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is an ongoin$ journey [hal can last up 10 hu ndred~ of hours. As you begin. let Chapters 1-4 of 
this book gUide you through the lirst Sleps of you r journey. If you are new 10 fantasy garnes. 
Chapler 5 will help llC<Juaim you wilh the tc rm~ ilod (.'Qnvcnlions of this new world. As you gain 
in experience. you r primary guide wi ll become your computer screen. E"cn then you will find 
imporl:lnl reference information. on game options and spells, in Ihe appendixes of Ihis book. 

Happy Adventuring! 
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CIlAPTI':R ONI': 

prepare for Adventure 
Copy Game Disks 

Your Might and Magic'" disks arc write-protected (unnotchcd)_ 

In order to pla)' the game. you must be able to wri te information onto ,hsk side B. Therefore. 
YOU MUST COPY AT LEAST SIDE B ONTO A NOTCHED DISK. 

We strongly recommend that you also copy sides C and D. itS these may he u<;ed extensively 
during game play. Side A. which is u~ed ~o l ely \(J start the game. is the only side that is 
copy protected . 

In copying the disks. use COPYA from your Apple System Master. or all)' equivalent 
(Op), progmm . 

Start The Game 

Insert DISK SIDE A in DRIV E I and turn the computcr ON . 

The game title wi ll be displayed. follmved by a series of scenes from the game . 

• Pres~ the SPACE BAR 10 advancc immed iutely to the nexi game scene . 
• Press ESC to stop the game scene display and proceed with the game. 

At thc prompt. remove DISK SIDE A and insen your CO py OF DI SK SIDE H in DRIVE l. 
Then press RETURN . After d isk side B is loaded, the Main Options Menu wi ll appear. 

Throughout the gante. S(I'Cen promptS will inform you when it is Ilecessary to change disb. 
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CUAI'TER T WO 

The Main Optioll6 Menu 

CREATE NEW CHARACfERS 

The Main Options meno offers you 3 choices 
of act ivi ty: 

• C REATE NEW CI-lARAG rERS. You must 
do this before playing the g:lllle, unless you usc 
the pre-programmed characters provideJ on 
disk B. TYPE C. 

• VIEW ALL CI-lARALiERS stored on that 
disk (including pre-programmcJ characters). 
From the list displayed you ca n view individual 
t'har<leccr profiles. TYPE V. 

• GO TO TOWN and set out on your 
adventure. TYPE TH E NUM8ER OF THE 
TOWN (1-5). 

If you decide to play Might and Magic USi ng the pre-programmed ~h:lrJ"ers provided . you can 
skip this section. 

Much of the fun of any fantasy gamc. however. lies in the creation of the characters with whom 
you go lldventuring, If you Me creating ch.m.lcters for the lirst time. or need 10 refresh y0111" 
memory on character oplions. read Append ix A before continuing. The information ill that 
append ix will help you create more var ied <lnd interesling characTers. who have a greater 
chance of succeeding in Thei r quest. 

To create ~ new ellamelCr. di~play the Main Options Menl! and T YPE C. 

Vital Statistics - Ci,,,·,,,,,,,, Classes 

.\IIGIH ANI) ~ 1 i\G 1C , 



Select Class 

A dlaracter can belong to one of 6 possible classes, 

KNIGHT PALADIN ARC HER CLER IC SORCERER ROBBER 

A char.lCtcr 's class is determined by 7 vit.'11 slatis t ic~, 

INTELLEcr MIG HT PERSONALITY ENDURANCE SPEED ACCU RACY LUCK 

Each ~ta1 istic is randomly assigned a rnt ino between 3 and 18, wilh ~8 being the highest. To 
generate a new set of randoll! ratings. press RET URN. 

To the right of the SlaliSlics are the eligible clui>es for the ratings giycn. These are the' c1asse~ 
from which you may choose. Notice how the eligible classes change as you generate different 
sets of stat istic r.l tings. 

To c!looM: a cia". type the NUMBER next to Ihe desired class. Al any tillle be/on.- selecting a 
class. yOIl can re tu rn to the Main Options Menu by pressing ESC. 

Assign A Race 

After selecting a class, ehoose the char:lcter's mce. Racc options will replace class options on 
the screcn. 

HUMAN ELF DWARF GNOM E HALF-ORC 

To selecl r.J.ce. type the NUI\'! HER next to the desired r.J.ce. 

Your choice of race may change the rating given fo r (l ile or more vital ~ta t i sl ies, If the change 
is not 10 your liking. pre.~s ESC. All statistics will returll to the last ratings shown before you 
se leo;:ted class. Re-scleet c l a~s. then try a d ifferent mce. 

MIG HT AND ~IAGIC , 



Select Ali gnment 

After as~ igning roce. select the chamcter'S a lignmem. Your choices are : 

GOOD NEUTRAL EV IL 

Select alignment by typing the NUM BER next to the desired alignment. If you change your 
mind after making your selection. press ESC. The screen will return to class options. Re~seleet 
class and race. then the desired alignment. 

Notice that a charJcter'~ alignment docs not affect any vit;ll statistic ra lings. Alignmem can be 
import;tnt to g,ulle play. however. Por det,lils on alignmcm. refer 10 Appendix A. 

Choose Character's Sex 

Your choice~ are MALE or FEl\·IALE. Sex docs not affect a character's vi ta l :.tatblin. but 
may rest rict certain activities during game play. See Appendix A for details. 

To select sex. type Ihe NUM BER next to Male or Female. If you change your mind . press 
ESC. The ~c rcell will re turn to class option~. 

Name Your Character 

The final slep in cTC,tting a character is to Ilame him/her. Type ill ANY NAME. up to 15 
t'harJcter~ in length. Then press RETURN. 

It is a good idea to assign diffe rent names to each character. to a\'Oid poSsible confusion during 
game play. 

Save \ '4>u r Character 

Aftcr you have created a character. a screen prompt will ask: Sare Char (YIN)? 

If you type N. the save operation will be haltcd. The screen will return to class options. with 
all statistic rUl ings as they ""'Cre before you selected class for that character. 

If you type Y. the character jUM created will be saved onto disk side B. The screen will return 
to dass options. with a new sct of random statistics displayed. You can now creale another 
charncter or press ESC to return to the Main Options Menu. 

At any given time. you can store up to 18 cha1'llcters (including the pre-progr .. mmcd chamcters) 
on any given copy of disk side B. If you wish 10 store more than 18 characters. you lIlust fi rst 
delete Oil\! or more existing characters. This is done from the' Character Profile screell whkh is 
explained later in this chapter. 
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VIEW ALL CHARACfERS 

From the Main Options Menu you can view a li s1 of all chardCtCrs stored o n the disk B copy 
which you are using. This includes the 6 pre-pnlsrammed ch;mtctcfS. unless ~u have deleted 
any of them. 

Created CI,,,,,,,,",--

The View All Characters list includes: 
• KEY LEITER for chamcler 
• NAME of character 
• TOWN in whk-h char,lctcr is currently located 
• LEVEL OF EX PERIENCE which character has achieved 
• CLASS of character 

From the View All Characters list you can: I) Press ESC to return 10 Ihe Main Options Menu; 
or 2) Type the KEY LETTER for any character and see a dewiled Character Profile. 

Cha racter Profile 

A Chara(;ler Profile ~ i vcs you all the facts and figures on a sp«:ific chilracter. It is an in­
valuable aid in deciSion making. when racto~ of strength, vulnerabil ity. spells and welllth must 
be considered . Chamcter Profil es are nva ilable :It most times during game play. Only from the 
View All Char:lclers list, however, can you display the profile of any character on the dis\.: . 
All information on the Character Profile screen is in abbreviated form. A detailed descript ion 
of eaeh item on the screen is provided in Appendix A. Below is a brief overvj(.:w of the screen. 

MIC IIT AND "",\GtC 

LI';V[L = Experience w ·el 
SP .. Spell Points 

HP ,., Hit Puints 
AC .. Armour Class 
COND = Condition 
EXP _ Experience Points 
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Delete A Character 

To delete the chamcte r di ~ played by the Chamctcr Profil e. hold down the CONTROL (CTRL) 
key and press D. When asked: Aro } {) /I S /II'C ( YIN)? press Y to confirm. The chamcter will 
then be deleted from the d isk B copy which you arc using. 

Rename A Character 

To rename the character displayed by the Characte r Profile, hold down the CONTROL key and 
press N. Then type the NEW NAME, up to 15 characters. and press RETURN. The new 
name will replace the old name. 

GO TO TOWN 

Each time you play Might a lld Magic. your party of adventurers sets out from the inn in one of 
five to\.\'ns: 

I SQRPIGAL 2 PORTSMITH 3 ALGARY 4 DUSK 5 ERLIQUIN 

The town from which you set out is the town containing the characters in your party. All 
characters. pre-prog rammed or created , first stan out in Town I, so th is is where you begin 
the game. Late r, as your party travels to and lodges in other towns. you will set o ut from 
Towns 2-5. 

From the Main Options Menu, ty pe the NUMBER of the town . The scrt:cn will show a list of 
characters in that town. If there arc no characters in the town you have selected, you will sec 
the message : No Available Chamcters. 

From the l i .~ t of characters in the town, yo u ca n: 

I) Vh:w the Character 1)l'unte fo r any character on the list. Type the KJ.:Y LETTER to the 
leI! of the chamcter' s name. Press ESC to retu rn to the list of characte rs in town. 
2) Return In Ihe l\bin Options Menu by pressing ESC. If yOll have set up a party but have 
not left the inn, your party will be disbanded. You can re-group it or a d iffcrelll party the next 
time ytJlI go to Ihal lown. 
3) Add a character 10 or remove a characler from your pany of adventu res. 

Set Up Your Pllrty 

To add a character to your party, hold down CONTROL and press the KEY LETTER next 
to the char"cter"s name o n the list of available chardctcrs. A @ will nppear nC:<. t 10 the 
chnracte r 'S n;l lile. ma rking him/her as a member of your party. 

A pany of ad ve nture rs may consis t of I to 6 charolclers. When you have marked 6 charac ters as 
members of your party. a message wil l indicate: Party Is Full. To add a character at this point. 
another characte r must be removed from the party. 

To rcmO\'e a character from your party, hold down CONTROL and press the KEY LETTER 
next to the c haracte r' s name. The @ marking the character as a mcmher of the part )' will 
disappea r. 

