BLOODWYCH

ENGLISH VERSION

BLOODWYCH
AN INTRODUCTION
BLOODWYCH is a sophisticated role playing adventure game which utilises
all the advanced features of your computer. A lot of time and effort has gone
into making BLOODWYCH a unique experience in computer adventure
games. featuring:

+

an advanced character interaction system. enabling you to
communicate fully with all of the creatures and people in
the game.

+

sophisticated spell-<:asting and
enhanang the realistic gameplay.

combat

+

an easy to use icon-based control system.

+

stunning three-dimensional views.

+

and a whole lot more besides ....

systems.

This booklet contains baCKground information and full instructions for playing
BLOODWYCH. This will allow you to quickly begin playing and enjoying the game.
At the end of this booklet you will also find some hints and tips on getting the most
out of BLOODWYCH. These will help you get easily into the more advanced aspects
of the game. Now turn the page and let the adventure begin ...
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LOADING INSTRUCTIONS
Commodore C64 (12B in 64 Mode)
Disk - Type load " · " ,8,1 press RETURN

on tnat morn. Jil.{{ tfoy ana af[ nitJfit was fiis {augfiter lUan{, ana on tne fO{[owing
tfoy tht sk,its aarK:$nea, ana rainea ofooa, ana.tlU {ana openea up, antf many
gooa citizens of'Trazere were hean! of no more.

Tape _ To load: Press the SHIFT + RUN STOP keys together.
Amstrad

ere

Disk - To load: Type RUN" DlSC
Tape - To load : Type I Tape (on disk based machines)
Press the CONTROL + ENTER keys together
Spectrum
Disk + Tape (128k) -Select LOADER from the title menu, game will auto run .

48k

- To load ; Type LOAD" " press ENTER

It fias fong oetn tlU cust"", among tlU peopu of'Trazert to teff tlU most ancu.nt of
ugernf.s; tliat of'TNt 'BfOOlfwycfi, secret onUr of psycfiic mag"', It is saUf tliat many eons
ago 'TNt 'Bfooawycfi ruua over tlU antimt ana powerJuf city of'Treiliatfwyf. 'TNtre tlUy
semt[y presUfetf over tlU affairs of tlU fana of'Traure, rmting out punisfirmnt ana rewan!
to its citizens, ana communing witfi tlU <krmnts on tlUir oeliaf! :Tor many centurks tlU
peopu of'Trazere {ivea in respectfu[ awe of'TNt 'Bfooawycfi, out wfiife tr..,y roUa tlU fana
was safe. Safe, tliat is, untif one 6fack,morn fong oefore your grantffatlUr s great
granafatlUr was conceive'

