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cast spells,butso doing uses up the

~ - spellanc Iscroll pelmanenth SO itis
usually much better to write them into
your spell book. Then, you can usé them
many times.

The Rules of Spell Casting
Newly found spells may be written into
your spell book by using the GNUSTO
spell (“write magic”),which you
learned early in your academic career,
Once aspell is written in your spell

- book:it may be used again and again:
(Some spells are too powerfulto be
written by a wizard of your limited
experience. Such spells may still be
used if they are found on scrolls, but
the spell will be gone after it is used. )

An Enchanter of even your level
would have no difficulty with the basics
of magic, but of course there were times
wheny you were dozing during a lecture
on Spell Casting. Not tc mention the
seminars on Thaumaturgical Theory
thatyouspent turning flies into tiny dra- -
gons.So just in case, here’s a refresher
course.
bpells are-ways of performing magic.
Each spell is known by the one- word
name [_111011011 which the spell can be
used. Magic spells usuallyhave a dura-
tion and sometimes a delay before they
can be-used again: Remember: Magic
spells are dangerous things, particu-
larly to wizards. Wizards’ helohtened
abilities in this realm carry the penalty
of he1g,htened sensitivity to spells cast
by othérs. Sometimes aspell which a
mundane person would not even notice
will have a profound effect upon you!
Asacer t1f1€d wizard (ifa somewhat

lowly one),you have a personal spell
book, in which you record the spells
you are capable of using. Yourbook
contains a few spells before the }.,dmc /
begins; others may be added during-- {
your travels.

You may find spéll scmlls h€I€ and
here Illese are e‘qremelyx aluable

il objects. They may be used‘(éirecdy 10

= result: BOZBAR the poor horse.

Reading your bool\ iststhe spells you *

have written,along with their meanings. .

You might experiment with the spells

1lread\ inyour-book to learn their uses.
Before a spell in your book can actually *

* be used, it must be memorized.Onlya

small number of pells can actually be

memorized at one time,and when' you

use aspell you have memorized,you for-

get it. You must rememorize spells to

use them again, The SPELLS command lets

you know which spells are memorized.

Using Your Spell Casting Powers

. You can use spells either by saying CAST 7'\(

(the spell's name) AT/ON (something)
or,more simply, by saying: (the spell’s
name) (something).Some spells are so
general in application that they require
no object-just typing the spell name
isenough.

For example, suppose there were a
spell named BOZBAR thatyou had writ-
ten in your spell book or were carrving.
onaspell scroll:

‘ >LEARN BOZBAR or >I\/I EMORIZE

X

HORSE >CAST THE BOZBAR SPELL AT
THE HORSE would all have the same




Latitude and Longitude
While a wizard of sufficient skill may

. transport himself great distances with

atwitch of his smallest toe, your level

of skill restricts you to more common
forms of transportation, such as walk-
ing. You should not consider yourself
above snooping around, as your sur-
roundings are almost always dangerous.
The best way to move from place to
place is to type the direction in which
you want to move. You can use all eight
compass directions,which can be
abbreviated to N, E, S, W,NE, SE, NW, and
SW.UPand DOWN are also important,
and can be abbreviated to Uand D.
IN-and OUT may also work in certain
places.

Exploration
EN CHANTER™ calls each locationa
“room.” When you enter a room for
the first time, ENCHANTER displays the
name of the room, its description,and
descriptions of any interesting objects
in the room with which you might want
to interact. When you return to a room,
only the name of the room and names of
the objects in it are normally displayed.
Walking around a room is unnecessary;
anything inside a room is always within
reach. (Unless,of course, you are sitting
or lying down or the object is somehow
enclosed or protected.)