As soon as you have marked one character as a member uf yuur party. a new command 
option ~X (Exit) - will appear on the screen. Pressing X will take you to the 3-D view of the 
inn. from which you Illay sian out on }(lur advenlu re. 

NaTE: To SlOP the gamc and save information, you must get your party to Ihe inn in one of 
the five towns, llnd sign in. See Chapler Four, Game O\'er. 
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CHAt'rUe THREE 

The Adventure Begirus 
MOVING & MAPPING 

After you give the X commlllld, you truly enter the world of Might and Magic. Thc screcn 
shows a 3-D view of your present position, a list of possible commands, and a liSt of 
charactcrs in your pany. shown in marching order. (An * beside a character's name indicates 
a condition other than good.) Sincc your view of the \-""o rld i~ from your party's perspectivc. 
you do nOi see the members of your party. 

You start out inside the inn . facing the door. 
Turn around to sign baek in, or simply move 
your pany fOEWard to leave the inn. 

To move your party, u~c the following keys: 
(UP ARROW) ur RETURN Move forward 
(DO\\-'N ARROW) or I Move b.:lek 
(LEJo' ,]" ARROW) Turn lcft 
(RIGHT ARROW) Turn right 

When )'Ou press a forward or baek movemcnt 
key, the entire party move~ one square forward 
or back","ilrd. When you press Ihe..--or---. 
key, the enti re party turns 90 dcgress in 
that direct ion. 

Unlocked doors open automatically as you movc your party fOf\\"Jrd through them. However. if 
a door is locked. you mUSt unlock it with the UNLOCK or BASH eommand ... or find a way 
around it. (Warning: many locked doors are also booby-trapped, with the traps sct to go off 
whcn you unlock or bash in the door.) 

When you comc up against an obSiadc, such as a wall or mountain. a message will appear 
(i.e" SOLID, IMPASSABLE, etc.) These messages are paniculmly uscful whcn tnlVcling in the 
dark or tcsting for secret passageways. 

Remember that you are now in a world of magic and dangcr, where all i~ not a~ it seems. 
Doors llIay lock behind you. Landsl ides may block mount.'tin passes. Areas may be darkened 
by spells. requiring you to "feel" your way through them. Certain squares may teleport you 
across vast distances. in to unmapped areas. And of course. any square may cont.'tin treasure 
or monsters. 

The Map As Guide 

Take some time [0 explore Town I when you start OUI. To assist your party. a map of Town I 
is provided at the end of [his book. The map is laid OUI in squares. A sqUll re rcprcscnu; the 
distance covered by your party when you press 11 movcment key. 
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The map indicate the corr idors, open passagc .... ~Jys. wdlls and doors of Ihe lown. [\ also 
p inpoinL~ key locations within the town - shops where items may be purchased. the temple 
where characters may be healed or cured . the training grounds where characters wilh sufficie lU 
experience points can (lI:h'ancc in experience level. and the inn. 

It docs flO/ lell )'Qu where monsters. treasures and other chance CI1<.'Ot.mtcrs arc loc:ucd . 

Follow the map as )'QU sta rt to rnove through Ihe town and notice how it relates to the 3-D 
vicw on the screen. The .screen allows you 10 see an area 3 squares wide by 4 squares deep. 
unless .... 'nlls or olher solid obstructions block your lI iew. 

The same section as seen on the screen. 
wilh your p;!Tty fa cing nonh. 

x [] 
I~ 

The same section as sce9 on Ihe ~reen. 
after a 90 degree turn 10 the r igh!. Your 
pany is facing east. 

t 
N 

You arc here. 
Seelion of Town I map. 

By following the map as you move through l bwn 1. you will become fiUllilia r wi th the 
3-D perspective and gain I'"Jluable insight into the process of mapping. After you mo .... e out 
of Town I. you will need to creale your own maps of subsequent towns. outdoor areas and 
underground caverns. 
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Tips on M upping 

I. Copy and use the bbnk maps provided. Each blank map is II dot grid. 16 by 16 sqllllres 
in area. Connect the dots to indicate "''!Ills or other obstructions. Leave dots unconnected to 
indicate open passageways. Mark the area and level being mapped. 

2. Remember that the 3-D screen always shows what your party sees, a~ it looks forward. At 
first, stop each time your party moves a square, and lldd the new square shown on the 3-D 
view to your map. 

1 If you have trouble visualizing your orientation. turn the map whcn you turn your party. If 
you turn your party RIGHT. {Ufn your map LEFT. Add the new view shown Oil the screen 
to your map. before you move again. 

4. Mark locked doors. secret p.'1ssageways, dark areas. special feature s (especially outdoors) 
and messages. 

S. Mark areas where you can be sure of encountering monsters (such as a drJgon's lair) , but 
don't bother marking every square ill whicl! you encounter monsters or treasure. Chances 
are, they will appear in a different s'!uarc next time. 

6. For the c~act coordinates of the party's IOCiltion. see Sorcerer Spell: !»cation. 

~~ 
r-

~ 
L... . 

r r 

L... r 

r I L.. 
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GAME COMMANDS WHILE MARCHING 

While your pany mo .... es through the 3-D ... ie ..... of the l't'Orld. you may use any of the commands 
shown on the right side of the screen. The key uS(."1i to give the command appear); to the left of 
the command. When the If sign is given, type the CHARACTER NUJ\.·I8ER from the 
character list at the bOllom of the S\.· reen. 

C01\·IMAND 

FORWARD 

BACK 

LEFT 

RIGHT 

PRFSS 

t or RET 

I " I 

• 
-

DESCRIPTION 

Move entiTC pany om: square forw.IIU 

Move entire party one square back 

Thrn emire party 90 degrecs left 

Turn entire party 90 degrees right 

ORDER 0 Rearranges marching order of party. The char-Jeter 1i~1 shows 
the old marching o rder. A prompt appc3~ at the bottom of 
the screen. Type the character number.> from the old marching 
order in their new order. 

PRorECT p 

REST R 

SEA RCH s 

BAS H B 

~ lIG lrr ANI) MAGIC 

Example: NEW I 2 3 4 5 6 
OLD 35621 4 

This example moves the charactcr who was formerl y in 
posi tion 3 into position I, etc. 
To stop the command press ESC before entering the last 
character number. 

Displays cu rren tly acti ... e spells covering the entire party. 
Light spells also show, in parentheses, Ihe currrem number 
of light un its 3V"Jitable to the pany. One light un it is nceded 
to light up a dark squa re while occupicd by thc party. Light 
units are at1!omllticlllly used when the pany steps into a 
darkened square. 

ReslS pany overnight in square cl.lrremly occupied. RC1>\ 
restores all char-Jctcrs' Hit PoinlS and/or Spell Points. unless 
inhibi ted by special conditions. Rest requires and uses I food 
unit from each character's food supply. A 11 protection spells 
wear off during rest and muSt be re-caSt upon awakcning. 
Pany may encounter monsters during rest. If so. somc 
members of the p.my wi ll enter the cncounter with their 
condit ion li sted as asleep. If thc area is 1\)0 dangerous. the 
p:lrty wi!! not be allowed [0 rest in that S(jUM"C. 

Finds treasure or other item.., hidden in square occupied by 
pany. You should (1111.:(1),5 search aftcr defeating a monster 
and befo re moving off the square in which the cncounter 
occurred. Hov,lcvcr, you do not need to search immediately 
after combat. You may ..... ant to rest, cure wounds. etc. first. 

Alle1llpt~ to knock down a locked door. If successful. the 
party moves forward through the door. If the altempt fails, 
the party does nOI move. In either case, bashing a trapped 
door is likely In set off the Imp. 

.. 



COMM AND PRESS 

UNLOCK u 

QUICKREF Q 

VIEW CHAR , 
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DESCRIPTION 

AIIQws one char ... cter an auempt to pick the lock on a door. 
Only a robber has any rcal chance of suc(·es,s. If the allempt 
succeeds, the door will be unlocked and any IflipS will be 
disarmed. so the pany may move fO'rwMd . 

If the altempt faib. the door will remain locked and :my 
e;c.isting traps may be set off. The a\lempt may be made 
again: but each ~ubsequenl t:1i1Urc increases lhe likelihood 
of sClling O'ff tmps. 

Displnya brief overview of all pany member'S Hit Points. 
Spcll Points. Armor Class nnd ConditiO'n. From his Ibt, YO'U 
can view an individual Character Profile, by pressing his/her 
CHARAc r ER NUM BER. TO' return to' the 3·0 screen, 
press ".:5C. 

Displays the C harneter Profile fo r that characte r. (See Chapter 
Two for a description of the Character Profi le.) At the bottom 
of the Chameler Profi le is a SCI of options which may be 
exerciscd only while adventuring. 

Cast (prc~s C) . Casts a non·combat spell. provid ing the 
character mny ca~t spells at tha t level and has the required 
number 0' 1' spell points and magical ~e!l1s. Prompts ask for 
spell level and number. and other in lormatiO'n ir needed. $t'C 
Appendix B for spell descriptiO'ns. 
Disca rd (press D). Permanently removes item from 
character'S back pack. Follow screen prompts. 

Eq uip (press E). ShiflS an item from character's back pack 
to equipped area so cbarneter may use it. A maximum of 6 
items may be equipped al any given time. NO! all itcms musl 
be t'quippcd in order to be used (i .c .. a potion may be used 
from the back pack). 
hem~ which must be equipped include armor a nd otlter 
clolhing. weapons. nnd shields. Restrictions follow Inc laws of 
logic. A dlanu;: ter can only WCilr one wit of lITmor 31 a lime; 
can only be Cq lllPped wilh onc hand' IO' Itand weapon alld one 
missile weap\Jn simultancously; cannot ~ equipped with a 
shield if equipped wi th a tv{o·handed wcnpon; Ilml SO on. 

NOTE: Equipping a character with armor may affcct hiS/hcr 
Armor Class. 

Gather (press G). Transfers all gold. gcms and food carried 
by other P.1 rty members to th:\I charncter, up to lhe maximum 
amount of each item which the charaCler can carry. 
Remon! (press R). Shifts item from equipped list to back 
p.1ck. if there is room in thc charncter·s back pack for tlte 
item. Follow the screen prol1lpL~. 

Share (press S). Evenly d istributes all gems, gold or food in 
Ihe party'S possess ion umong all party mcmbers. Foll (M' the 
scrccn prompts. 

" 



COMMAND PRESS 

VOLUME v 

I\ tlGIIT AN I) MAG IC 

DES CRIPTION 

Tnlde (press T). Transfe rs an amount of gems. gold or food. 
o r a parti(ular item, from viewed chamcter 10 anOlher 
churacle r. Follow sc reen prompL~. 

