

castapells, but se doin

vioir spetl ook Then, vou cin use thism

ITERNY LIfEES

The Rules of $pell Casting

Newly found Hi'll_ll miy hew'riten fpro
ing the GNUSTO
Vol
daried bemic carcer
Once |-|\r||| -.||l|L| invourspell
hwacake it ity he wsed sgain and aEain,
(Some spells are won powerfulto be
written by a wiend of voor limived
experience. Such spells may sall be
usedif they wre found on sgrolls, but
the spell will be gone after it is used. )

1'--.*.

* resull: BOZBAR the poor horse,

Reading vour book fists the spells viu *
g lmlllitn..li.:' with their meanings.

Yo might extperimentwith

£ \|4. 5
Ipeady inyoarbook 1o leaen ther uses.

Before |h|‘r{|| n vt hook can acmally _X'
b used, it miekst e memorized. Cinlya
small number of spells can actually he
memorized atone ime, andwhen ou
wse aspell vou have memortzed vou for-
g it You must rememoriae spefls o
uses them again, The SPELLS commund lees
v kv which spells ane memorized

Using Your Spell Casting Powers

¥omncn use spel s either by saving CAST

{the spells name | ATON Gomething)
a, more simphy; by saving: fthe spell’s
T | :inlql.':hin_l.:: L Some spellsare so
sencral in application that they require
noohject - justivping the spellname
is enough.

For examiple, \Ll|}‘1u]~4.’1hl_n.' WETE
spell named §8078AR than ot et wrdl-
B ten in vourspell book or were Gy |r||.,
n g peell serpll
> EARM BOZBAR or =MEMORIZE
BOZBAR would make the spell available
for immedize wse.
=>BOZBAR HORSE =CAST BOZEAR AT
HORSE =CAST THE BOZBAR SPELL AT
THE HORSE wouldall hurve the samie

*




- Latimde and Longitude

(" Whike 3 wigard of sufficient skill may

fr.u}ﬂfkmhlmse]f reat distances with

witch of his sallest e vour level

::r kil restricts vou to more commaon

| forms of transporation, such as walk:
g You shoukl ot consider vourself
b sno quinﬁamund,am WOILLT S
roundings are almos alwas dangenous.
Thie best wiay to e from place o
place is o trpé the direction in which

I WL W o o Yoo cin s all eight

-.

compass directions, which cin be
abbreviated N E 5, W NE, SE NW and
S UP and DOWM are also important,
and can be abbreviated o L and O

N amich QLT rriziy also woark in certain

aces:

ENCHANTER™ calls cach location
“roomm,” When vou enber a room for

the first time, ENCHANTER disphays the
e of the room, its description. and
descriptions ofany interesting obfects

i the room with which vou might want
tsimteract, When voureniem o room,
only the name of the oom and names of
the objecs initane normally displived.
Walking around 2 roam is URNECEssArY;
anything inside i room is always within
redch [ Unless of cougse, vou s sitting
ot Wing down or the obiect is somehow
enclosed or protected. )

__.f

tﬂﬁm ~ i
e S i

e,
AThe VERBOSE mmm&nd 1118
ENCHANTER wadisplay the full deserip-
tieary cf every room amd every obgea
each time v se them, notjust the first
time. Thie SUPERBRIEF commana 1ells
ENCHANTER o display only the name
ef the el ind novany of the objects
in feven on voar first visic there, When
you are in SUPERBRIEF mode, you can
stillger a description of the reom and
the ohjects present by eping LOOK or L
The BRIEF commeanid tells ENCHANTER
fir etarn to the dndtial mode, in which
you see descriptions only envour firs
ViSH b TO0m,

Examining Objects
Many olbects in ENCHANTER are

important gither because thevare mags-

calor because they are useful for more
Commen purposes, suchas providing
nourishment. | Even Enclanters must
earand sleep!) Examine or read every
object that seenys important - it s the
oty wary that §ou can expectio survive
wourapprenticeship acguire new
skifls. Even life-threaiening actions may
lesacd to e insights. Don 't foraet that
oy mentor Belbog the Mecromancer,
is shilled it ehe resival of those given up
foor e { Besides vou cinalways st
aver again,or SAVE vour pusition first.
See the section by the Ser iveners: ) Try-
e the hizaree can be fun and ofien will
give v a cliee. Here's a nonsense
mmﬂl

inHlﬂitll.]l{lﬂ(..ﬂ‘l‘l!l‘l#wl'ﬂtﬂ iTig 1 |
useful abourthe culinan: preh nces of |
worlvess vou D 4 clue thi pleh:
feeding something else {a steab? o
wiliwoul