/The VERBOSE command tells
ENCHANTER to display the full descrip-
tion of every room and every object
each time you see them, not just the first
time. The SUPERBRIEF command tells
ENCHANTER to display only the name
of the room,and notany of the objects
in it,even on your first visit there. When
vou are in SUPERBRIEF mode, you can
still get a description of the room and
the objects present by typing LOOK or L.
The BRIEF command tells ENCHANTER
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 they are useful for more
common purposes, such as providing
nourishment. (Even Enchanters must
eatand 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
for dead. (Besides,you can always start
over again,or SAVE your position first.
See the section by the Scriveners.) Try-
ing the bizarre can be fun and often will
give you a clue. Here's a nonsense
example:

— - >GMETHE MKGICGERAN!UM TO

>

THE WOLF-

ThewolfconS(ders fora mome NNl (o R—

mistead of you T Thefn he
dECIdenghe bett m,' and deances

/ e
In addition’to learning something
useful about'the culinary preferences of

wolves,vou have a clue that pérhaps- — — ——

feedmg something else (asteak?) to the.
wolfwould be more useful.

There are many possible routes to the
successful completion of ENCHANTER.
Some problems thatyou encounter -
along the way have more thanone solu-
tion; others may not need to be solved
atall. Sometimes using one way to solve
aproblem will make it harder or impos-
sible to solve another,and sometimes it
will make it blisstully easy.

Until you 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
aproblem difficult while another might
find it easy; two plavers often comple-
ment each other.

Pen to Parchment

Atone time Enchanters could recall in
complete detail even the tiniest events
in their lives,and even project these rec-
ollections upon clouds for the amuse-
ment of the populace. Alas, such skills
are forgotten now,so vou will find it use-
ful to make a map as a protection against
becoming hopelessly lost. Remember
that there are 10 possible directions,
plus INand OUT.
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L2 [tiseasy 10 sommumcate with -
~' ENCHANTER. When you See the

: prompt(>), ENCHANTER is waiting

\ foryou to type in your ifistructions.

When you have finished doing so,press

the RETURN or ENTER k'ey._EN'CHANTER

will respond,and the prompt will

reappear for your nextaction.

When you play ENCHANTER forany
other INTERLOGIG".game), ySu type
your commands in plcun English:You
can pretend thatallyq ur senfences
begin with “I'wantto...,”although you
should nottype 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 Sentences
Allwords are recognized by their first
six letters,and all subsequent letters are
ignored. Therefore, ENCHANter and
ENCHANtment would look the same
t0ENCHANTER. - .
ENCHANTER understands many
different kinds of sentences. These

do notactually occur in the game:

TAKE THE SCROLL: TAKE ALL ORTHE
SCROLLS. TAKE ALL BUT THE WAND.
GO OUT. DROP THE NEWT INTO THE
POT. EXAMINE THE LARGE RED :
DEMON. PUSH THE GREEN BUTTON.

- HIT THE GREEN'BUTTON WITH THE
MAGIC WAND=LOOK UNDER THE
WORKBENCH. READ THE.SPELL BOOK..

-GIVE THE SPELL BQOK TO THE FROG:
~ REACH INTO THE HOLE.

You must separate ,multlple ()b]ects of
Tverb by the word AND or by a comnia.
LY <rex1mple -

- DROP THE SWORD AND THEMAGIC
KNIFE. TAKE THE SPRIG OF IVY, THE. .
F MMISTLETOE AND=T&{E SPOTTED FROG: -

PUTTHE NEWT AND THE MERCURY
INTO THE J\/JORTAR

-

examples use objects or situations that* -

. give complete infor

~ this,itwill tell you palenthetlcally F(n

* Youcan include several Sentences .

on one input line if you separate them -
by the word THEN (notAND)(n bya
period. No period is necessary at the
end of the input line. For example :
you could type the following on one_
input line: ’
READ THE SCROLL. WRITE ON IT DROP
THE IDOL INTO THE LAKE THEN-LOCK -
THE DOOR

There are only two kinds of questions
that ENCHANTER ut derstands. The first
is WHO IS (someong).and the other is
WHERE IS (somethiffg). For example: -
WHO IS ENTHARION? WHERE IS THE
SPELL BOOK?

