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I 
/ fhe VERBOSE command te s 
ENCHANTER to display the full descrip­
tion of every room and every object 
each time you see them, not just the first 
time. The SUPERB RIEF command tells 
ENCHANTER to display only the name 
of the room, and not any of the objects 
in it, even on \'Our first visit there. When 
vou are in SU.PE RB RIEF mode, \'OU can 
still get a description of the room and 
the objects present by typing LOOK or L. 
The BRIEF command tells E CHANTER 
to return to the initial mode, in which 
you see descriptions only on your first 
visit to a room. 
Examining Objects 
Many objects in ENCHANTER are 
important either because they are magi­
cal or because the\' are useful fo r more 
common purposes, such as providing 
nourishment. (Even Enchanters must 
eat and sleep!) Examine or read every 
object that seems important- it 's the 
only way that you can expect to survive 
your apprenticeship and acquire new 
skills. Even life-threatening actions may 
lead to new insights. Don't forget that 
vour mentor, Belboz the Necromancer, 
is skilled at the revival of those given up 
fo r dead. (Besides, you can always start 
over again, or SAVE your position first. 
See the section by the Scriveners.) Try­
ing the bizarr~ can be fun and often will 
give you a clue. Here's a nonsense 
example: 
;:>GIV.E::Jr!E-MAGIC-GERA- lt:JM TO 
THE WOCF 

____ Thewolf ~~ ·~.~t2r .!D~n.len.t,,,eatin 
t - a. 1u i1 nstead f you.T?en he 

_ decide the better efit-and ad ances 
toward you . 
-----~--:-.:. · ·f:.. j_o2.JW,u.:;, I ..'...! 

--------

r-------
1 
I 
I 
I 
I 
I 

I 
I 

I I 
In additiorr to learnings nlething 

useful abou the culinary prefei:ences of 
wolves, you 1ave a clue that p i:l-1aps- - - - -
feeding somf thing else (a steak?) to t 1 
wolf would l~ more useful. 

There are many possible routes to the 
successful comp~ion of ENCHANTER. 
Some problems tha ~·ou encounter / 
along the way ha\'e mor than one sol u-
tion; others mav not need to be sol\'ed 
at all. Sometimes using one way to solve 
a problem will make it harder or impos-
sible to solve another, and sometimes it 
will make it blissfull\' eas\'. 

Until \'OU have mastered those 
spells dealing with clairvoyance and the 
prediction of the future, you might 
find it easier to play ENCHANTER with 
another person. One person might find 
a problem difficult while another might 
find it easy; two players often comple­
ment each other. 
Pen to Parchment 
At one time Enchanters could recall in 
corn plete detail even the tiniest events 
in their lives, and even project these rec­
ollections upon clouds fo r the amuse­
ment of the populace. Alas, such skills 
are forgotten now, so you will find it use­
ful to make a map as a protection against 
becoming hopelessly lost. Remember 
that there are 10 possible directions, 
plus IN and OUT. 
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It is easy to ~on1m t\nkate witl1 · 
ENCHANTER.-Wbenyou.seethe · · 
promp~ (> ),ENCHANTE-R .is w~iti.i1g 
for you to type in your: iiistructions. 
When you have finished doing so,press 
the RETURN or ENTER ke)\ENCHANTER 
will respond,, ana the prompt.will 
reappear for yom next action. · · . · 

When you play ENCHANTER, tor any 
other INTERLOGIC\game), N u type 
your commands in plain EnglL5h:You 
can pret~nd that all YQ LJ.r sen;:ences . 

. begin with "I want to ... .," although you 
should not type those words explicitly· 
ENCHANTER will.digest your request, 
and tell you whether your command 
is possible in that situation, as well as 
anything interesting that happens as a 
result of your action. 
Commanding Sentettces 
All words are recognized by their fii-st 
six letters, and all subsequent letters are 
ignored. Therefore, ENC HANter and 
ENC HANtn1entwould look the same 
to ENCHANTER. . . 

ENCHANTER understands many 
diffe rent kinds of sentences. These 
examples use objects or situations that\ 
do not actually occur in the game: · 
TAKE THE SCROLL: TAKE ALL OF-THE 
SCROLLS. TAKE ALL BUT THE WAND. , 
GO .OUT. DROP THE NEWT INTO THE 
POT. EXAMINE THE LARGE RED , 
DEMON . PUSH THE GREEN-BUTION . ' .. 