'Jor tnert was among tfie 'Bfooawycn one

Zenaicli;, secona in power ana mystic a~ to tlU
(jrana'Dragon aWne. 'But for af[ nis power ana wistfom, Zenaick, was a creature anven oy
greea ana amoition. 1fe was no fonger satisfoa witfi fiving in tlU sliatfow. of tlU master
mage, so IU rejectea tlU ways of tne 'Bfooawycfi ana courtetf ofack,ana evif arts. Jitfter
many years of tfevious pfotting Zenaick, was finaf[y reatfy to tfeaf tlU ofow IU fiat! fong
areamt of, ana tliat very aay ne caffetf tne powers of aark,n<SS to fiim ana tfestroyetf tlU
(jrana'Dragon, uatfer of tlU 'Bfooawycfi.
jfu 'Bfooawycfi orotlUrs were unprepareafor tfiis ons{augfit, ana tfi~ w~re unaUu to. ,
resist Zenaick,oefore IU oanislUa tlUm forever to tlU astraf pfant. It 1.5 saUf tliat ZenalCk,S
evif {augfiter cou{;[ oe nean! resounaing across tlU wliau fana on tliat morn. Jill[
tfay ana aft nitJftt was nis faugfiter lUan{, ana on tlU fo«owing tfoy tlU ~k,its
aarK:$nea, ana rainetf ofooa, ana tlU fana openea up, ana many gooa CIttZens of
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It is then to{;[ how in the many moons tliat foffowetf Zenaick,caffea to
'Treiliatfwy[ many creatures of the nitJht, ana the goorf[y fo[k,of tlU fana tforea
not wafK;Jorth after sunset. Jitna sfow[y the city of mag.., was transforrru' 'TNtre
apptarea aoove its ramparts foroitftfing towers ana within tlUm fay great crystals of
storing, sfowfy sucking ene'lJy ana fife from the fana. 'Witfi this ene'lJy ZenaicUntentfea
to summon a fon! of entropy, incarnation of pure cliaos, wlia wou{;[ aissofve tlU faUric of
tlU universe into the efermnts from wfiicfi it was fO'lJea. 'TNtn, Zenaick,afont wouU Ot
free to recreate the wor{;[ in fiis own image. 1fe was, of course, quite maa. Cliaos wouU
uave nothing out tlU crystals from wfiicfi it was oorn.
'M4th eacft passing year tlU {ana aoout 'Treiliacfwyf oecarm oUaK:$r antf couur. 'TNt city
itselfsetrma to racfiate eviL infecting aff wlia strayetf within its injfuence. 'Trazere ana its
peopfe oecarm out a sliatfow of af[ tlUy fiacf oeen oefore, ana tlU oirtfi of eacn chiU ana
tlU liarv..,ting of tflt crops oecame times for wetping, not rejoicing. Once agreat moo,
armea with fittfe more tnan tlUir wits, marcnetf on tlU city, tfeterminea to ena tlU 6fitJht
tliat nacf ruinetf tlUir fives. Onfy one man returnea, liaffstarvea, his jf..,h scorclUa ana
oare. 1fe oardy Iiatf time to utter tnt liarrors IU fiat! seen oefore his finaf oreath shutftft.rea
througn nis ooay ana his souf mercifully joinetf tliase of nis faf{en comratfes.
'J\[gw, as I write tnis infernaf recon{, there seems fittu more to five for. 'Disease ana
a..,pair pervacfe tlU {ana, ana tne rust for rife our fore/atnus hat£, wif{ never oe enjoyetf oy
tneir cnifaren. Jit{{ tliat remains is to pray. Pray tliat sometfoy'Ifie 'Bfooawycn UJi{[ return
ana avenge us.
1fe[vetn Sliarpquiff, ScriOe.
'Written oy nis own liana tnis 13tn tfoy ofSetn,in tlU
four tnousana ana eitJnt'lfirst year of tlU tfor{
... somewlUre, aeep in tlU reafm of sours, a mina was reaching out, caffing its companinns
towan! it. 'Unseen fiK:$ tne wina, tlU spirits of many came togetlUr. :Tormf..,s
tnougn tney were, eacn mina finK:$a, snaring its tliaugnts witn otners. 'J{p won!
was utterea, no sauna maae, out witnin tne astraf voUf a tnougnt took,sliape.
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·'BCooawycli are we, immortaf rtUlfJes, s<ek!rs of figlit. We must not De aefeatea orotliers.

HOW TO PLAY BLOODWYCH

'I1ie 6facl(art of z.ndicl(nas tliriveafor too Cong.:Jk must De eftstroyetf, and tne riglit
time is noW. Z.ndicK.s influence is grown too strong. 'l1ie Lorrf of'Entropy is gatnering
liis power, ana wif{ soon oegin Ii is pCague of eftstruction. If w, cCo not 6anisli liim to tne
reafm of cliaos tlien a{{ wi{{ 6, Cost ...
'SaUar ana'Vestry{, you are cfiaTlJea witli tlie most important tastany of tn, 'BCooawycli
nave ever unaertak!n. you must fina tlie Cost si;ct"n cliampions of'Trazere, ana Cinl(your
mindS witli tlie wortliiest two. 'l1ien, if tne universe is to 6e saver£, you must r.at! tliem
into tlie lieart of'Treinat!wy{, arta onet tliere, fina ana eftstroy tlie crystals of storing. yO
now, aluC may tne spirit of tr~ 'B{ooaUIIJcn 6e witli you ... •
'};{urfocl('fJarl((~art awok! to find liimsefj in tne groom of a coU stone passageway. :;{e
groanet! as r~ sat up, fiis eyes misting over witn pain. ImmeaiilteCy lie remem6erea tr~
previous n;gfit. Strange tfiat so many firte at!venturers sliouft{ nave arriv,a at tne sa"~
(ondy tavern in one evenirtg. 'l1iat, fie promisea liims,Cf, wouft{ 0, tlie v'ry Cost time tnat
a arop of meat! passet! liis £ips. :;{ow was it possior. tnat a pow,rju{ ana aignifid rtUlfJe
Cik! liimsefj couU liave enaea up carousing witfi common fignters. :Jk wouU never again
6e a6r. to Cool(fiis fef(ow JP,{{·casterJ in tne eye.