The Gentle Art of Persuasion

You will meet other creatures—

some human,some not—as you play
ENCHANTER. You can talk to.a creature

by typing its name, followed by a comma" -

)

followed by whatever you wantto say
to it. For example:

IMP, WHERE IS THE SPELL BOOK7
HENCHMAN, FOLLOW ME: ADVEN-

* TURER, KILLTHE MONSTER. SQUIRE,
‘GIVE ME THE WAND THEN CLEAN OFF -

THE SANDALS. - .

"ENCHANTER tries to be cleve1 about _
whatyou Ieallv meaj ‘when you don’t
ation. For exam-
ple, if you want to dosomething, but
you don't specify what'to do it with or
to, ENCHANTER will sometimes decide

- d.mtt here was only one possible object

you could have meant. When it does |

emmpl =
>UNLOCK THEDOOR

- (withthe key)
3 The door is now unlocked.

Ifyour sentence is ambiguous,
ENCHANTER will ask what\ou IC’IUV '
meant.Mostsuch questions canbe =~
answered briefly. For example:
>SLICE THE SCROLL
What do you want to slice the scroll -
with? ,

DszTeAC:noNS’is@:j_ i

RATORS GUHLD

« *Thescrollis reduced to paper doIIS
ﬁTAKE THESCROLL-

- scroll?
- SENCHANTED _ .
" The gvilinthe scroll flows inexorably up
- your arm. It seems to be seeking out your
¢ heart! -

~ use words that ENCHANTER couldn't

~ ENCHANTER doesn't know a word you
- wish touse ot its likely synonyms, you

. bythe I’hvs1c1amf01 an explanation Qf

-complaint, ENCHANTER will ignore

~ ENCHANTER ignore the rest of the sen- 1

. .. have changedyour sifuation dramatically.

>THE SCIMITAR .

hichscrolldo you mean, the evil
enchanted scroll or the Iovely vellum -

The Power of Vocabulary
ENCHANTER uses many more words
than itwill accept in your inputs,
ENCHANTER recognizes a vocabulary
of hundreds of words —nearly all the
words that you would be likely to use in
playing the game. However, descrlp '
tions of rooms, objects, or events may

possibly digest. These words are used
only to enhance your mental imagery,
andare notnecessary for you to use to
complete the game. If you find that

almost celtamlv don't need tl hat word to
solve the gamé.
Completely dystifying sentences
will cause ENCHANTER to complain in
one way or another. (See the section

these complaints.) After making the

the rest of the input line. Unusual events,
such as being attacked, will also make

tences you typed, since the event may
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CHANTER to give you information by
&DingSpecific commands. These com-
4pts can be used again and again as
¢éded. Some will constitute a move,
and time will elapse; others will not
‘cause time within the game to elapse.
ype these commands after the prompt
./ (>)appears:
7/ AGAIN * Tells ENCHANTER to respond
asifyou had repeated your previous
sentence (unless you are talkingto a
|/ character).You may abbreviate AGAIN
toG.
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
tand the object names only. BRIEF is the
{_/finitial 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 to .
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 QUITto Q. -
RESTART * Starts the game over from
the beginning.
RESTORE * Restores a game position
made using the SAVE command.

/
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ives you your current score
ing based on thatscore.
Commands your printer to
paking a transcript of the game as
play. (This feature is not available on
every system. )

SPELLS * Lists the spells you currently
have memorized from your spell book.
SUPERBRIEF * Commands ENCHANTER
to show you only the name of the room
when you enter,and no other

“information.

TIME * Gives the current time of day in
the game. You may abbreviate TIMEto T.

UNSCRIPT * Commands your printer 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 number of your ver-
sion of ENCHANTER.

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

A Sentences must contain at least averb
oracommand.

»Multiple objects of the verb must
be separated by the word AND or by
acomma.

a Several sentences typed on the same
input line mustbe separated by a
period or the word THEN. A period
isnotneeded at the end of a line of
input.

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

» 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 ata
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 at the game prompt (>) and then
follow the instructions on your Refer-
ence Card. Remember that some sys-
tems require a blank; initialized disk for
storage. To resume playing after you
have made a SAVE, type RESTORE at the
promptand follow 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 atany time during play.