.' HITTHE. GR~EN BunoN WITH THE "'· 
MAGIC WAND-:-LOOK UNDER THE 
WORKBENCH. R'EAD THE.SPELL BOOK._ 
GM~ THE SPELL BOOK TO THE FROG .. 
REA( H. INTO THE HOLE.. . 

You must separate multiple objects of · 
erb.by·tl1e word AND cir by a comi1ia. 

•;•_,"~ r examp ]e· : · • 
- - .DROP ·(KE SWORD AND THE"MAGIC . 

.. KNIFE . TAKE THE SP.RIG OF IVY, THE . . 
- MISTLETOE, AND~:folJJE SPOITED FROG'. -.. 
PUTJHE NEWT AND THE MERCURY 
INTO THE Mo'.RTAR. .. • 

:. 

?A1VR5 tjUthV 
: You can include several senterict$ -l ·· > JHE SCIMITAR . . · . . · . ·. ,. . . · 
on one input line if you separate the-m · "·•.The.scroll1s r~duced to paper.dolls. • 
bythewordTHEN (notANQ}or byf ~- ~TAKE.THESCROLL . •. · · 
period. No period is necessary at the . . . . INhich.scroll do you mear.i, the evil . 
end of the input line. For example,. • · .. · . en'~h.!nted scroll or the IGvely vellum · 
you could type the fo llowing 0!1 one.. . . . scroll?. . . · · . · . 
input line: . . . . . . <:>. ENCHANTED · 
READ THE SCROLL. WRITE ON.IT. DRDP .· The ev[I in'.the scroll flow~ inexorably up 
THE IDOL INTO THE LAKE THEN LOCK · ·· y8ur arm. ltseemsto be seeking out your 
THEDOOR :_hearH · 

There are only two kinds of questions The Power ofVocabulary 
that ENCHANTER m derstands. The first ENCHANTER uses ri.1any more words 
is WHO IS (someon and the other is tl1an it will accept in yourjnputs. 
WHERE IS (somethi1 g). For example: ENCHANTER recognizes a vocabulary 
WHO IS ENTHARIO ? WHERE IS THE of hundreds ofwords - ·nearlya:tl the 
SPELL BOOK? · · words that y,ou would be likely to use in 
The Gentle Ar-t of Persuasion playing the game. However, descrip-
You will meet other creatures ....:, tions of rooi11S, objects, or events may 
some human, some not-as you play use words that ENCHANTER couldn't 
ENCHANTER. You can talk to a creature possifJiydigest. These ~ords are used 
by typing its name, followed by a comma~ . onJy to enhanGe yo~r mental imagery, 
fo llowed by.whatever you want to say · and are ~1otn~c~ssary fo r you to use to 
to it. For_ example: · . complete the game. Ifyou find that 

ENCHANTER doesn't know a word you 
IMP,WHEREISTHESPELLB.OOK-7 " . wishto useoi)ts like!ysynonyms,you 
HENCHMAN, FOLLOW ME -. APVEN- • , tl d 
TURER, KILL THE MONSTER. SQUl:RE, alniostcertainlydon tneed 1atwor to 

solve tl1e.ga111e. .· · · . · · . · · . 
GIVE ME THE WAND THEN CLEAN OFF · . .. compjete ly l!lysti~1ingsentences 
THE SANDALS: ; wrll cau~e ENCHANTER to complain in 
·.ENCHANTER tries to be cb ;er about . oi1e way or fil1othe1;. (See the section 

. .wh;u you really mean when you dont ·by the Physicians for an eo:p lanati_on~Qf~--.. 
give complete information. For examc,, · these complaints.) After making the 
pie, if you wantto do something, but · . · · complaint; ENCHANTER will ignore 
you don't speci~1what'to do it wit11 or the rest of the inp4t line. Unusual events, 
to, ENCHANTER will' sometimes decide · . such as being attacked,will also make 
Uiat there was only one possible object .· ENCHANTER ignore the rest of the sen-
you coul<l have meant. When .it does ._ · rences you typed, siIKe the event m;,iy 
. this, it will tell you parentl1etically fo r . • . have change_d~)iour situation dramatically 
example: , · · · 

· > UNLOCK THE DOOR 
(with the key) 

, The door is now unlocked . 
If your sentence is ambiguous, . 

ENCHANTER will ask what yo);! really · 
meant. Most such questions can be . -
answered briefl y. For example: 
> SLICE THE SCROLL 
What do you want to slice the scroll -
with? 