US4;' (pre.<..~ U). Activate:. an item [hat has special po,,:ers. 
Items mayor may nOl also need [0 be equipped for usc. 
Foll ow the screen prompts. 
I f all item ha~ limited po ... ,er. ~ :.pell e:m be cast [0 reveal 
the number of charges remaining. See Appendjx B for 
spell descriptions. 
Turn game ~ound off and 011 . This eOllllnand docs not appear 
on Ihe command list. 

" 
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encounter with Danger 

During your explorations. your p,lrty will eliCOUll!er muny cren1ures. chamcters and special 
pJuces. Encounter~. while often filled with danger. are nel'cssmy if your ehaml'te~ 'He to 
act'umubte expcricm;e points_ EnCOUll1efS. therdofC. should not be avoided. Of course. if an 
encounter appear.; to be more than your party can h.mdle. do whatever is necessa ry to 
su rvivc ~ run. bribe. surrender. etc. 

Most creatures Ihal you encounler will be nll)llsters. Monsters Ilsually travel in groups of up 1(1 

15. A group may be homogenous or include a miXlUfe of di ffe renl types. 

There are hundreds of different monsters. some timid . some highly dangerous. Di ftcrc nl 
monsters have differell1 powers. c'lp,lbilities. SJlC<.:-ds .1lld ;l f lllOf' clas_'>Cs. You wi ll learn alXlul 
cach type ()f m()nster as you encounter and (frequently) bailie it. 

Whcn an enc()unter occurs. the screen will change. The eomm'llld li~t will be repl<iccd with a 
list of creatures encountered . A pil"lure of the most powerful creature will appear in the center 
of the 3-D view. A set of options will appear below the character lise. 

Your en<..\)U l11e r options will vary. dcpending on whether the monster(s) surprises you. you 
surpri!iC them. or neither party is surprised. 

If the monster(s) surprises )'Qur party. 
yOll go directly into combat. There are no 
other options. Comb~t is covered in lhis 
chaptcr. beginning on page 15. 

If your party surprises the mOllstcr (s). you 
haVe the opt ion to lIdvllnce or not. If you 
choose to avoid the rnonster(s). nothing fu rther 
occurs. The encounter is O\'cr. If )'OU do 
advance. you arc givcn thc same options as 
when nei ther part)' is surprised. 

If IIcithcr pa rty is surprisf."d . you have several 
encounter options. Note that the option yOIl 
ch()ose may affect your chamcter's alignments. 
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Encounter Commands 

COMMAND I'RESS 

A 

BRIB E B 

RETR EAT R 

SU RR ENDER s 

This takes you to combat. See the section on comba!. 
beginning on pagc 15. 

Your party attempts to buy off the mOnsters with bribes. If 
the monsters refuse your anempt, combat will begin. If the 
monsters accept your allempt, a prompt will tell you what 
they demand (usually all of your food. gold and/or gems). 

A bribe option will let you accept or reject the demand. If 
you an~wer N (No), the original encounter options will 
reappea r. so you may choose another. If you answer Y (Yes). 
the monsters will accept or refuse )'Qur bribe. If they accept 
it. the encounter is over. If they refuse it . your party will go 
immediately into combat. 

Your p:.rty anempts to nee from the monsters. If the retreat 
succeeds. your party will be Illo .... edlto the safest square within 
the immediate 16;<16 square area. (You may ne<.'<Ito cast a 
spell to disco':er your <:;<act location .) 

If the retreat fai ls. combat will begin. 

Your party anemplS to su rrender. If the monsters accept you r 
surrender, your party will be moved to a more dangerous 
square with in the immediate 16.-.:16 square area . All of your 
food. gold and/or gems may be confiscated. 
If the surrender fails. combat will begin. A surrender. 
however. stands a bener chance of succeeding than docs 
a retreat. 

Surrender may be a necessary maneuver. in order to gct to 
a partiC"u lar area (such as a prison or treasure horde). 



COM BAT 

Combat is the hean of Might and Magic. By battling and dcfeating monsters and other 
creatures, your party will gain experience points and any treasure which the monSten; He 
carrying. Both arc necessary for characters to advance in skill level and ability. 

Combat is divided into ROUNDS, in which each character and monster in good condition may 
perform one ac tion. Only one character or monSter acts at a time. The order in which both 
characters and monsters act is based on their individual speed. The fastest character or monster 
goes firs\. followed by the· next fastest , and so on. 

When you go into combat. the screen changes to the combat screen. 

The banle arrangement for your p':lrIy appears below the Round prompt. Ch:l!lIeters hen:! ure 
listed by number only. The numbers correspond to those on the character list at the bonom of 
the sncen. 

On the right side of the screen is a list of 
monsters. in the order in which your party 
encounters them. 

A + in front of a character !lumber or monster 
letter indicates that the character or monster 
may engage in hand-to-hand combat. With 
the exception of archers, characters who can 
engage in hand-to-hand (:ombat cannOt use 
missile weapons. 

When a character number or monster letter 
is HIGHLIGHTED, it is that character's 
or monMer's turn to act in the current round 
of l;omba1. This is known as having the 
combat initiative. 

Non-Combat Commands 

Below your party 's batt!c arrangement is a Jist of commands which can be used only when one 
of your party members has the combat initiative. Giving one of these commands does I/ot usc 
up a character's turn in baltic. Helshe may still gIve a combat COlllmand. 

COMMAl\,D 

DELAY 

PRafEcr 

QU ICKREF 

VIEW CHAR 
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PRESS 

o 

p 

Q 

# 

EFFEcr 

Allows you to set the dU!1ltion of on-screen meSSJgcs to 
any number between 0 and 9. (0 is lhe shortest duration, 5 
is the default. ) 

Allows you to see all currently active spells which cover your 
enti re party. 

Displays the QUICKREF list of characte~ in your party, 
including Hit Poims, Spell PoinlS, Armor Class and 
Condition. From this list you can view an individual 
Character Profile, by pressing the CHARACTER NUMBER. 
To relUrn to the combat screen . press ESC. 

Displays the Character Profile for that charaocr. (Sec Chapler 
Two for a description of the Character Profile. ) From the 
Charactcr Profile, you may type Q to return to the Quickref 
screen, or press ESC to return to combat. 



Handicap 

Thc Handicap prompt indicates whether monsters or party members have been given a speed 
handicap (()r the current round of combat. If monsters ha\"c been given a hand icap" the prompt 
will show MONSTER + [hc number by which atl monsters" speed has bcen increased" 

I f pany members h:l\'e been given a handicap, the prompt will show PARTY+ the rllimber by 
which all party mcmbers' speed has been increased. 

I f neither monstcrs nor party members have been given a speed handicap, the prompt will 
show EVEN. 

List of Characters 

The charactcr list at the bottom of the screen can bc uscd 10 dctcrmine which charactcr is in 
which baltle posi tion, An * in fro nt of a chanletc r number on this list indicates [hat the 
charactcr's condition is other than good. 
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8all ic Options 

Whcn a party mcmbcr has thc combat initimi\'c, the banle options availablc to that charaetcr 
appear at the bottom of the screen. There are a total of 8 possiblc baulc options. 

Once you complctc a baule option . the results of YOlIT action appear on the ~crccn almo~1 
immediately. The message remains for the duration set by the DELAY command or by de t:1uh . 

CQ;\IMAND PR F-SS 

ATTACK A 

FIGHT F 

EFFECT 

Character auacks monster in the A position. wi th whatever 
weapon he/she has equipped. If the monster in the A posi tion 
dies as a resuh of thc attack. all other monsters move up 
one posi tion , 

Character allack~ monster in any hand-to-hand bail ie position . 
wi th whatever weapon he/she has equipped. A prompt asks 
which monstcr is being attacked . Abort the command by 
pressing F-SC before selecting a monster. You will return to 
the combat options list for another selection. 
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COM~'IAND PR ESS ' 

EXCHANG E E 

RETREAT R 

SHOOT s 

CAST c 

USE u 

BLOC K " 
For Advllllccd Players 

EY.'ECf 

Character changes battle posi tion with any other meml>cr of 
the party. A prompt asks with which party member the 
exchange is to t.1ke pla!;c. Press ESC before selecting the 
cx!;hange party mcmber to abol1 the !;omnKmd and relurn to 
the combat options list for another select ion. 

ChanKter gives a gellcr,!l retreat command fur the entire 
party. This CQmmand is similar to the EnCQunler retreat 
command, but has less chance of succeed ing. The chances 
of success increase with each round of combat. 

Char,!!;ter fires missile weapon. This command appears fo r 
any party member who has a missile weapon equ ipped and is 
not engaged in hand-to-hand !;ombat. It also appears for an 
nrchcr. even if engaged in hand-to-hand combat. A prompt 
asks at which monster the character is shooting. Press ESC 
before selecting a monster. to abort the CQmmand and return 
to the CQmbat options list. 

Character casts a combat spell. This command only appears 
for spell casters. Prompts ask for spell level, ~ pell number. 
and any other information required . Press ESC before 
cntcring fina l spell information. 10 abort command and TelOrn 
to the combat options list. 

Character activates special poy.'er for any item in his/her 
possession. A prompt ~hows all items in eharacter's 
possession and asks which is to be used. Press ESC befo re 
selecting an item to' abon the command (lIId return to the 
combat options list. 

Character increases his/her Armor Class for that round onl y. 

TO' speed up CQlnbat. hold down CfRL amI A together, The character with the combat 
ini tia tive will : 
• attack the monstcr in poSit ion A. if engaged in hand- to-hand combat: 
• sh()()t the monster in position A if not in hand- to-hand combat but in possession of a 

miss ile weapon; 
• block. if neither in hand-to-hand combat nor in possess ion of a missile weapon. 

CO'mbat continues until either side re treats or is completely destroyed . At the end of the 
batt le. n message indicates the number of experience point gained in combat ro r each 
survivi ng member of your party. P'drty ntembers who arc dead, eradicated or turned to stone 
do not receive experience points. 

After c\)mbat. the screen re turns to the 3-D view of the world , and your jouTm,:y continues. 
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IMPORTANT: Before moving your party off the square wi thin which combat occurred. 
SEARCH the square for treasure. Most monsters carry treasure of some son with them. 
You may. of course, \.1ke care of other busine~~ (healing l,\IOunds. resting. etc.) before you 
se:treh the square. 