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

To start ovet from the beginning, type
RESTART. Once again, ENCHANTER will
ask you to confirm your decision.
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ENCHANTER will tell youwhen it cant
digestyour input, or if it wantgyou'to
clarifyyour instruction. Some Ofehe
common ENCHANTER responses are:
IDON'T KNOW THE WORD (your
word). The word you typed is notin the
game’s vocabulary. Sometimes a syno-
nym or rephrasing will help here. If not,
you can usually be sure that the word
isn'timportantin playing the game.
| CAN'T USE THE WORD (your word)
HERE. ENCHANTER knows your word,
but cannot understand it the way it
appears in your input. It may be that
ENCHANTER uses the word as a differ-

-‘ fonly asaverb (as in “light
= the éﬂ}ﬁ\) Oritis possible thatyour -
ssentencemade no sense at all: “Open
the take; forexample.
YOUMUST.SUPPLYA NOUN! This usu-
ally indicatesan mcompletesemeuce
suchas“Eatthered” on. Putthe bomb
inthe,” where ENCHANTER expected
" another noun but couldn't find'one,

o entpartof speech. For example, you
may be using LIGHT asa noun (as in /w
nm) hg ht"),but ENCHANTER ml u

ALogofthe Commands We Heed
The following list of useful words *

includes some common verbs,some
commands, and those special com-
mands and verbs described by the
Scriveners. This list does not represent
the entire vocabulary available to an
Enchanter and makes no mention of the
numerous command variations you can
construct by using prepositions (e.g.,
LOOK could also be LOOK UNDER, -
LOOK AT, etc.).

AGAIN (or G)* CLOSE ERASE
ASK CONNECT  ESCAPE
ATTACK CUT EXAMINE
AVOID DESTROY FILL
BRING DIAGNOSE*  FIND
BRIEF* DRINK FLY
BURN DROP FOLLOW
CAST EAT GIVE
CLIMB ENTER HIDE

__|FQUNDTOOMANYINOUNS IN THAT

_. Q/)@.uﬁmhng v,

*
JUMP
KILL

KNOCK

LEARN
LEAVE

« LE

LIGHT
LISTEN
LOCK

- LOOK

MAKE

MEMORIZE

MOVE

QUIT (or Q)

POINT
POUR
PULL
PUSH
PUT
RAISE

REACH
READ
RESTART*
RESTORE*
SAVE*
SCORE*
SCRIPT*
SEARCH
SHAKE
SHOW
SLEEP
SPELLS*
STAND
STAY

SUPERBRIEF*

TAKE
TELL
THANK
THROW
TIE

*For a detailed explanation, see the section by the Scriveners.

*
*

TIME (or T)*

TOUCH
TURN
UNLOCK
UNSCRIPT*
UNTIE
VERBOSE*
VERSION*

WAIT (or 2)*

WAKE
WALK
WAVE
WEAR
WRITE

©The wizards at Infocom are never o

SENTENCE. Anexampleis: “Shoot the
wraith inthe bed with the crossbow.”
Avilid ENCHANTER sentence contains,

“atmost,one direct object and one indi-

rectobject.

IBEG YOUR PARDON? You did not

type anything after the prompt (>)

and before you pressed the RETURN

or ENTER key on your keyboard.

| CAN'T SEE ANY (object) HERE. The
objectyou referred to was not found in
your vicinity.

| CAN'T USE MULTIPLE DIRECT (or INDI-
RECT) OBJECTS WITH (vour verh). You
can use multiple objects (that is,nouns
or noun phrases separated by AND ora
comma) only with certain verbs. Among

the more useful of thesev erbs are TAKE
DROP, and PUT. !

|DON'T UNDERSTAND: THATS?ENTENCE 2 )
You typed a sentence thatwas gibberishy *=+
at least as far as ENGHANTER was cop= "
seerped. You mlohttr\ rephrasingthe

