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To play THE WIZARD AND THE PRINCESS: Place the cassene In VoU!'- rec order io the usual manner, and press 
down the PLAY kev . Press SHIFT and the RUN/ STOP key together !Th is automattcall'I" allows the Program to be 
loaded and to be run) Do not press anv other keys on your cassette recorder, and do not .stop the c aue11e The 
programs on this cassene will control the cassette recorder , and will load each succl!lssive c haprer of this adven ture as 
required . 

If vou have addhlonal memory attached to your VIC 20 YOIJ will need to remove 11 in order to play THE 
W IZARD ANO THE PRINCESS 

THE WIZARD AND TH E PRINCESS: 

CHAPTER 1: ENTERING THE CASTLE : Your first task 1s to locate the c a101le of the E-v1I Wizard As you look 
about you , the countryside rook1 calm, belying the hardship that has been Imposed bV the Wiz ard 

The way to the castle is treacherous, and you m1.1st be careful not to steo off the oath, as otherwise you ;ue sure 
to fall down the cliff 
Controls are 

L - turn to the leh 
R - turn to the ri ght 
F - move forward 

CHAPTER 2 : SLAVING THE EVIL DRAGON : Onc:e Inside the "castle gates. a leroclo l.ls f ire breathing dragon 
confro n ts you! Armed only withe sh on sword , you face tli ls danger alone. 

The dragon Is old and wily . end many veers of battle have toughened h lsskln agalns1 meroliwordshlp Fortunately. 
there is a weak spot in his defense his 1Mroat Is not covered by heavy scales ll't11 the res1 of his body 

You must risk being burned allve 10 reach the dragon and stab him In the throal 
Controls are 

W - rnove up 
X - move down 
A - move left 
0 - move right 

(continued overleaf) 



CHAPTER 3 : FINO YOUR WAY THROUGH THE LABYRINTH : The way Inside the castle Is not e1 all straight 
forward I A large maze has been erected to prevent you from reaching the inner sanctums of the CHtle Itself 

There Is no obvlou1 threat her•. except for th• danger of losing one' s way and st1rv lng to death I 
II I• probably a good Idea to draw a map of the labyrinth , so that you will not find yournlf contlnuou1ly going 

lnclrdet: 
Control• are : 

A - turn right 
L - turn left 
F - move forward 

CHAPTER 4 : FINO THE PRINCESS ANO RESCUE HER : You are now In the Inner s.anc1um of the castle Itself 
Mad dogs and monsten roam along the rooms and corridors of thl1 area, and the Evil Wizard ls hotd lng the Prlncen 
caotlve 

Vou will have to explo re e.ch room , untll you find the Princess. Monsters wltl chellengct vou as vou DO through 
these rooms, and you will h ave to slay them 

Be c.reful In your banle. These monners are dangerous and your strength will weaken. Ii your fatigue or vour 
wounds are reduced to zero, vou wlll be unable to go further . 
Con trols are : 

R - turn right 
L - turn left 
F - move forward 
T - thrult at the enemy 

CHAPTER 5 : ESCAPE FROM THE CASTLE : Your ml11ion 11 nearly at an end , but you still face th• final task ol 
ncaplng from the castle. 

The Wizard's last falthful Hrvant, the troll, 11 guarding tha brldgi , the only ucapa from the castle On all sides , 
the ce1tle, releaMd from the In fluence of the Wizard, ls crumbllng and rocks are fal11ng down on vou . 

You must avoid all th• falling debris, and •nvave the troll In banle. Vour m lulon 11 successful only when vou 
re.cti the far side o f the bridge . Be careful the troll wlll kill you if he fl allowed to get too near to you for too long. 
Controls ara : 

A - movelett 
D - move right 

MOVING ON TO THE NEXT CHAPTER : At the end of each chap1er. the program will Instruct you on how 10 
move 10 the naxt chapter 

If you should heve problam1 SOIYing any part;Jcular chapter or If vcw should want to sk ip that 1;hapter, you can 

br•j"o "~~~ :"• f0°tW:';;.~f Qf7.~~=~ ;';:.S A§'H'1'#f~~d"7h. r;~N~;2/abv~ 'T{{~M~~~n ~9 1:J.!~2:fRf:acting 1he newt 
chapter and ru n nlng h . 
The Wizard and The Princess i• copyright© 1982 by Cllfford Aamshaw 

For 1n form<1 t1on o n 0 1her VI C so ftwa re w ri te to : 
ME LBOURNE HOUSE 347 Reedwood Or1ve, N<1shYille , TN37217 USA 
13 1 T rafalga r Road , G reenw ich , London SE 10 9TU, U .K. 
4n s Pal mers ton Cru., South Mel bourn•. 3205 Australia . 
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THE WIZARD AND THE PRINCESS 1s a multi-pan graphic adventure for the standard VIC 201 
Wntten by Clifford Ramshaw. this program will show you the extent of the poss1b11ities for the 
VIC 20, both 1n terms of graphics and in terms of going beyond the memory l1mitations of the 
standard machine . Your task 1s to find theevtl Wizard 's castle, storm into it, defeat the dragon 

who guards the gate, find your way through the labyrinthine passages, and rescue the 
princess from the c lutches of the Wizard and his monsters. As 1f that wasn 't enough, 

the I ro ll guarding the bndge will not let you escape out of the castle, and you 
must slayh1m before your rescue can be successful 