After combat. your party will return to its original m:m:hing order. regardless of any position 
changes made during combat. 

GAME OVER 

If you \,.Ianl 10 interrupt the game. but save Ihe experience points and other abililie!> gained 
by your characters during the most recent game session. you must take your pany to the inn 
in one of the five towns and SIGN IN. When yoo enter the inn. you will be asked if you want 
to sign in. By answering Y (Yes) you will save your character's current statistics and St:ltUS 
on your disk B copy. 

The next time you play, you may r!!~Ull1e the game frolll the inn and town conta ining your party 
of adventurers ... or stan from another town with a different party. 

• 
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Beginner,£) C;uide to Adventure 
The object of an adventure game is the game itself. rather than a particular goal. During 
the game. you assumc the roles of the enamcter., in your party. sharing their uncertainties 
and advenwrcs. 

There arc certain conventions to mO.1 :luventure games. which may vary in detail but arc 
esscntially similar. These conventions arc the subjCi.:t of th is chapter. The details an:: cQ\'ercd 
in the preceding chapters and the appendixes of th is book . 

The Wor ld 

When you begin. the unchaTled world of Might tmd Magic is as strange :l1ld unf:uniliar to you 
as it is to your characters. It is up to you to m.ap \he world while traveling through it. 

The "''Orld is divided in tu tuwns (there arc five). underground caverns and dungeons. open 
terrain, rivers ll11d seas. and mountainou s areas. In general. the more dangerous an area is. the 
more treasure )'OU can expect to find there ... i!' you survive. 

Towns arc illll>Ortant because they contain : 

• ShOI>S where food. weapons. armor rmd other equipment may be purchased . 

• Temples where skk or injured characters may be healed. 

• Training grounds where characlcl'5 may adV'.mce to higher experience levels. provided they 
have the req uired number of experience points. 

• Inns where chanlCtel'5 must be taken for !>afe harbor III the end of each game se~ion. if the 
gam~ inform:uion is to be saved . , 

Underground caverns and dungeon~ contain Illultiple levels. with the danger (and pos~ible 
gains) inc reasing lit each lower level. 

Moulltains and bodies of water frequcntly offcr only one route of passage. which may be 
heavily guarded by dangcrous monsters. 

While detailed maps of the world provide you wi th a certain measurc of securi ty. they by no 
means guurontee your safety. Monslers may take up residence at any time in areas th;lI were 
once free of danger. Magical ponals may :lppcar lind disappear at random. FuIlQ\.\· your maps. 
but be prepared to improvise. 
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You r Characters 

Any charJcter that you creale - regardless of class. race. alignment or sex _ stans out a lin Ie 
wet behind the cars. He/she is IS years old and is at experience level I. 

A chardcler's EXPERiENCE LEVEL is a measure of that ch::tracter's power and abilities. It 
reflects the amount of adventuring and combat experience which the character has gained while 
traveling. measured in EXPERIENCE POINTS. At higher experience levels. a character is able 
to cast more powerful spells. is able to inflict greater damage in battle. and is able to sustain 
more damage from physical attack. A chardcter rises to the next experience level olily when 
he/she has accumul:ttcd the required number of experience points, from defeating monsters in 
battle. eomplcting quests or performing OIher deeds of heroism. 

A character is defined by CLASS, RACE, ALIGNMENT and SEX. with class being the most 
significant characteristic. Class is determined by the number rating of 1-3 of the ehamcter's 7 
ViTAL STATISTICS. These i-3 statistics are the character'S PRIME STATISTICS. 

It is imponant to note that while ali ('haracters of a paniclliar class share renain abilities and 
limitations (imposed by their prime statistics) they arc not ali identical. .. partielliarly as the 
game progresses and Ih<.-'Y gain in experience m different rates. Other vital ~tat i~\ i(s, as well as 
the chara(tcr's ra(e. also subtly affCct ,I chanKter's abilities. 

All characteristics arc explained fully in Appendix A. and must be chosen by you when you 
creatc ,! character. 

Weapons & Equ ipment 

Diftcrent classes of chan!etcrs are permitted to wcar different types of armor and U.>c different 
weapons. For exumple, ,t cleric may usc only a club. mace. nail. s\(lff or grc,.t h,unmer. but 
may carry a shield. Weapon and armor restrictions are described in detail in Appendix A. 

WB 

AS 

" 



Other equipment items (ropes, grappling hooks, etc.) arc also available, and may be pllrchased 
in town shops or found along the way. However. it is necessary to choose carefully the articles 
which a character purchases or picks up. 

Each character has a BACK PAC K. in which he/she may carry up to 6 items. Once the pack 
is full. ncw items can be added only after discarding another item or shifting it to another 
character's pack. 

In addit ion to the back pack. each character can Vicar or carry another 6 items which arc 
EQUIPPED or readied tor usc. Items such as armor and most weapons /lllIsf be equipped in 
order to usc them. If a character goes into combat with armor and weapons safely stashed in 
his/her pack, they will be of no usc whatsoever. There arc restrictions regarding the number 
and types of armor and weapons which may be simultaneously equipped . These restrictions are 
explained in Appendix A. 

Monsters 

The term MONSTER is a little misleading . for it implies danger and evil. There arc over 200 
types of monsters in the world of Might and Magic and each one is different. Some are highly 
dangerous and extremely difficult to defeat. Some would rather be bribed than fight. Others are 
relatively timid amI will run away when you approach them. A few may even help you. 

In general. the monsters you encounter will be proportionate with the overall experience level 
of your party. As your characters advance to higher experience levels. they will encounter more 
dangerous monsters. Since monsters usually guard treasure of one sort or another. more 
advanced characters will also have greater oppor( llnit ies to increase their wealth. 

Quests 

As you journey, you will meet various inhabitants of the world (other than monsters) who may 
offcr you quests, or seek your assitance on their own quests. You will always have the option 
of accepting or refusing any quest offered . However, if you accept. YO ll lllllst complete the 
quest in order to gain experience points. If YOll abandon a qllest before it is completed. your 
characters may actually lose points. unless you are rcleased from your quest by a spell or 
other encounter. 

Spells 

Only certain classes of character~ may cast spells. (See Appendix A.) There are 94 different 
spells. divided into CLERIC and SORCERER spells. with 7 SPELL LEVELS in each division. 
Characters who may cast cleric spells may not cast sorcerer spells. and vice versa. 

The level of spell which a character may cast is determint:d by his/her experience level. When 
you first begin, concentrate only on Levell spells, since these are the only spells which 
beginning characters will be able to cast. New spells arc gained every other experience level. 

All spells cost a certain numbcr of SPELL POINTS. Higher level spells may also cost a 
number of magical GEMS. Most spell casting characters begin with a small number of spell 
JXlints and gain additional points with each experience level reached. Gems must be found 
along the way. 

All spells are completely described in Appendix B of this book . 
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Character Statistics 

Each chamcter receives a random rating from 3 to 18. in eaeh of 7 vita! statistics. Because 
these mtings establish a character's strengths, weaknesses and abilities, they also determine 
his/her class (knight, paladin, archer, cleric, sorcerer, robber). 

Throughout the game, a character's actions, discoveries and battles may affect one or more 
of his/her vital statistics, Certain spells may even cause a vital statistic to exceed the normal 
maximum rating of 18, If. however, any vital statistic drops to 0, the result IS death for 
the char-Icter. 

INTELLECT. Any character's geneml knowledge, Of particular importance to sorcerers and 
archcrs, as it aftCcts sorcerer spell points. 

MIGHT. Any character's strength. Of particular importance to knights and paladin s, as it 
affecTs the damage done by a character in baltle. 

PERSONALITY. Any character's general charisma. Of particular importance to paladins and 
clerics, as it affects cleric spell points. 

EN DURANCE. Any character's stamina in bailie. Of particular importance to knights and 
paladins, as it affects Hit Points (the amount of damage that can be sustained before 
death) . 

SPEED. Any chardcter's quickness and agility. Higher speeds increase a ·character's Armor 
Class. Speed also determines the order of combat during the bailie, with the fastest 
character or monster going first 

ACCURACY. Any character's abili ty to land a blow on the enemy during combat. Of 
particular importance to archers. 

LUCK. Any character's chance of succeeding, when all else fails . A r,mdom element whose 
cflCcts C<lnnot be predicted. 
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Character Classes 

KN IGHT. Prime stll1i stic : MIGHT. 
Hit points gll ined pe r eXI)C I'iencc level: 1-12*. 
Spell. sk ill~; NOlle 
A kn ight t>CSins with the greatest number of Hi t (:>Oi nts and DeSt all -arou nd fight ing skills 
of any. character. He/she can usc any wellpon or item of armor. unless of opposi te 
alignme1l1 0 1; des igned e)(cilisive ly ill r ano ther d ass. At higher experience levels a kn ight 
gains the ability to ,ltt:lck morc tlWll once in each combat round . 

PALA])I N. Prime slatistic:.: MIGHT. PERSONA LITY. ENDURANC E. 
Hit po in l~ gained per ex()Crience le"el: 1-10*. 
Spell skills: Clerical. at higher experience levels. 
A paladin can usc any weapon or item of armor. unless of opposite alignment or designed 
exclusive ly for another c lass. General lighting skills arc cqual to an archcr's exccpt that a 
paladin cannot usc Illissile weapons during hand- to-hand combat. 

ARCHER . Prime ~tllti sl ics: INTELLEC r. ACCURACY. 
H it points gained per experience leve l: 1·10*. 
Spc ll skills: Son.:erer. at higher experience leveb. 
An an.:her can use any weapon. unless of opposite alignment or designed exclusively for 
lUlolher class. An areher can " 'Car only chain mail or lightcr armor. and cannot carry a 
shield. An archer can use any Illissi le weapon. even during ha nd·to-hand l"Olllbal. 

CLERIC. Prime statis tic: PERSONA LITY. 
Hit points gained per experience levcl: 1· 8*. 
Spell skills: C le ric (defensive. healing) 
A cleric call usc chain mail o r any lighter a rmor. and ,",,11\ carry a shield . Wellpons are 
res trictcd 10 clu b. mace. fl ai l. staff and/or great hammc r. A cleric Illay nOI use missile 
wearx>ns. At highe r experience levels. a cleric gains the <lbility to use higher level spell s. 

SORCERER . Prime sta tistic: lNTELLECI'. 
Hil poillls gllined per CJ\()Cricnce level: 1·6*. 
Spell skills: Sorcerer (offensive. combat ive) 
A so rcerer may wear only padded armor and may not carry a shield. WC<lpons are lim ited 
to cl ub, dagger andlor sta ff. As a so rcere r adv<lnces in experience level. he/she gains Ihe 
ubility to usc more po'Werful . h igh level spells. 