Theneare

e Useful. R
iy possitile routes o the ,.-1
SO "Hﬁliltilﬂﬂ{a:m ol ENCHANTER.
Some problems tiayou encounter
abong the way have more s ome Solu- I
tion. athers miy it need tobe sohwed

atall Sometimes usingone way o sohe
ablem will make it harderor imphos-
sifibe o solve ancther and sometimes it
will make it blissfulle easy
Uil s e mastered thse

spells dhealing with clairvoyvance and the
peediction of the fisure, vou might
fitsel it esieer 1o play ENCHANTER with
anwther person. One person might find
3 problem difficall while ancdher might
fireed it esasy - oo players ofien comple-
ment cactiothen
Pen to Parchment
Arone time Enchanters could recall in
complete detail even the tiniest evenis
intheir lives and even project these rec-
elbections upon clouds for the amuse-
men ofthe popukie. Alas, such skills
are forgoaen now, sovouwill find i use-
ainst

Funk ke vk 4 mapas a protecion
hecoming hapebessh lost Bemem
thiar there ame 10 possible divections,
Hus TN and OUT, -




It s esasy o Eommunicte with
ENCHANTER When vou see the
}‘ummp[-: =) ENCHANTER is waiting
O YO £ BV D VOHAr BEistruacTions,
When vou have finished doiig so, press
thee BETURN ar ENTER kesv ENCHANTER
w dlrn.mymn-;i and the prompewill
n.lpl_T:u for vomar next action.

When vou play ENCHANTER for any
other INTERLOGIC “rme ) KOl e
vourcommMands in plain English You
can pretend that ;Llluw:aum:nw:
hepinwith “Twant ..., althoogh vou

ST e s words explicitl

ENCHARTER will dipest vour redusest,
andl rellyou whether vour command
s pessible in thar singaon, as well as
anything imeresting that happens s
pesulrof vour action.

Commanding Sentences
Allwords are vecognized by their first
s bermers, and all subsequent lewers are
ignored. Therefore, ENCHANerand
ENCHANment woubd book the seme
i ENCHANTER.

ENCHANTER uncherstinds mamy
different kinds of sentenies, These
exanmples use abjects Gr siutions tha
do notacwalli occur in the gane:
TAKE THE SCRCHL TAKE ALL OFTHE
SCROLLS. TAKE ALL BUT THE WaND. -
G0 OUT. DROP THE NEWT INTQ THE
POT. EXAMINE THE LARGE RED :
DEMON, PLSH THE GREEN BLITTON.
HIT THE GREEN BUTTOM WiITH THE <,
MAGIC WANDALJOK LINDER THE

WORKBENCH. READ THE SPELL BOOK. -

GMVE THE SPELL BOOK TO THE FROG.
REAZH INTG THE HOLE,

Yoou must separe multiple objects of

(\ ot Verh b the word AND o by a cominia,

- = G

W example:
DROP THE SWORD AND THE MAGIC
KNIFE. TAKE THE SPRIG DF VY, THE-
~MISTLETOE, ANDTwE SPOTTED FROG.
PUT THE NEWT AND THE MERCURY
INTOTHE M'DRTM "

TORDS DICTATE ACTIONS™S

Yo ean inclede several senences
cm e input line ifvou separaie the
bt wooed THEM (ot AND 1 or b
peericed. N period is necessany @ the
end ofthe mpus line, Forexample, ©
ot coneld tvpee thee fillowing on one
input lir:

READ THE SCROLL WRITE ON IT. DRDP
THE IDOL INTO THE LAKE THENLGCK
THE DOOR

There are only e kinds of questions
this ENCHANTER uderstands. The first

WHO IS ENTHARION? WHERE 15 THE
SPELL BOOK?