• 
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--1~nu·ini111our mission, you may order 
,,.,~,._,V'IIVJ" ER to give you information by 

pecific commands. These corn-
s ca.n be used again and again as 

ded. Some will constitute a move, 
d time will elapse; others will not 

ause time within the game to elapse. 
ype these commands after the prompt 

(>)appears: 
AGAIN* Tells ENCHANTER to respond 

' as if you had repeated your previous 
sentence (unless you are talking to a 
character). You may abbreviate AGAIN 
to G. 
BRIEF* Commands ENCHANTER to 
describe in full only newly encoun­
tered rooms and objects. Rooms already 
visited and objects already seen will be 
described by displaying the room name 
and the otiject names only. BRIEF is the 
initial mode of the game. 

" DIAGNOSE• Tells you if you are tired, 
thirsty, or hungry . 
INVENTORY• Lists all of the items that 
you are carrying. You may abbreviate 
INVENTORY t6 I. . 
LOOK• Describes your surroundings 
in detail. You may abbreviate LOOK to L. 
QUIT• Ends the game session. If you 
want, you can SAVE your position first. . 
You may abbreviate QUIT to Q. · 
RESTART• Starts the game over from 
the beginning. 
RESTORE* Restores a game position 
made using the SAVE command. 

" Ill 

crivencrs 
ves a game position onto a 
'skette. 

ives you your current score 
n ing based on that score. 

Commands your printer to 
ing a transcript of the game as 

o ay. (This feature is not available on 
ery system.) 

SPELLS* Lists the spells you currently 
·have memorized from your spell book., 
SUPERB RIEF* Commands ENCHANTER 
to show you only the name of the room 

. when you enter, and no other 
information. 
TIME• Gives the current time of dav in 
the game. You may abbreviate TIM E'to T. 
UN SCRIPT* Commands your primer to 
stop making a transcript. 
VERBOSE* Tells ENCHANTER to show 
you a full description of the room and 
the objects in it whenever you enter a 
room. (See BRIEF and SUPERBRIEF.) 
VERSION* Gives you the release num­
ber and the serial numberofyourver­
sion ofENCHANTER. 
WAIT* Causes time in the game to pass. 
Normally, between your moves, no time 
is passing as far as ENCHANTER is con­
cerned. WAIT is used to make time pass 
in the game without doing anything. It 
might be useful if you are waiting for a 
specific time, waiting for a character.to 
arrive, waiting for an event to happen, 
etc. You can abbreviate WAIT to Z. 
Sentence Syntax 
6 Sentences must contain at least a verb 

or a command. 
6 Multiple objects of the verb must 

be separated by the word AND or by 
a comma. 

6 Several sentences typed on the same 
input line 1ri ust be separated by a 
period ortheword THEN .A period 
is not needed at the end of a line of 
input. 

6 Only two kinds of questions may be · 
asked: WHO and WHERE. 

6 Directions may be abbreviated as fol­
lows: N (North), S (South), E (East), W 
(West), NE (Northeast), SE (Southeast), 
NW (Northwest), SW (Southwest), U 
(Up), D (Down). IN and OUT may also 
be useful. 

Marking Time and Resuming Place 
Should you wish to stop playing 
but resume from the same position at a 
later time, use the SAVE command. 
'This comes in handy because it takes 
many hours to play ENCHANTER, and 
you may·not want to play an entire 
game in one sitting. Also, the cautious 
or prudent player can use SAVE as a pro­
tection before attempting something 
dangerous or tricky. Then even if you 
are "killed ," you can return to the SAVEd 
point. To save a game position, type 
SAVE atthegame prompt (>) and then 
fo llow the instructions on your Refer­
ence Card. Remember that some svs­
tems require a blank, initialized disk for 
storage. To resume playing after you 
have made a SAVE, type RESTORE at the 
prompt and fo llow Reference Card 
instructions. You can then continue play­
ing from your RESTOREd position. (It 
would probably be wise to look around 
to reorient yourself.) You can RESTORE 
any position at any time during play. 

If you want to stop playing altogether, 
type QUIT EN CHANTER will ask you to 
confirm that you really want to leave the 
game. Type Y for YES. 

To start over from the beginning, type 
RESTART Once again, ENCHANTER will 
ask you to confirm your decision. 

.• / . 

:;;­
';_ ... 

~ 
\ -,. 