RO UU ER. Prime slll listic: NONE . 
Hit po in ts gained per experience level : 1-8*. 
Spell skil ls: None. 
A robber's anllor is lim ited to ring 11mil and sh ield. Weapons include sl ing. crossbow and 
all une·h,uided wcapons. such as a short sword or dagger. As experience levels increase. 
the robber increases his/her ability to pick locks and d isarm traps. A robbers fight ing 
ilbi lit ics cquill those of a cleric. 

In selecting characte rs to llluke up a p<lrly of mlvellturcs. it is a good ideu to start with une 
Illember from each class. This allows you to avail yourself of the spe(ial skills and 
abili tics offe red by each class. 

*The nu mber of Hit Points gained per expericnee level Illay be increased by a character's 
endurance mting. The number of Hit Points with wh ich cach character Sl<I rts th~ game is 
equal to th e maximum number of puints wh ich c<lch can gain per level. mod ified by 
endur<lllce rll ling. 



Character Race 
Although there are 110 restrictiolls on the race to which any character may belong, selection of 
certain mcc;; may change the r~ t ing on one or more of II character's viwl SWlistics. In addition. 
different races have d ifferent hidden strengths, which do not show up in a charJ.cter profile. In 
general. these arc: 

HU1\JAi'l". Strong resistance to fear. Some resis tance to slecp spclls. 
ELF. Strung resislltncc to fCOlT. 
DWARF. Some resistance to poison. 
GNOME. Some resistance to magic spells. 
HALF-ORe. Moderate resistance to sleep spe ll~. 

Although racial resistances are never noted during the game, they may be important in 
ovcrcommg the effects of \'ari()us forms of magical at tack. It is therefore a good idca to strive 
for a' racially mixed group, when creating a party. 

Character Alignment 

In Might and Magic, good and evil are not absolute, but rather a measure of the character's 
inclinations when confromed by the unknown. Throughout the game. a character's rCSjXlnses 10 
encounters and combat can shift his/her alignment, as can certain spells. 

A chaf'.it·ter's alignment will occasionally restr ict his/her activit ies while adventuring. Certain 
places, items and weapons are designated good or evIl. These cannot be entered or used by 
character of opposite alignment. A neu/ral character can enter an alignmem restricted place, 
but cannot use a restricted item. 

Sex Of Character 

Sex in Might and Magi!; means gender. Any character may be cither male or female. Sex does 
not affIX,t a character's vil.11 statistics. or normally restrict his/her activi ties during the game. 
However. it is still advisable to includc both male and female characters in your party. since 
you may encounter Items, places and and/or ac tivities that are available only to members of one 
sex or the OIher. 

Character Status 

On the Character Proftle Screen you will find abbreviated information about an individual 
eharacter's status. In a number of different areas. These include: 

CHARACfER OPTIONS: Assigned when YOll created the charaetcr. Thcse indude name. sex. 
alignment. f'.ICC and class. 

LEVEL; The experience level which the character has achieved. Thi~ starts at I and rises as 
Ihe character gains experience through COmbat and craining. Ac higher levels, a char.tcter 
gains in abilities and power according to his/her class. 

SPELL I)()INTS: Number of points available for usc in caMing spcll~. Each spell COStS a 
certain number of spcll points, usually equal to the level of the spelL Shown arc the 
current accumulation of points/the maximulll accumulation of poi!U~. In parenthcses is the 
highest level of spell which that character can cast. 
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HIT POIN1S: Number of damage points which the character can sustain in combat. At 0 
unconsciousnes~ ~et~ m. Any damagc after thm reslllts in death. Shown arc the current 
number of points/the maximum number which can be accumulated. 

ARMOR CLASS: This number denotcs a character's vllinerability to physical attack in 
combat. The higher the number. the less chance that a character will sustain damage from 
iln attack. Normally ranges from 0 to 30. depending on such Ihings as armor, shields, 
speed, spells. etc. 

AGE: Starts at 18 and grows older as the game progresses. As a charJ.cter ages, his/her 
skills begin to deteriorate as vital statistic ratings drop. After about age 80. a character can 
die while resting overnight, from old age. Age can be delayed or reversed by a 
rejuvenat ion spell. 

EXPERIENCE POINTS: A running total of all points gained from defeating monsters, 
completing quests. etc. Experience points determine a character's cligibility for variOllS 
types of trdining and for advancement to the next experience level. Approximately 2000 
points arc needed to advance from level I to level 2. Point requ iremcnts gencrally double 
with each subsequent level. 
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GEMS: Number of magical gems which the charnclcr is carrying. This number ~tarlS al 0 fo r 
all char ... ctcrs. Gems. which mtl:.! be found . arc required (0 ellsl m:my higher spells. 

GOLD: Number of gold pieces which the character is carrying. Gold is needed [0 purchase 
armor. WC<l pons. food and olher useful items. Gold s tans aT 0 and 1llU~ 1 be acqUIred along 
lhe way. 

fOOl): The Jlumbcr of food units which a character is carrying. One unit equals a one-da), 
supply of food. One food unit i~ needed 10 regain Hit Points ami /or Spell Points during 
rest. Each Ch:mlCler sta rts wilh 10 food units and lIIay carry a max.imum of 40 food uni ts. 

CON I)(T1 0N: Character's over.!11 slate; i ..... good. poisoned. asleep_ unconscious. dead. etc. 
More than om: condition (olher than good) lIiay c.\isl simultaneously. Any condition other 
thun good should be reml-dicd us soon as possible. 

EQU IPPED: Items in ehar.lctcr"s possession which have bt'Cn equipped for use. hems which 
mu~t be equipped before they can be used include armor. shield. weapon~, cloak. cte. (in 
gcneral. any itcm which must be carried . ",mn or preP'tred for usc). Up to 6 items mOlY 
be equipped at a time. Items arc restricted by thc laws of logic: i.c .. on ly one sui t of 
armor at a lime. only one 2~handed weapon, and so forth. 

BACK IJAC K: Items being carricd in cha racter's b .. ck JXlck . Items in back pack are not ( .. nd 
may not lIeed to be) equipped for usc. Up 10 6 items may be carried in a back pack at a 
time. hems can be discarded. added or shifted while advcnillring. 

Armor, Wt!apolls & Equipment 

Se-'cn types of armor. 22 different weapons. and a wide varic ty of adventu ring items (rope, 
torches, etc.) are av-.lilable for purchase. to help )'OUr party. Hundreds of magical items, 
\\.-'Capons and armor can also be fou nd. 

MO~1 standard articles, ean be puochased in the var ious town ShOpll. When )'QU enter a shop. 
you will be presented with a list of available items and prices. As a mle, the more expensive 
articles are more p<M'Crful , offe r greater protection. etc. 

A WORD TO T HE WISE : Don't WJste moncy purchasing items which your charJctcr caliliot 
equip duc 10 clas:! restrictions. 

MLGIIT A:>OO ~ IAGIC " 



5pell£s 
There ~rc 94 spclb- 47 clerical and 47 s()rcerer- wilh 7 levels in each division. A spell CliMer 
rn:ly ca.1,\ spells al :Uly level up to the Ii/{/xillllllll le\'e l shown on his/her Chamc\cr Profite. The 
LEVEL NU MBER mU~1 be entered OIl the 1..t! \"eI : prompt when casting a sp<.' IL New spells :lTr 
gainoo cn::ry Olher cxpcriCll('c k vcl . 

The ~pcll dcscriplion~ in this append ix im:ludc: 

NUMBI':R : The number preceding the spell name. Enter this Ilumber al lhe Number: prompt 
when ca~ling ,I ~ pcll. 

NAI\'I E: Gener,d ly descriptive of wh,11 [he ~pel1 doe~ . 

COST: The number of spell points (S P) and. in !>Orne cases. gcm~ required and u~d up in 
clIsling the spell. 

TYPE: When and where the spell may he cast. Some spc ll ~ may only be cast during <.:ombat : 
~()rnc only in non-combat situations: ~ome anytime. Most spells fIlay be (.:a~! anywhere. so 
chi!> may be a:.:.umcd unless a :.pcll is marked spt.'(;ifically Indoor or Outdoor. 

OBJECT: Charnccer(s) or mOIl5Cerh) affccted by the spell. If a ~pcll affects a single chardctcr 
or monster. a ,wo mpt ,,·ill a:.k tl'l)i('/} chardcter or monster. when you (.:as\ thc spell. 

I)ESCRIIYfIO!\': Add itional informatio n about th l! ~pe ll. 

NarE: Most monsters have some type of defense against magic. There is no g uarantee that a 
spell cast again:.! a monster wi!! :.ucceed. o r inn ic! lhe full damage intended. Spells which arc 
cast fo r the durnlion of combat 11131 be undone by Ihe mon5Cer before combat is over. Aner 
each round, a monster will attempt 10 overcome a ny spell against him ... and may succt.'ed . 
Some monsters may cven cast a " Dbpc1!:' removing all existing spells aga inst both Illon\ters 
and chameters. 

" 



Clerical Spells 

Len~1 I 

l. NAME: AW.lkcn 
COST: I SP 
TYPE: Combat 
OBlEer: All sleeping pany members 
DESCRIPTION: Awakens all sleeping 
members of the pany. instantaneously 
cancelling the sleep condition. May be 
critical if pany is attacked during rest. 

2. NAME: Bless 
COST: I SP 
TYPE: Combat 
OBJECT: Entire party 
DESCRIPTION: Increases the accuracy 
with which all ehanlcters fight , for the 
durat ion of combat. 

3. NAME: Blind 
COST: 1 SP 
TYPE : Combat 
OBJECT: I monster 
DESC RIPTION: Blinds thc affected 
monster for the dur.ltion of t'ombat or 
IIntil it O\'ercomes the spell. Forced !() 

rely on other senses. the Illonster's 
chances of landing a blow 
arc diminished. 

4. NAME: First Aid 
COST: 1 SP 
TYPE: Anytime 
OBJECT: I character 
DESCRIPTION : Heals minor batt le 
wounds, restoring 8 Hit Points to 
that chameter. 

M IG HT .... NLl M .... GIC 

5. NAME: Light 
COST: I SP 
TYPE: Non-combat 
OBJECT: Entire pany 
DESCRIPTION: Gives the parly 1 light 
facto r. which is sufficient to light up 
1 dark area. Multiple ligbt spells can 
be cast to accumulate multiple 
light (1ctOrs. 