The Gentle Artof Persuasion

Yo will meet o créamnes -

some huumain, some not—as vou play
ENCHANTER. You can talkto s cresure

by pvping its name, Faflowed by acomnia,

firallemsecl b whatener vouant o sy
it For example
AP WHERE I5 THE SPELL EDGK'-'
HEMCHMARN, FOLLOW ME. ADVEN-
TURER, KILL THE MONSTER: SQUIRE,
GIVE ME THE WAND THEN CLEAN OFF
TH!E SANDALS.

ENCHANTER tritss o bee clever alwns
wharvou really meagsdien vou don'

« - give complete inforfiion, For exim-

ple. ifvou weant o doscmething, but
v don’tspeciy whist t doatwith o
1o, ENCHANTER will sometimes deegide

. ihat there was only one possible objec,

vty coud b meant When it does
this, it will tellvou parenthesicalle For
example: :
=UNLOCE THE DDDH.

iwith the key)

The doar & now unlocked.

IFvour sentence s ambiguons,
ENCEHANTER will ask whatvoy really
et Mostsuch questions can he
answered briefl Forexample:
==SLICE THE SCROLL
What do you want tg slice the scroll
with?

-

' ' TORS GLHLD

=THE SCIMITAR
® The scrall s reduced 1o paper doils, «
= TAKE THE SCROLL ;

'.n'u'hr{h scroll doyou mear, the evil

. enchanted scmllnrﬁlwelg.wellum !

Scrol?

f ..ﬂtf'-I:H.l-l,’\-.IfED

The evilirvthe scrall flows inexorably up

= your g, ftseemns to be seeking aut your
* heartt -

The Power of Vocabulary
ENCHANTER uses many more words
thien it will acoept in Vour RIS
ENCHANTER recognizes avocabulary
of hundreds of words - pearky all the
words tharvou would be likely o use in
plawing the game, However, descrip-
s of podmis, abiects, G events meay
et worils that ENCHANTERCouldn'y
pq:m!hl'. digest, These 'netjldx.ln;' uisel
anly b enlunee vour mental imagerny,
.!I'II._+JI'(_ 41 h |'|E,";_L'\'\Jq‘_l tIJI-fll:]H. W LSE T
complete the garme Fvou find that
ENCHANTER doesn tknow a word vou
wish touse og its likely synonyms, you
almost certaimly dhon't need thas word to
sl the mame.

Compleely ﬂ‘n\hhm;, SETEnCes
will Canse ENCHANTER w-compliin in
ones way or anpther | See the section
kv the Phsiciins for an explanation
these complainis. ) Afrer making the

- conplaint ENCHANTER will ignore

thie rest ofthe input hine. Unusual evens,
suich s being atacked will also make
ERCHANTER ignore the rest of the sen:
tences vou nped.since the event may

have chungedaour sigation dramaical |j|.




POILLT TSSO, Vo may order
TER to give vou information by
Epevific commands, These com-
gl con e usedd again and again as

gl dhed. Sume will constitute amove,

and time will elapses others will nog
ptanse time within the game o elipse,

- Type these commands after the promypt

{=happeirs:
| AGAIN = Tells ENCHANTER fo respy il
s ifvou had repeated vour previous
sentene [ unless vou are talking toa
character ), You may abhrevine AGAIN

i o,

§ BRIEF » Commands ENCHANTER (0
describe in full ovrly newly encoun-
rered rooms and objects, Rooms alréady
visitexl and objects already seen will be
chescribe by clisplaving the roomm name
and the object namees only, BRIEF is the

, finitial mode of the game
T DIAGNOSE + b= vou ifyvou gre tired,

thirsty.or hungmy:

BIVENTORY = Lists all of the inems than
vods are carrving You may abbrevise
BVENTORY 1 [

LODK » Deseribes vour surroundings
indetail, You mav abbeeviate LOOK oL,
QUIT » Ends the game session. v
et vou can SAVE vour position first,
Yo rav ahbreviaee QUIT w0
RESTART = Searts the pame ewer from
the heginning,