• 

'i44'i'fUilll~J i • • 

* 
* 

* 
* 

* 
0 

ENCHANTER will tell yo ~iien it ca1 't 
digest your input, or If it w nts yo4 tO 
clarify your instructiqn. Some"6f- h ' 
common ENCHANTf:R responses are~: -~~q~~~r//!l:.~if~~.4~flii;.. 
IDON'TKNOWTHEWORD (your ~ 
word). The word you typed is not in the 
game's vocabulary Sometimes a syno­
nym or rephrasing will help here. If nQt, 
you can usually be sure tl1<it the word 
isn't important in playing the game. 
I CAN'T USE THE WORD (your word) 
HERE .ENCHANTERknowsvourword, 
but cannot understand it the way it · · · 
appears in your input It may be that 
ENCHANTER uses the word as a differ- -

~'1 y be us mg .LIG ~T as a noun (as m ~M't't "( u or noun phrases separated by AND or a 
mo - light ), but ENCHANTER . t''l_&,~l comma) only with certain verbs.Amono 

know only as a verb (as in '' light -

A Log of the Commands We Heed •• * * Cl The wizards at Infocom are never * The following list of useful words * JUMP REACH TIME (or T)* satisfied. Before we release a garhewe 
includes some common verbs, some KILL READ TOUCH spend long months conjuring,scruti- _ 
commands, and tl10se special corn- KNOC K RESTART* TURN nizing the game for errors, and testing 
mands and verbs described bv the LEARN RESTORE* UNLOC K tllem on hordes of thralls. Then we cast . 
Scriveners. This list does not t:epresent · LEAVE SAVE* UNSCRIPT* powerful spells of exorcism and exter-
the entire vocabulary available to an LIE SCORE* UNTIE mination on any sprites, glitches, or 

0 Enchanter and makes no mention of the LIGHT SCRIPT* VERBOSE* bugs. c 
numerous command variations )1ou can LISTEN SEARCH VERSION * Even after our games are released to 
construct by using prepositions (e.g., LOC K SHAKE WAIT (or Z)* the material world, they are not beyond 
LOOK could also be LOOK UNDER, · LOO K SHOW WAKE our powers. Should you be_ startled by a 
LOO K AT, etc.). MAKE SLEEP WALK missed bug, or nettled by some in con-
AGAIN (or G )* CLOSE ERASE MEMORIZE SPELLS* WAVE sistency of d~s-cription, or co1winced-
AS K CONNECT ESCAPE MOVE STAND WEAR that ENCHANTER was either too diffi-
AITA CK CUT EXA MINE QUIT (or Q)* STAY WRITE cult or too easy, or sejzed b~1 the desire 
AVOID DESTROY FILL POINT SUPERB RIEF* to communicate. with us in the world of 
BRING DIAG NOSE* FIND PO UR TAKE darkness and light-we'd love to hear 
BRIEF* DRIN K FLY PULL TELL from you.just mail your missive to: 
BURN DROP FOLLOW PUSH ·THAN K Infocom, Inc. 
CAST EAT GIVE PUT THROW 

*' 
55 Wheeler Street 

CLI MB ENTER HIDE RAISE TIE Cambridge, MA 02138 
*For a detailed explanation, see the section by the Scriveners. 

* Attn: Belboz 

* 
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! ///fLETCHE~cu110. 
1 · / / · Now that you have shared in the wis-
1 / dom of the Guilds, you are ready t0 play 
I / ' 'ENCHANTER. To load the game, follow 
I // ~1e iQstructions on the Reference Card 
i (includeq in tbe ganie packag~).A brief 

introduct0ry passage will appear, fo l­
lowed by the copyright notice and 
release _number. You will.then see the 

• gL ___ ~_-_ ___ _ 

Limilrd'Warrarr/\'. • 
·71iis s~ftll'arr Product aml tlic ul!arlicd imtructional _malcriufs a~r· sold . 

"!ts lS," witfiout warrantv ~s to tlrcir pr~formancc . ·The entire risk. as lo the 
qua/it~· a11d pc~formancr ~{the computer so_{twan• pro_g ram is tmumt•d b~1 
lficusrr. 

:J{owe11cr, to tfic ~r(qinal purcfiasrr 011/v, ln{ocom , Inc. wurru11ts tlit· 
mt•dium 011 wfii~fi Ifie pro_gram is mwdt•d lo hcfm:from dt:{rcls in ma/m'als 
and fault~· ll'orkma11sfrip unJa normal ust• and s_mrict• for a pt•rioJ of nJ11t·t~· 
(~o) du~·s from tfit da!t' _~fpurcfiast•. If during this pl'riod a ilt:ft•ct on lhe 
1111:Jium sliou/J occur, tl!t· medium mm• b1.· rl'lunml lo lnfocom, Inc. or lo an 
autfiori=.e1.f l1~focom , Inc . drciler, and infocom , Inc. wilf"reP.ltICt' !fir medium 
11~· 1fioul charge lo you . TOur solt· and t·~clusivt• mnedy in tfu: even/ ~fa J~{t·ct 
is rxpn·ssf.v limilt•il lo rrplaw111·111 of flit• ml'dium as pnmidt•J aboJJt' . 