6. NAME: Power Cure 
COST: I SP per eJ(pcrience level of 
caster + I Cem 
TYPE: Anytime 
OBJECT: 1 character 
DESCRIPTION : Restores character'~ 
health and 1-10 Hit Points per 
eJ(pcrience level of easter. 

7. NAM E: Prote{.:lion From Fear 
COST: I SP 
T YPE: Anyt ime 
OBJECr: Entire pany 
DESCRIPTION: Incrcascs all 
characters' resistance to fear and spclls 
of int imidation . Amount of the im;rcase 
depends on eJ(perience level of the 
{.:aster, Spell lasts j day. 

8. NAME: Turn Undead 
COST: I SP 
TYPE: Combat 
O BJ ECr: All undead monsters 
DESCRIPTION : Destroy:; ~ome ur all 
undead monsters. depending on caster's 
cxpericnce level and monster'S 
power level. 



Clerical Spells 

1. NAME : Cure Wounds 
COST: 2 SP 
T YPE: Anytime 
OOJEer: I character 
DESCRIPTION: Cures more serious 
wounds. restoring 15 Hit Points to 
thc character. 

2, NAME: Heroism 
COST: 2 SP + I Gem 
T YPE: Combat 
OBJECJ': I chamcler of same alignment 
as caster 
DESC RIPTION: Bestows 6 additional 
Hit Po ints and temporarily e levates 
characte r 2 levels of experience. Spell 
lasts for the duration of eombaL 

3. NA ME: Pain 
CO ST: 2 SP 
TYPE: Combat 
OBJECf: I monster, not undead 
DESCR[PTION: C ripples monster with 
pain. infl icting 2-12 damage points, 
unless the monster is immunc to pain. 

4. NAME : Protection From Co ld 
COST: 2 SP 
TYP E: Anytime 
OBJ ECf : Entire party 
DESCRIPTION: Increases all 
eharacter 's resistance to cold or 
freez ing spells. Amount of the increase 
depends on the casler's expericnce 
[e\'el. Spell lasts I day. 

MtGHT AND MAGIC 

5. NAM E: Prulcction From Fire 
COST: 2 SP 
T YPE: Anytime 
OBJECT: Entire party 
DESCRIPTION : Increases all 
character's resistance to fire or heat 
spells. Amount of the increase depends 
on the caster's experience level. Spell 
lasts I day 

6. NAME: Protection From Poison 
COST: 2 SP 
TY PE: Anytimc 
OBJECT: Entire party 
DESCRIPT[ON: Increases all 
chardcten;' resistance to poison aad 
poisonous spells. Amount of the 
inercase depends on Ihe caSter's 
experience level. Spell lasts I day. 

7. NAME: Silence 
COST: 2 SP 
TY PE : Combat 
OBJECf: I monster 
DESCRIPTION : Prevenl~ the monster 
from casting spells for thc duration of 
combal. or IInt il it overcomes the spell. 

8. NAME: Suggestion 
CdST: 2 SP 
TYPE: I monstcr 
DESC RIPTION : Coerces monster into 
refraining from fltt.""lc k, unless it is 
auacked. Lasts for the duration of 
combat. or unt il thc lIlonster overcollles 
the s!)Cll. 

JO 



Clerical Spells 

L NAME : Create F()()d 
COST: 3 SP + I Gem 
TYPE: Non-combat 
OBJ ECT: Spell caster 
DESC RIPTION : Adds 6 food units to 
caster 's food supply. Caster may then 
distribute food among other party 
members. if he/she desires. 

2. NAME : Cure Blindness 
COST: 3 SP 
T YPE: Anyti me 
OBJECT: I character 
DESCRIPTIO N; Re~tore~ sight to that 
charac ter, instantaneous ly removing thc 
blinded condi tion. 

3. NAME: Cure Para lys is 
COST: 3 5P 
TYPE: Anytime 
OBJECT: I character 
DESCRIPT ION : Rcstores movement to 
that charJcte r, instU.Il Ul neously removing 
the paralyzed condition. 

4 . NAME : Lasting Light 
COST: 3 SP 
TYPE: Non-combat 
OBJ ECT: Enti re party 
DESCRIPTION : Bestows 20 light 
factors on the party. for use ill 
dispelling darkness. 

~ I IGHT AN]) ~ IAGIC 

5. NAM E' Pmduce Flame 
COST: 3 SP 
TY PE : Co mbat 
OBJEer: I monster 
DESCRIPTION : Attacks monster with 
a jct or flamc that infl icts 3-18 damage 
points. provid ing monster is not 
immune to fire. 

6. NAME : Produce Frost 
COST: 3 SP 
TY PE: Combat 
O BJECT: I monster 
DESCRIPT ION; Infl iCts severe frostb ite 
on monstc r. do illS 3-18 po ints of 
dal1lOl gc. un!c s~ monster is immune 
to cold. 

7. NA ME: Remove Quest 
COST: 3 SP 
TYPE : Non-combat 
OBJECT: Enlire pOlrty 
DESC RIPTION : Releases party fro m 
it;; commitment to a quest. 

8. NAME : Walk On Water 
COST: 3 SP + J Gem 
TYPE: Non-combat 
OBJ ECT: Enti re party 
DESCRIPTION: Creates a floati ng 
sand dune upon which the party may 
W'Jlk on. Las ts I day. 

." 



Clerical Spells 

1. NAME: Cure Disease 
COST: 4 SP 
TYPE: Non--combOlt 
OBJECT: I charac ter 
DESCRIPTION: Restores full hCOlhh to 
sick chamcter, instantaneously removing 
the diseased condition. 

2. NAME: Neutmlize Poison 
COST: 4 SP 
TYPE: Non-combat 
OBJECT: I char..ctc r 
DESCR IPTION: Flu shes poison out of 
tharncter 's system, instantaneously 
removing the poisoned condit ion. 

3. NAME: Protec tion From Acid 
COST: 4 SP 
TY PE : Anytime 
OBJEcr: Entire party 
DESCRIPTION : Increases all 
characters' resist:.lnce to acid atlads. 
Amount of the increase depends on the 
caster's experience level. Spell lasts I 
day. 

4 . NA ME: Protection From Electricity 
COST: 4 SP 
TYPE: Anyt ime 
OBJECT: Entire party 
DESCRIPTION : Increases all 
characters' resistance to electrical 
attacks. Amount of the incrcasc depends 
on the caster's ellpcricnce level. Spell 
lasts I day. 

5. NAME: Restore Alignment 
COST: 4 SP+ 2 Gems 
TYPE: Non-combat 
OBJECT: I character 
DESCRIPTION : Restore~ a chamcter's 
original alignment, after actions and 
responses have caused it to sh ift. 

6. NAME: Summon Lightning 
COST: 4 SP 
TYPE: Combat, Outdoors 
OBJECT: Up to 3 monsters nOt in hand­
to-hand combat 
DESCRIPTION : Zaps monsters with 
lightning bolts. inflicting 4-32 damage 
points on each monster not immune 
to lightning. 

7. NAME: Super I{croism 
COST: 4 SP + 2 Gem 
TY PE: Combat 
OBJECT: I charJclcr 
DESCRIPTION : Tempomrily bestows 
10 additional Hit Points and 3 
additional experience levels on 
character. Lasts for the durJtion 
of combat. 

8. NAME: Surface 
COST: 4 SP + 2 Gems 
TYPE: Non-combat 
OBJECf: Entire party 
DESCRIPTION: Instantly transports all 
party members from an underground 
location to ground surface. 



Clerical Spells 

Lew l 5 

I. NAME: Deadly Swarm 
COST: j SP 
TYPE: Combat, Outdoor 
OBJ ECT: All monsters 
DESCRIPTION : Sends a swarm of 
killer insects against the monsters. 
inflicting 2-20 damage points against 
each monster. 

2. NAME: Dispcll Magic 
COST: j SP 
TYPE: Anytime 
OBJECT: All characters and monsters 
DESCRIPTION: Cancels all magic 
spells currently active both for 
characters and monsters. 

3. NAME: Paralyze 
COST: 5 SP 
TYPE: Combat 
OBJEer: All monsters in hand-to-
hand combat 
DESCRIPTION: Attempts to 
immobilize all monsters and prevent 
them from fighting, May be partially or 
complete ly ineffective on SOllle or 
all monsters. 
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4. NAME: Remove Condition 
COST: j SP + 3 Gems 
TYPE: Anytime 
OBJECT: I character 
DESCRIPTION: Rcleases charactcr 
from all undesirable conditions e~ccpt 
dead, stoned or eradicated. 

5. NAME: Restore Energy 
COST: j SP + 3 Gems 
TYPE: Anytime 
OBJECT: 1 character 
DESCRIPTION: Replaces 1-5 
experience levels thai have been 10S1 or 
drdined from chardctcr, up 10 his/her 
fanner level. 



Clerical Spells 

l-e~'el 6 

I. NAME: Moon Ray 
COST: 6 SP + 4 Gems 
TYPE: Combat, Outdoors 
OBJECT: All characters and monsters 
DESCRIPTION: Bathes all combatants 
in a beneficent ray that bestows 3-30 
Hit Points on each character and 
removes 3-30 Hit Poin~ from 
each monster. 

2, NAME: Raise Dead 
COST: 6 SP + 4 Gems 
TYPE: Anytime 
OBJECT: I character 
DESCR IPTION: Brings the character 
back to life, removing the dead 
condition, Spell carries a moderate 
chance of failure and a remote chance 
of eradicating the character. 

3. NAME: Rejuvenate 
COST: 6 SP + 4 Gems 
TYPE: Non-combat 
OBJECT: I character 
DESCRIPTION: A fount.1in of youth 
that trims 1-10 years off a character's 
age, restoring his/her abilities to the 
younger leveL Spell carries some risk 
of producing the opposite effect. 

MIG HT AND l\lAGIC 

4, NAME: Stone to Flesh 
COST: 6 SP + 4 Gems 
TYPE: Anytime 
OBJECf: I character 
DESCRIPTION: Re-animates a 
character who has been turned to stone, 
removing the stoned condition, 

5, NAME : TOI-Vn Portal 
COST: 6 SP + 4 Gems 
TYPE: Non-combat 
OBJECT: Entire party 
DESCRIPTION: Opens a temporary 
portal to any town and moves the party 
through the portal to that town, 



Cler ica l Spells 

l. NAME: Divine IlllervCrHion 
COST: 7 SP+ 10 Gems 
TYPE: Combat 
OBJECT: Entire party 
DESCRIPTION: Intercedes with 
supernaturnl forces to restore all 
char.lcters ' Hit Poillls and relllOVC 
all undesirable conditions, 
e.lcept cr.ldicatcd. 