RESTORE = Restoresa game position
ik using the SAVE comnmianc

THE HAND

Rives @ rame POsition aniod
heme,
RIVES VUL VOLE CUFTEnT SCore
ing bsed om thar score
Jommands vour printer o
phlkcing  eranscript of the gume as
il | This fearure is nos available on
EEY SYSiem. )
SPELLS = Lists the spells you curremly
b memorized from vour spell book,
SUPERBRIEF » Commands ENCHANTER
10 show vou onby the name of the room
when vou enterand no other
informaticn,
TIME = Givesthe current time of diy in
the garme. You may abbreviage TIME 16T
UNSCRIPT » Commands vour printer o
stop making i trnseripl.
YERBOSE » Tells ENCHANTER 1o show
v i full descripgion of the room and
the objects in itwhenever vouenter 3
roxomn. | See BRIEF and SLIPERERIEF. )
VERSION # Gives vou the releise num-
herandthe sevial number ofvour ver-
sion ol EXCHANTER.
VAT & Coses time in the: game to pass.
Normally bemeen vour meoves, no time
i passing a5 far 45 ENCHANTER iscon-
cerned. WAIT is used 1o make tme pass
i the game without doing anything I
might e useful ifyeu ave waiting for 2
spscafi time, wanting fos 2 character o
AT, Waiting for an eventin IL?pun.
et Your can abbreviate WAT w L
Sentence Syniax
- Sentences must contiin least averh
o commngd.
o Multiple abjects of the verb must
b separated by the word AND o by
ACommsL
so5everal seavences nped on e spme
it Jive st b sepanaed by a
pretiod or the word THEN. A period
s 1o needed a the end of a line of

1 HE

& Onlywo kinds of guestions may b
askied: WHO and WHERE:

e Divections iy be abbreviated as fol-
lewes; N (Merth), S (South), E (East), W
{WNest), ME (Northeast), SE [Southeast),
NN (Mo tiwest), SW (Southwest), U
(Up), DA Dawvr). I amd QUT ma also

b usefual.

Marking Time and Resuming Place
Should vou wish o stop plaving
bt resume from the same position #ta
lsteer times, wase the SAVE command.
This comes in handy because ittakies
many howrs o pliy ENCHANTER. and
VL Y el w10 play an entine
same in one siting. Also,the cautious
ot prudent plaver can use SAVE asa pro-
tection before anempring something
dangerous or tricks: Then even ilvou
are "Kilhed, vou can retuen to the SAVEd
o, T sivve i garme position, ivpe

WE at the same prompt] =and then
fislow the instructions on vour Refer-
ence Card. Remember that some sys-
temis requine a blank, inftialized disk for
strage. To resume plaving fier vou
haree macke a S8VE, rvpe RESTORE atthe
proanptanad follow Reference Card
instructions. You cin then comtinue play-
ing from vour RESTORE posiion. (1
wirikd pmhﬁl‘.uh bz i ke Dok ol
1 reorient voursell ) vou <an RESTORE
AN wiLin at any time during play

1y want tostop plaving altogether,
tvpe QUIT ENCHANTER will ask vou to
confirm that vou really want 1o leave the
ez Tepe Y for YES

T start over [ram the heginning. npe
RESTART. Chnce aggain, ENCHANTER will
ask you o confirm vour decision.




dlgﬁ wour input, or it itw
clarify vour instruction. Somi g
cammon ENCHANTER respanses are;
| DON'T ENOW THEWORD {vour
word ). The word vou typed 1S notin the
gues wmlmlfmr SOMEBTIITes 3 sV

"

v o rephurasing will help bere i not,
wirtl E

vt cap wsually he sure
isntimportntin plavings !

| CAN'T USE THE WORD (vuur yord) -' :

HERE. Eﬂﬂhhmknmwm
bt cannot undersand Eﬂ:l,q__

€ np P inyOUEin
JANTER uhusp%

i .1'.:1. t}ﬂz\'edﬁﬂﬁh'l‘m
G :mnemeatalL “Open

i), Or i 15 possible that your gt

4 ALogofthe Commands We Heed
The fullowing lis of useful words *
inclutes some common veghs some .
el coinands, and these $ecial com-

. meands andierbs desceibed by the

4 ‘Scrlvmeﬁ This Lmd::esuﬂrrepre;rm
the entire viscabuliry vailable 1o an
Enchanter and makes nomention ofde

oS command vriAticns v can
constrict b nsing prepositons {£.8.

