


























9. POTION OF GIANT STRENGTH The character, upon 
drinking this, will for a short while assume super-human 
strength (see Commands section). 

10. POTION OF HEALING Upon drinking this brew a 
certain amount of lost Hit Points will be restored to the 
character (see Commands section). 

HELPFUL HINTS 

All players will soon develop their own favourite strategy for 
exploring the mysteries ofTELENGARD, but for those begin­
ners who may wish to avoid unnecessary frustration, a few 
"Helpful Hints" are now offered. 

1. Play your first game under the DEMO name to avoid Real 
Time. 

2. Get familiar with the Commands. 

3. Choose a character with a hearty CONSTITUTION. Strength, 
Wisdom, and Intelligence are important as well. 

4. You may find it wise to stick close to the surface Inns until 
you get advanced to Experience Level 2. If you want to explore, 
be sure you know the way back! 

5. Don't foolhardily take on a Level 5 Dragon if you are still a 
lowly Level I character. In fact, don't even take on a Dragon. 
Heroes die young. 
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6. Don't pick up a +2 sword if you are already carrying a +5 
one. 

7. Learn to differentiate between Undead and Living monsters . 
It's important when casting combat spells against them. 

8. Be familiar with which spells you have at your disposal. Also, 
learn which spells are combat spells and which are not. Note 
that the spells are listed on the back cover of this manual. 

9. Perhaps most important of all, keep an eye on the number of 
Hit Points your character has remaining. Don't die needlessly! 

MULTI-PLAYER GAME SUGGESTIONS 

Even though TELENGARD is an exciting solitaire game, 
enjoyment of its challenge does not stop there. Below is a list of 
some possible multi-player scenarios. More variations are 
limited only by your imagination. 

I. TREASURE HUNT: See which character can extract the 
greatest amount of "Gold Value" Treasure from the dark 
dungeon in a given amount of time, 1

/ 2 hour for example. Only 
Treasure deposited at an Inn counts. Suggestion: upon making 
a deposit, note the amount presently "on account" in case your 
adventurer meets with an untimely death. The winner is the 
character with the largest account at game end. 

VARIATION: Allow a player to count gold extracted by ALL 
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characters used, not just the one with the largest amount 
(assuming more than one was used). 

2. HIGH WARRIOR: See which player can advance his 
character to the highest Experience Level in a given time period. 
In case of a tie, the character with the highest number of 
Experience Points wins. Suggest % hour playing time. 

CAMPAIGN VARIATION: Each player plays his character 
for a set number of 1/2 hour turns , saving his character at the end 
of the time period. 

3. BEAST SLAYER: See which character can slay the most 
powerful beast in a given period. Use the Experience Points 
gained from the just-slayed monster to determine the "power" 
of the beast. 

VARIATION: See which character can slay the greatest 
NUMBER of beasts in a given period. Also, you may fiqd it 
interesting to limit the number of trips a character can make to 
a surface Inn instead of timing the game with a clock. 

4. THIRD LEVEL WARRIOR: See who can advance a 
character to Experience Level 3 the fastest (timed with a clock). 
Novices may wish to play the scenario known as SECOND 
LEVEL WARRIOR. 

5. DEFYING DEATH: Determine which player can keep his 
character alive the longest (timed with a stopwatch) on a 
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specified lower level of the dungeon - say level 25 for starters. 
This scenario assumes the knowledge of location and use of a 
Grey Misty .Cube on dungeon level one (there are a few). 

6. MAGIC EXTRACTOR: Find out which character can find 
the most powerful (highest "plus factor") "Magical" Treasure 
item in a given period. Said item must be brought to a surface 
Inn in order to be claimed for victory purposes. 

VARIATION: See which character can extract the MOST 
"Magical" items in a given period, possibly modifying the 
number extracted by their "plus factors". 

7. MAPPING THE DEPTHS: See who can map the most 
dungeon spaces of a given dungeon level. Players may use more 
than one character in the given time period. Mapping sugges­
tion: use graph paper. 

VARIATION: Characters must bring their maps to surface 
Inns to "publish" them in order to be counted. 

8. DISCOVERER: See which character can "map" and 
"publish" the most Features on a given level of the dungeon in a 
specified period of play. To win, the character must "map" (i.e. 
record on paper) where the Features are located as well as the 
type of Features (so that he could retrace his footsteps to them) 
AND "publish" the discoveries by successfully bringing the 
map to a surface Inn. 

VARIATION: Assign point values to the different Features in 
order of importance. Also, count any "blank" dungeon space 
mapped as 1/2 point. 
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CASSETTE LOADING INSTRUCTIONS 
1. Assemble the Commodore 64 as described in your User 

Manual. Switch on the television set , then the Commodore 64. 
2. Insert the cassette in the cassette deck. Check that the tape 

is at the start. Rewind if necessary. 
3. Load the program by holding down SHIFT and pressing 

RUN/ STOP. A message on screen will ask you to press the 
PLAY button on the cassette deck. When you have done that, 
the program will load automatically. 

4. During the loading process, the tape may occasionally 
stop, the screen is sometimes blank, and colour bars also 
appear. This is normal. This program uses a fast loader, so you 
won't have to wait too long. 

5. When the program is loaded, simply follow the instructions 
on the screen. More details of the program are given in this 
booklet. 

IF YOU CANNOT LOAD THE PROGRAM 

1. Check your equipment carefully to be sure that all cables 
and connections are correct. 

2. Re-read the section in your computer's manual that tells 
you how to load software. Try to load software again. 

3. If you can adjust the volume on your recorder, try different 
settings, both higher and lower. 

4. If possible, load another program from a tape you know 
works on your computer. This will prove that your equipment 
works. Try once more to load your game. 
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TELENGARD 
COMMAND KEY 

ACTION PHASE COMMANDS 

CAST SPELL 
REPLOT 
HELP 
STAY 
QUIT 
STOIJ,E 
STRENGTH 
HEAL 
RESCUE 

WEST 
NORTH 
EAST 
SOUTH 

MOVE COMMANDS 

c 
p 

H 
s 
Q 
FI 
f7 
fS 
F3 

w 
D 
x 

ENCOUNTER PHASE COMMANDS 

FIGHT 
EVADE 
CAST SPELL 
PICKUP ITEM 

F 
E 
c 

ENTER/RETURN 

TELENGARD SPELL GUIDE 

LEVEL I LEVELl LEVEL3 
•1Magic Missilc • ( Web • I Lightning Bolt 
• 2 Sleep 2 Levitate 2 Cure Serious Wounds 

JCurcLightWounds • J Cause Light Wounds J Continual Light 
.. Light 4Dctcc1 Traps <I Invisibility 

• STurn Undcad • S Charm • 5 Hold Monster 
6 Protection from Evil 6Strcngth • 6 Phantasmal Fo rce 

LEVEL4 LEVEL 5 LEVEL 6 
I Pass Wall I Tclcporl I Time Stop 

•? Fireball ?Astral Walk 2 Raise Dead 
• 3 Cause Serious Wounds • 3 Power Word Kill • 3 Holy Symbol 
• 4 Flesh to Stone • 4 lccStorm 4 Word or Rcca11 
Sfcar •sWall ofFirc 5 Restoration 

• 6Fingcrof0c:ath • 6 Plague •6PrismaticWall 
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