'R.Jgnt now tnougn fiis mairt concern was getting out of tlie ftCtliy flo(e lie liat! wanaerea
into in nis arunk!n stupor. J'l.s ne waCk!a on MurfockJ neart 6egan to sin/(, 'l1ie com4ors
s"mea to go on for ever, wirtaing a60u t eacli otner Cik! an enormous maze. :;{e was
6egirtning to worufer if r~ was eftstinet! to 6ecome rat fotUtr in tliis goa(tsJ pCace, wnen
r~ tnouglit lie cauglit a g{impse of sometliing moving alieat! of liim. J(na sure{y enougli, as
fie rountfea a corner lie saw a figure fieaaing off into tlie cfarl(ness. If liis eyes aitl not
mistak! liim, it was one of tlie at!vwturers fie fiat! encounterea in tne tavern tlit niglit
6efore.

You are one of the Bloodwych. You must take on the persona of one of the last sixteen
champions of Trazere. You must first explore TreihadwyI, recruiting more champions,
and gathering items to aid you in your task. Once you are prepared you must g~t the
wor.s
four crystals of storing from the towers. Take them to the fifth tower and there destroy
Zeodick, and banish the Lord of Entropy to the realm of chaos. To do this you will have
to defeat the agents of Zendick. The Lord of Entropy has transfonned many of the citizens of
Trazere into weird monsters, and twisted the minds of many into those of psychotic killers. Some
of these citizens may aid you, but many will try to destroy you. Good luck in your mission. and
remember, the spirit of the Bloodwych is always with you.
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BLOODWYCH is played using keyboard or joystick which mimic the functions of your
computer's mouse controller. Amstrad and Spectrum offer the opportunity to define keyboard
functions, if you wish to use the joystick select this option and push your stick as prompted . Most
of the functions of BLOODWYCH are activated by using the joystick to move a pointer (in the
shape of a smaU arrow) over an icon and then pressing the fire button to activate that icon. Player
one's pointer is blue, players two's is red.

ABOUT CHARACTERS
The character selection page (see Figure One) shows the sixteen available ch.lmpions. To inspect a
champion click on the Shield representing that character. The champion will then appear in one of
the Player Boxes to the right of the screen, together with his or her attribu tes displayed in the
Character Scroll. Click on the Bag icon to view the character's inventory. The Bag icon wiII now
become a Book icon. Click on this to view the character's Spell Book . The Book icon will become a
Scroll icon. Click on this to return the Chari\Cter Scroll. See sl~tions on spells and the inventory
for an explanation of these displays.
If you now wish to viey.r another champion you can do so by clicking on the appropriate Shield .
You may view as many champions as you wish in this way . Whe n you have chosen a suitable
champion dick on the Suit icon (the playing cards) to confirm your choice. When both players (in
a two player game) have selcctl>d their champions the game will begin. Ensure you select all the
champions you wish to take as you will not ml'Ct them again. Each player may select up to 4
champions to make up a party .