* LOOK toukl also he LOOK UNDER,

LOOK AT, ¢ic.),
AGAIN (or GI* CLOSE ERASE
ASK®  CONNECT  ESCAPE

« | ATTACK = Ut EXAMINE -
AVOID DESTROY+  FILL
BRING PIAGNOSE*  EIND
BAIEF* DRINK FLY

* | BURN DROP FOLLOW

«| CAST EAT GIVE
CLIMB ENTER HIDE

-

JUMP REACH
KILL READ
KNOCK  RESTART*
LEARN  RESTORE*
LEAVE SAVE®
LE SCORE*
LGHT SCRIPT*
LUSTEN  SEARCH
[OCK.  SHAKE
LOOK SHOW
MAKE SLEEP
MEMORIZE _ SPELLS*
MOVE STAND
QUIT (or QJ* STAY-
POINT  SUPERBRIEF*
POUR  # TAKE
PULL TELE
BUSH THANK
AT THROW
RAISE TiE

*For 1 detailed explanaion see the section by the Scrveners

TME (e T
TOUCH
TURN
UNLOCK
LUNSCRIPT*
LINTIE
VERBOSE®
VERSION®
VWAIT [or 21
WaKE

© WAL

VMRWE
WEAR
WRITE

[ one direct L;ul'qm‘t u'ulunL ml.Il

I'L'L'l!.ﬂ'.lpi.‘l‘."l

IBEG YOUR PARDON? You did not

rype anvahingafter the prompt| =)
and befiore vou pressed the RETURN

ur ENTER key on vour kieyboard,

I CANTSEE AM‘fmhpctJ HERE. The
et vou peferned o was not found in
VURRE VRCIREY:

[ CANT LSE MULTIPLE DIRECT foe INDI-
RECT)QBIECTSWITH (vour verh) Y
can use milple shjects it is. nouns
o o phcases sepacated by ARD o
cenmima ) only with certain verhs, J'.rrmn
the mure usefl of s v

T wiards at Inflscom e never

sanistied, Before we release o mame we
sprend lorg masnths conjuring, scruti-
nizing the game foreroors, and wsting
ther on hordes of thralls Then we cast
pweriul spells of exoncism and exter-
minazion on any sprites, pliches or
bt

Fven al’urum Eadnes ard mlu-:l.wed 5]
thie matertal workd, they are norbevond
our prvers, Shioubd you be startled byh
missed bz, |:-rm:|1]|;|jhl. SO g0
sisency o descripton, or comvinced
that ENCHANTER was either too diffi-
cllvor ton easy or seiaed by the desine
L comianicae sith us in the wark] of
diarkivess and light - we'd love o hiar
from vou, Just mail vour missive to;
Trifrscon, L.
33 Wheeler Streer
Cambrichae MADZLAR
A Bl

[
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! vy o s-.v-,v Gecai TR

smali ord’ o o/ Ter e mpEAT SERTGT PTG Ju BT i by
[

AT, ke o aragval gtk Lo ba, s e

v b, vn by e >
wi o meappheat A ek iy ||'|-'||"| .r.
o reapon il b ey or e e dar e o e

T abare worrativs br qwods v w
empivd er crmen
mirvhrmity and
i Mg o L =
w v vl e A bes b n D e s pradeian o e

- FLETCHED(% Q"D

v the

Moo thanvou have shared in the wis
i of thee Guiles, vou are ready o play
ENCHANTER To load the game, follow
the instructions on the Relerenge Card
{inehuded i the gane package ). A brigf
introduetory pessage will appearn, ful-
Ixmqlllr'.-.u b1 '=I||r1|1lm aned
relese number Youwill then see the

Aeseription ofthe game's starting loca

tion. Fimally.the prompt{ = will appear.
I s time e begin!

scoring and True Aim
ENCHANTER keeps track ofvour scone
as A rovgh messure Afvour progress in
the game. A perfect score is o be strived
fow; bt ofcousse a rrue Enchamer is above
such mundane consideranons and wil]
constelt the store only wo measure prog-
Friss POl I'l..,I'H LG :ln:'l:l' :i{l. hli"'

Vi ey e b b ve

%W or wavrentr preied. 8 ekt dusk s br st i
I, Inc, ekl n v or sy ks or 54130 for reprlacrese

Lepraak

Ill.luwllr. i
5 Whevler Streef
{ r.lr.'anl'mf_qu. Midozizd

ipmpa wedrh Ay g
me. fimg o e

s asr rewrred by dnlow iw
4 b ool phvieraend. mpTe
i rsda e v machr roada bl

I1s mawna o coprghind on
Thn: dovarwa ma v 11wl