2. NAME: Holy Word 
COST: 7 SP + 5 Gems 
TYPE: CombOlt 
OBJECT: All undead monsters 
DESCRIPTION : Utters a single v.oro 
of dcv-.Islating power. that totally 
destroys all undead monsters. 

3. NAME: Protect ion From Elements 
COST: 751' + 5 GCITl.'i 
TYPE: Anytime 
OBJECT: Entire party 
DESCRIPTION : Increases all 
char.lclcrs' resislnnce 10 fear, cold. fire, 
poison, acid and electricity. Amount of 
the increase depends on the caster's 
expericnl'c Ic\·cl. Spell lasts I day. 
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4. NA ME: Resurrection 
COST: 7 SP+S Gems 
TY PE: Non-eombm 
OBJECT: I character 
DESCRIPTION : Removes the 
eradicated condition from the characte r, 
adding 10 years to his/her age and 
subtracting I endurance point from 
his/her vital statistics. There is a chance 
that the spell will fnil . 

5. NAME: Sun Ray 
COST: 7 SP + 5 Gems 
TYPE: Combat. Outdoors 
OBJECT: I monster 
DESCRIPTION : Sears the monster 
with a focused ray of deadly light , 
inflicting 50-100 damage points. 



Level I 

1. NAME : Awaken 
COST: I SP 
TYPE: Combat 
OBJECf: All ~keping party members 
DESCRI PTION: Awakens all sleeping 
members of the party. i n~tan(ancollsly 

cancelling the ~ Iccp condition, May be 
critical if party is attacked during res!. 

2. NAM E: DClCct Magic 
COST: I SP 
TYPE: Non·combat 
OBJECf: Spell caSler 
DESCRIPTION : Reveals any magical 
item~ in casle r's back pack, lind notes 
the numbcr of magical charges 
remaining in any item which must be 
charged for usc. Also dctcc t~ any magic 
surrounding or inside a ches!. sack, 
box. etc. 

3. NAM E: Energy Blast 
COST: I SP per experience leve! of 
caster + I Gem 
TY PE: Combat 
OBJECf: I monster 
DESC RIPTION: Zaps the monster with 
a blast of pure energy, inflicting 1-4 
damage points per experience level 
of caster. 

4. NAME: Flame Arrow 
COST: J SP 
TYPE: Combat 
OBJECf: I monster 
DESCRIPTION: Sends a burning shaft 
into the monstcr, intl icting 1-6 points of 
fire damage, unless monster is immune 
to fire. 

~llGIIT AND MAG IC 

5. NAME: Leather Skin 
COST: I SP 
TYPE: Anytime 
OBJECT: Enti re party 
DESCRIPTION: Toughens all 
characters' skin. so that at tacks from 
monsters bou nce off mthcr than hitting. 

6. NAME: Lig)\t 
CO&1': 1 SP 
TYPE : Non-combat 
OBJECf: Ent ire party 
DESCRIPTION: Gives tht, p<lrty I light 
factor. sufficient to light a single 
darkened square. Mul tiple light spells 
can be cast. \0 accumulate light faclor5. 

7. NAME: Locmion 
COST: I SP 
TYPE: Non-combat 
OBJECT: Entire pany 
DESCRIPTION: Gives precise 
information on party's location. May be 
critical when party is loS! or magically 
transported. 1n generaL this spell is Ihe 
key to successful mapping. 

8. NAME: Sleep 
COST: I SP 
TYPE: Combat 
OBJECT: Up to 5 monsters 
DESCRIPTION: Casts monsters into n 
deep sleep, preventing them from 
attacking. Effective unt il monster is 
damaged or overeomes the spell. 



Sorcerer Spells 

I. NAME: Electric Arrow 
COST: 2 SP 
TYPE: Combat 
OBJECr: 1 monstcr 
DESCRIPTION : Elect rocule.~ a 
mon~ler, inflicting 2-12 damage points, 
unless mon5\cr is immune to 
eleelrical attack. 

2. NAME: HypnO\lU 
COST: 2 SP 
TY PE: Comoot 
OBJEer: I mOnstcr 
DESCRIPTION: Uses the power of 
suggestion to prevent a monster from 
atlllcking. Effective unt il monster is 
attacked or overeomes the spell. 

3. NAME: Identify Monster 
COST: 2 SP + J Gem 
TYPE: Combat 
OBJEer: I monster 
DESCRIPTION : Informs casle r of the 
nature of any one mon~ter 
during combat. 

4. NAME : Jump 
COST: 2 SP 
TYPE: Non-combat 
OBJECT: Entire pany 
DESCRIPTION : Gives all charnctcrs 
super strength, enabling them to j ump 2 
squares for .... ';Ird. providing the re are no 
magical obstructions (force fie lds, ctc.) 
in the v:ay. 
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5. NAME: Levitate 
COST: 2 SI' 
TYPE: Non-combat 
OBJEer: Ent ire party 
DESCRIPTION: Ra ises a ll char-deters 
above ground level, protecting them 
from various dungers for I cl uy. 

6. NAME : Pov.'er 
COST: 25P 
TYPE: Combat 
OBJ Eer: I character 
DESCR IPTION : Boosts thai characte r's 
Might by 1-4 poi nts for the duration of 
combat . Increases the potency of 
character 's attacks on monstcrs. 

7. NAME : Quickness 
COST: 2 SP 
TYPE: Combat 
OBJECT: I cha racter 
DESCR IPTION: Boosts chamctcr's 
Speed by 14 points fo r the dU!""dtion 
of combat, moving him/her funher 
fOf\\"Jrd in order of cOlllbal. 

8. NAr>'lE: Scare 
COST: 2 SP 
TYPE : Combat 
OBJEer: I monster 
DESCRJPTION: Strikes fear into the 
monster 's heart, decreasing ils 
probability of hitting a char-Jcte r 
during combat. 



Sorcerer Spells 

1. NAME: Fire Ball 
COST: I SP per experience level of 
caSler + I Gem 
TYPE: Combat 
OBJECT: 1-5 monsters nOI in hand-to­
hand comb~1 
DESCRIPTION: Rolls a deadly balJ of 
fire into the monsters' midst. inflicting 
[-6 damage point~ per level of 
experience on each monster. 

2. NAME: Fly 
COST: 3 SP 
TYPE: Non-combat, Outdoors 
OBJEer: Entire party 
DESCRIPTION: Grants magical flight 
10 all characters, allowing the party a~ a 
whole to move to any other outdoor 
area. The party will land in Ihe safest 
square in that area. 

3. NAME: Invisibility 
COST: 3 SP + I Gem 
TYPE : Combat 
OBJECT: Entire pany 
DESCRIPTION: Dmps a cloak of 
invisibility over all characters. greatly 
decreasing the monster.;' chances of 
hitting them. 

4. NAME: Lightning Bolt 
COST: I SP per experience level of 
caster + I Gem 
TYPE: Combat 
OBlEeI': 1-3 monsters 
DESCRI PTION: B[asts the monsters 
with a gigantic lightning bolt that 
inflicts [-6 damage points per [evel ()f 
experience Oil each monster. 
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5. NAME : Make Room 
COST: 3 SP 
TYPE: Combat 
OBJECT: Entire party 
DESCRIPTION: Expands a narrow 
corridor or area during combat. 
allowing the first 5 characters in the 
party to engage in hand-to-
hand combat. 

6. NAME: Slow 
COST: 3 SP 
TYPE: Combat 
OBJECT: All monsters 
DESCRIPTION: Places an invisible 
force field around all monsters' feet. 
slowing them down to [/2 their original 
speed and putting them farther back III 

order of combat. 

7. NA ME: Weaken 
COST: 3 SP + I Gem 
TYPE: Combat 
OBJECT: All monsters 
DESCRIPTION: Drdins power from all 
monsters. reducing eaeh monster's Hit 
Points by 2 and Armor Class hy 1. 

8. NA ME: Web 
COST: 3 SP 
TYPE: Comhat 
OBJEeI': 1-5 monsters not in hand-to­
hand combat 
DESCRIPTION: Wraps 1-5 monsters in 
a supernatural web, preventing them 
from fighting for the duration of 
combat or until they escape. 



SOI'Ccrer Spells 

1. NAME: Acid Arrow 
COST: 4 SP 
TYPE: Combat 
OBlEer: I monSlcr 
DESCRIPTION: AUilcks wi th corrosive 
ac id tlwt inflic ts 3-30 damage points. 
unless the IllonSler is immune to acid. 

2. NA ME: Cold Beam 
COST: 4 SP 
TYPE: Combal 
OBlEer: I monSlcr 
DESCRIPTION: Allacks widl a beam 
of intense cold thaI pcnetl1ltcs to the 
monster's heart and in ni ct~ 4-40 
dumage point~. unless the monster is 
immune 10 cold. 

3. NAME: Feeble Mind 
COST: 4 SP + 2 Gems 
TYPE: Combat 
OBJECT: i monster 
DESCRIPTION: Ernscs the monsters 
brnin. removing all its abi lities for the 
dUrntion of combat o r urnil the monster 
O'o'en:omes the spell. 

4 . NAME: Freeze 
COST: 4 SP 
TYPE : Combal 
OBJ ECr: I monster 
DESCR IPTION: immobili7.es the 
monsler. preventing it from alt:lcking 
fo r the duration of !':ombal. Monster 's 
chance of O'o"Cn:oming th is ~pell is 
\"Cry small. 
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5. NAME: Guard Dog 
COST: 4 SP 
TYPE: Non·comb:11 
OBJ Eer: Enlirc parly 
DESCRIPTION : Places a supermttund 
guard over parly. prevcnt ing surprise 
3nacks fo r I day. 

6. NAME: Psychie Pl"O(ect ion 
COST: 4 SP + l Gems 
TYPE: Anytime 
OBJEer: Entire p:lrty 
DESCRIPTION: Grants aU cMrnclers 
immunity from mind inlluencing spells 
for I day. 

7. NAME: Shield 
COST: 4 SP + 2 G~ms 
T YPE: Combn! 
oruEa: Enti re pany 
DESCR IPTION : Creates an invisible 
shield whieh surrounds the party and 
protects all characters from moM 
missile weapon:> fo r the dunllion 
of combat. 