:»enteme \ ; i

]

satisfied. Before we release a game we
spend long months conjuring, scruti-
nizing the game for errors,and testing
them on hordes of thralls. Then we cast .
powerful spells of exorcism and exter-
mination on any sprites, glitches,or
bugs. '
Even after our games are 1eleased to
the material world, they are notbeyond
our powers. Should you be startled by a
missed bug,or nettled by some incon-
sistency of description, or convinced
that ENCHANTER was either too diffi-
cultor too easy,or seized by the desire
to communicate with us in the world of
darkness and light—we'd love to hear
from you. Just mail your missive to:
Infocom, Inc.
55 Wheeler Street
Cambridge, MA 02138
Attn: Belboz
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7 Adviceon

from the

Now that you have shared in the wis-
dom of the Guilds,you are ready to play
ENCHANTER. To load the game, follow
the instructions on the Reference Card
(included in the game package). A brief
introductory passage will appear, fol-
lowed by the copyright notice and

release number, You will then see the
.description of the game's starting loca-

tion. Finally,the prompt (>) will appear.

[tis time to begin! ‘ :

Scoringand TrueAim
ENCHANTER keeps track of your score
asarough 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 wil]
consult the score only to measure prog-
ress towards more worthy goals.
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Limited Warranty N )

“This software product and the attached instructional materials are sold
“AS IS, without warranty as to their performance. “The entire risk as to the
q’yn[xf_v and performance n_fl/lu computer software program is assumed by
the user.

However, to the original purchaser only, Infocom, Inc. warrants the
medium on which the program is recorded to be free from defects in materials
and faulty wurkmunsﬁip ‘under normal use and'service for a period of ninety
(90) days from the date of purchase. If during this period a defect on the
medium should oceur, the medium may be refurned to Infocom, Inc. or to an
authorized Infocor, Inc. dealer, and Infocom, Inc. will replace the medium
without charge to vou. Your sole and exclusive remedy in the event of a defect
is expressly imited to replacement of the medium as provided above.

If the failure of the medium, in the judgement of Infocom, Inc. resulted
from accident, abuse, or misapplication of the medium, then Infocom, Inc.
‘shall huve no responsibility to replace the medium under the terms of this
warranty. >

‘The above warranties for goods are in lie of all warranties, expressed,
implied, or statutory, including, but not limited to, any implied warranties of
merchiantability and fitness for a particular purpose and of any other war-
ranty obligation on the part of Infocom, Inc. In no event shall Infocom, Inc.
or anyone else who has been involved in the creation and production of this

computer software program be liable for indirect, special, or consequential
damages, such as, but not limited to, loss of anticipated profits or benefits
resulfing from the use of this program, or drising out of any breach of this
warranty. Some states do not allow the exclusion or limitation of incidental or
consequential damages, so the above limitation may not apply iv you.
N ‘B After the warranty period, a defective disk may be returned to
Infocom, Inc. with a check or money order for $5.00 for replacement.
Copyright 4
"This software product is copyrighted and all rights reserved by Infocom,
Inc. Itis publishied exclusively by Tnfocom, Inc. “he distribution’and sale of

this product are intended for the use of the original purchaser only and for use

only on the computer system specified. Lawful users of this program are
hiereby licensed only to read the program from its medium into memory of a
computer solely for the purpose of executing the program . Copying, duplicat-
ing, selling, or otherwise Z”srrlhutir{q this product is a violation of the /1’”1‘.

‘This manual is copyrighted and all rights are reserved by Infocom, Inc.
“This document may not, in whole or part, be copied, photocopicd, repro-
duced, translated, or reduced to any electronic medium or machine-readable
form without prior consent, in writing, from Infocom, Inc.

‘Willful violations of the Copyright Law of the United States can result in
civil damages of up to $ 50,000 in addition to actual damages, plus criminal
,u'uallu's ofup Lo one year imprisonment and/or $10, ooo_/’im‘.

ENCHANTER and INTERLOGIC are trademarks of Infocom, Inc.

Infocorn, Inc.
5§ Wheeler Street
Cambridge, MA 02138
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