~f tfir .ftiilurr of Ifie nuJium, in Ifie jud_9em.trrl ~f lr~/Ocom, Irie . n·sulltd 
from ucritlrnt, abust, or misapplicnlion . ~{lfu.• mt•dium , lli~n lnfocom , !nc . 
sfiull finuc 110 responsibility lo rrplacr Ifie medium under !ht• lrrms ~(this 
warrant;.•. 

·Tfit• abo11r wam1111it'S {or.qoods au in lit'U o{ull w11rra11/it's . t•.rprtssnl. 
impli~d, or stalulo~·, i11clucli119 , but nor limi/l'd 10 . 11n~' impJitd w11rr1mli1.·s ~[ 
mercf1 1111tabifil~1 dniJ Ptflt'H for tl earticu/ar purpose a11cf o( 1111~1 olfrer ll'tlr­
runly obligation 011 ifir purl~[ lnjpcom, Inc. fo 110 1·11r11/ shall lllfocom , l!ic. 
or anyont l'lsr wfio has bt•1•11 imJ0/111•d in tfie creation twd production ~{ tfiis 

. description of the game's starting lo~a­
tion. Finally, the prompt (>)will appear. 
It is time to begin! " 
Scoring and True Aim 
ENCHANTER keeps track of your score 
as a rough measure of your progress in 
the game.A perfect score is to be strived 
for, but of course a true Enchanter is above 
such mundane considerations and will 
consult the score only to measure prog­
ress towards more worthy goals. 

computer soft11~arc pro_qram be liable fo r indirect, special, or conscquc111ial 
tluma,qcs, such as, bul no/ limited to , loss ~{ anlicipaud pr~f1·15 or ~cnr_fi_ts 
rcsuftm,9 _fr~rn tfic usr of tliis program.' or arising 0111 ~[an~' brearlr of 1/ris 
warra11tv . ..')ome stall's 1/o riot allow the exclusion or limilalion of inciilcntal or 
conse~u.trrtial damages, so tfie abo11e lirnilarion ma~· 1101 apply io you. 

.'\'.•B. ~-;(fur lfit• 11•arran1y period, a dtfccti11t dislZ ma~· bt• relurm•d lo 
lnfocom , Inc . wi.lli a cfirck or mo11r:i' orclcrfor 55. 00 for rt'placrmenl. 

Copvngfit 
Tfirs so{twa rr product zs copvnqfitrtl and till nqfil5 rcst·rvcd b\' lllfocom , 

lr_ic. It 1s publislit"d excluswrly_by i1~{oco~11, fuc . · J'fic d1stnbut1011 1111il sah• ~[ 
this procf~ct an· intcmlrd for the usc of !In· origillal purcfi.asa only a11dfor 11s1· 
0.111,v on the computer s~·s tem spcc~p·ccf La 11f11/ 11sus of this program are 
flt'reby licensed only /(I read tire pro_qram fro11~ ils medium into mt•mo~1 of a 
computer solrl,\•Jor: tfir purpose of t•.recutin.9 the program. Cop~•i11_q , ~uplical­
i11,9 , srlfin_q , or otherwise distributi11.q tfiis pro1luct is a 11iolatio11 ~( tfrt• law. 

:Tliis mnnual is cop~' ri..IJlitL'd and all ri_9fits an• resrm~tl b~· lr~{ocom , Inc . 
•r11is documL'nl ma~· nol, in ll'fio.lr or purl, be copied, pholocopi~d , repro-
1/ucd, lnwsluted, or reduced lo anv 1·ft•clronic ml'dium or macf1im·-rcadab/c 
fonn wilfroulpriorconsen/, ill wriling ,_{rom lnfocom , Inc . 

'/flil~ful 11iolaliorzs ~{Ifie Cop)'n!Jlil La w~{ 1fiL' Lfnilt'd Stales rnn result i11 
ci11il dama_qes ~{up lo. $50, ooo in aJdi1io11 lo actual damages , plus crimi11u/ 
penalties Of up loom· vear imprisonmt·nt and/or $10, ooo Jim· . 
1r:._ ·yc;J{!/{_"1\''1·'ErR and LY'l"'E'RLOHIC ure trademarks oflnfocom , Inc. 

lnfocom, foe. 
SS Wh"eeler Street 
Cambridge, M.r;f 02135 
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