8. NAME: Time Dislortion 
COST: 4 SP + 1 Gems 
T YPE: Combat 
OBJEer: EnliTC pany 
DESCRIPT ION: Crcales a warp in time 
that enables the pany 10 felreal ~afcly 
from most batt lc:>. 

.W 



Sorcerer Spells 

LewIS 

I. NAME: Acid Rain 
COST: 5 SP 
TYPE: Combat. Outdoor 
OBJECT: All monsters not in hand-to­
hand combat 
DESCRIPTION: Unleashes a torrent 0 1 
acid ra in that innicts 5-50 damage 
points on each monSler. unless immune 
to acid. 

2. NAME: Dispel! Magic 
COST: 5 SP 
TYPE: Anyt ime 
OBJECr: AI! characters ,llId monsters 
DESCRIPTION : Cnllccls all magic 
spells curren tly active. both for 
characlers and monsters. 

3. NAME: Finger of Deil th 
COST: 5 SP + 3 Gems 
TYPE: Combill 
OBJ EC r : I monster not undcad 
DESCRIPT ION: Channels the ancienT 
power of all dead sorcerers through the 
caster, resulting in dClith to the monstcr 
al whom the caster points a finger. 
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4. NAM E: Shelter 
COST: 5 SP + 3 Gems 
TYPE: Non-combat 
OBJECT: Emire party 
DESCRIPTIO N: Provides' I day's rest 
free of the danger of encounter. 

5. NAME: Teleport 
COST: 5 SP + 3 Gems 
TYPE : Non-('ombm 
OBJ ECT: Enlire party 
DESCRIPTION: Instantly moves the 
Pilrty from its present position. up to 9 
squilres in ilny dircl;tu)I1 . 



Sorcerer Spells 

Level 6 

L NAME: Dancing Sword 
COST: 6 SP + 4 Gems 
TYPE:Comba! 
OBJECT: All monsters 
DESCRIPTION: A magical sworu that 
moves with lightning speed, innicting 
\-30 damage point~ on each monster, 
The s\NOrd cannot be avoided, nor can 
the damage from it be minimized. 

2. NAME: Disintcgrmion 
COST: 6 SP + 4 Gems 
TYPE: Combat 
OBJECT: \ monster 
DESCRIPTION: Reduces the monster 
to a pile of dust. utterly destroying it. 

3. NAME: Etherealize 
COST: 6 SP+ 4 Gems 
TYPE: Non-Combat 
OBJECf: Entire pany 
DESCRIPTION: Allers all characters' 
molecular structure long enough to 
allow them to move I square forward 
through any special barrier (force 
field, etc. ). 

:\ttGttT ANI) MAGIC 

4. NAME: Protection From Magic 
COST: 6 SP +4 Gems 
TYPE: Anytime 
OBJECT: Enti re party 
DESCRIPTION : Increases all 
character.;· resistance to magic. Amount 
of the increase depends on experience 
level of caster. Spe!! lasts I day. 

5. NAME: Recharge Item 
COST: 6 SP + 4 Gems 
TYPE: Non-comba! 
OBJECT: Spell caster 
DESCRIPTION: Restores 1-4 charges 
to any item in caster's back pack that 
still has I magical charge remaining. 
Some risk that the spe!! wi!! fa il and 
destroy the Item. 



Sorcerer Spells 

I. NAM E: Astral Spell 
COST: 7 SP + 5 Gems 
TYPE: Non·combat 
OBJECr: Entire pany 
DESCRIPTION: Transports a ll 
characters' to the astral plane. This 
hi~hly dangerous and unpredictable area 
is otherwise impossible to reach. 

2. NAME: Duplication 
COST: 7 SP + IOO Gems 
TYPE: Non--combat 
OBJ ECT: Spell caster 
DESCRIPTION: Allows the caster to 
exactly duplicate any I item in his/her 
baek pack. provided that there is room 
in the caster 's pack for the new item. 
Small chance that the spell will fail and 
destroy the original item . 

3. NA ME: Meteor Shower 
COST: 7 SP+S Gems 
TYPE: Combat, Outdoors 
OBJECT: All monsters 
DESCRIPTION: Buries all monsters 
under a hail of meteors. inflicting 1·120 
damage points on each monste r. 

MICHT 1\;\' 1) ~ti\(aC 

4 . NAME: Power Shield 
COST: 7 SP + 5 Gems 
TYPE: Combat 
OBJECr : Entire p:U1y 
DESCRIPTION : Reduces the damage 
inflicted on all chamctcrs by any attack , 
by 112 . Lasts for the duration 
of combat. 

5. NAME: Prismatic Light 
COST: 7 SP + 5 Gems 
TYPE: Combat 
OBJECT: All monsters 
DESCRIPTION : A powerful. but 
erratic spell thll1 has completely 
unpredicllIble effects on all monsters. 
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KEY: - Wall e- Dour • Solid 

AREA: Town #1 Sor pigal 
Surface X = 10 Y = 10 

Map sector C·2 
Inn located al X = Y= ] 

NOTES: A- The Inn of Sorpigal - sign in to save chanlt'ters/game 
B- B and B Blacksmit hs - buy/sell items 
C-Eulard Fine Foods - buy food 
D- Temple Muonshadow - clerical help 
E- Worgs Training Grou nds - im;rease sk ill le\"el 
F- P-dssageway to outdoors 
G-Steps down to natural C3 \ 'Cr n S 

H-Statues (1-7): 
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Clerical Spells 

Le\'el I 
1 ""UctJ 
21\~ 
J Hhnd 
4 Fin.l Aid 
5 Lighl 
6 Power CIII\: 
7 ProICC1ion From Fe~r 
8 Tum L:r.J..~1ll 

lA·· .. l'! 2 
1 Cun: Woonds 
2 HCl'OIsnt 

3 "'. 
" Pn.*>I:Iion Fr\lln Cold 
5 I'l'OII'Ction From Fin: 
6 P1\OIe(.1ion From Poi!iOll 
7 Silence 
8 Suggesro;lll 

Le\'el 3 
I Creme F<"OJ 
2 Cure B lilldllCS~ 
3 Cure P'dml~sis 
4 La~llllg I..ghl 
5 Pn:duce I' lame 
6 Produce rR>§! 
7 Rellll}<.'\: Que.s1 
8 V.~II. On W .. II,.'T 

1....t.>\.-e14 
1 Cun: Ol~ 
2 r-;curr .. 101l: fuiMln 
J ProICCI lon from Acid 
11 I'rulectkm From [; 1L"C1 ric ity 
5 Rc.~l()rc Ahgrullcllt 
6 SummlJn L~h!lllll8 
7 Super HCroj"ll 
8 SIIrfa<:c 

I (.'\'el 5 
1 D<.'adly S"'dnn 
2 Dispell fo.1;tgk 
) ?andy-IX: 
4 Rem,JI-e Condirion 
5 RCSIOn: Energy 

l..e\'P1 6 
1 ~1.lOIl ~ 
2 Raise Dc<ld 
] Reju~nal<: 
4 SlmlC To F1c,;h 
.5 ' [~n Portll 

IA'\"cI 7 
I O,,'UloC J,*-rvcnuoo 
2 Iluly WlII\l 
3 1'ri*."Clion From Elemenl'l 
.. Rc:sum:dion 
5 Sun Ita)' 

5pelllable,6 

SPELL I'OINn 
1 
1 

1*-+ 1 Gem 
1 
1 

2 
2+1 Gem 
2 
2 
2 
2 
2 
2 

3 + 1 Gcm 
3 
3 
3 
3 
3 
3 
3+ IGcm 

, , , 
4 t 2 Gems 

• 
4 + 2 Gt.~11~ 
4 + 2 G..~ns 

, , , 
5+ 3 GenIS 
5+ 3 Gems 

6-+4 Gcm~ 
6 + 4 Gcrn.~ 
6 .. 4 Ocll1~ 
6 ~ 4 Gems 
6 + 4 Gem) 

7-10 Gt.'"~ 
7+ 5 Gems 
7+.5 C..oenI$ 
7"- 5 Gems 
7+ 5 C".ICIllS 

Sorcerer Spells 

(b'd I 
I A";w;:n 

'2 [)cIc(1 M:tgic 
3 EI1t.."f}!:~ Ria)! 
4 Flame ArTCIW 
5 Leather S~i1\ 
6 Light 
7 Locatio" ".., 

L,.'\'c1 2 
J Electric ATTtlW 
'2 Hypnotize 
3 kIenIify Mln«r 
4 Ju"", 
5 l.e'o·;talt" 
6 f\M",r 
7 Qurlne.'\S , ""~ 

Level 3 
1 Fire Ball 
2 Fly 
3 Irwisibilil~ 

.. LighmUig UoIt 
5 Male Rcun 

" .. , ..... " ,-
l..cwl 4 

I A<:1d ArrrM 
2 Cold Beam 
3 f'.:~1c M mJ 
4h= 
5 G\~lrd ~ 
6 ~)"Chic I'llJIcclioll 
7 Shield 
8 Time D~ion 

L,.'\-e( 5 
I Acid Rain 
2 Disp.:11 Magic 
3 Fingef of I.>e".m 
4 Sheller 

, """'" 
l.e\"e16 

I Dancing S...:;,nJ 
2 Di$'lIlegnnion 
] ElIlCr'Calizc 
4 ProU::Clion 1'1'0111 Mlljtie 
5 R«h~f¥e [tern 

Le\'el 7 
1 Astral Spell 
2 Duplll;3!ioo 
3 Mnror Shuwer 
4 f\M~ Shock! 
'i Pnsrnalic LighI 

SPELl foO[t..'TS 
1 

1 
1*+ 1'>cm 
1 

1 

2 
2 
2 ... 1 (ian 

2 
2 
2 
2 , 
I ; IGem 
3 
3 + I Gell! 
[ - .. I Gem 
3 
3 
3+ I (ian 

3 

, 
• 4-+2 Gems , , 
4 '" 2 Ocrn~ 
4"2 Gem~ 
4.,. 2 0.., fIS 

, , 
5+3 Genb 
5 .. 3 '-..... ,1$ 

5+ 3 Gam; 

6+4 (..ns 
6+4 Gel!" 
6 ~ 4( ';.:ns 

6 +4 Gems 
6+4 {~ _.,\S 

7 .... 5 Gems 
7 ... W Germ. 
7+5 (;e;r>s 

7+ 50,;.05 
7+5Ckr.os 