Psych. Types

'Darl(lieart was a60ut to give chase wfien a suaaen nausea came over liim ana lie fef{ to
tne grouna retcliing. J{lJ r~at! s"mea aoout to "'rpCoae, ana lie oecame confu.set! oy
strange visions of tfiings urtl(nown to liim. 'But liis pain was not Cong.Civet!. 'l1ie sicl(ness
SOOrt su6sitfea ana was repCacet! oy a comforting presenet. J'l.s lie recoverer£, 'fJarl({teart
reafis,a tnat sometliing venJ strange nat! liappenet! to liim, out lie was not
afraitl.... tne 'BCooawycli were witfi liim.
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There are four psyche typt.>s, each indicated by it dHfen>nt suit of cards. Each psyche type has
different strengths and wt>aknesSt"S. The types are:
Fightt>TS. good in combat
Mages, excellent at casting spells
Adventurers, al l-round ers and diplomats
Archers/ Ass.1ssins

S""des
Clubs
Hea rts
Diamonds
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INTELLIGENCE:

This limits the number of spell points you have.

CHARISMA:

This is an indication of how much influence you have over
other characters.

HIT POINTS:

This shows how much damage you can take before dying.
Hit points can be restored with appropriate potions, spells, or
by resting. The first figure shows your current hit points,
while the second figure shows the maximum number of hit
J>Oints you can reach.

VITALITY:

This is an indication of how much energy you have. If your vitality
drops to zero you will start to take damage. Potions and spells may be
used to assist in recovering your vitality. As with hit points, the first
figure shows your current vitality while the second shows your
maximum vitality.

FOOD:

This bar shows how well-fed a character is. If the bar is !'hort, a character
is hungry and will soon require food . The food level influences the
speed at which vitality is recovered .

ilill
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Display Icons

AGURE ONE - SELECTING A CHAMPION
Any psyche type can attempt and perform actions normally associated with another type. They
may, however, not be very adept at it.
Clurocter Altribul<s
Clicking on the Scroll icon (Figure Two) will call up the Character Scroll for the currently selected
leader. This shows the following character attributes:

LEVEL:

This is an indication of your chara cter's experience. This affects all of
your basic skills and speciality skills. The higher your level is, the more
competent you are at everything.

STRENGTH:

This affects how easily you hit during combat and how much damage
you will inflict on your opponent.

AGILITY:

This also affects your skill in combat, as well as your ability to dodge
attacks.

Click once anywhere on the sc:reen to revert to the main control display. The important attributes
for the current leader are also displayed in the statis tics box situated to the right of the leader
icon. The three bars in this box show, from top to bottom: hit points; vitality; and spell points.

MOVING CHARACTERS
When moving or performing any other significant act ion in BLOODWYCH it is the currently
selected party leader who performs the action. Th(> other members of the party respond ('In their
own initiative. The current leader is indicated by a box around his or her Suit icon (Figure Two).
To change tht.> current It~>ader simply click twice on the appropriate Suit icon. !\Jote that the leader
does nnt necessarily have to be at the front of tht" party.
It is possible at any stage to change the marching order of the party. To do this simply click once
on a mt>m~r's Suit icon. This will now becomt> grey. Now click once on the new position and the
marching mdt.>r will change appn'lpriately.
Muvemt.>nt is achievt.'d by clicking on the appropriate movement icon (Figure Two). Note that
Tum Lt>ft or Right makes your character tum thr\lugh ninety degrees on the spot,
whl' ~a:i Stt>p Left or Right makes your character move left ('Ir right without fadng in
that din.'Ction.
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SPELLS

....

Clicking on the Book icon calls up the Spell Book display (Figure Three). Clicking on
the arrows above the book will tum the pages of the book forward or backward.
Clicking on the central double arrow will close the book and return the main control
display.
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p,.puing .pell.
To prepare a spell you must first click on one of the four runes on each page. Only known spells
may be selected, and these are coloured after their magical alignments (green, blue, red, or
yellow). A spell not yet known will be in grey and cannot be selected. The currently selected spell
is identified below the spell book by its name, colour, and present cost. If no spell is currently
prepared the area below the book will have grey stars and there will be no spell named there. The

FIGURE TWO - THE MAIN SCREEN
Tum pages

Tumpag..

CION book

~,.

backward.

When a movement icon is activated it w ill flash briefly and your character will move
appropriately. If you attempt to move into a space that is already occupied, by a pillar or another
character for instance, the icon will flash but no movement will occur.

-

forward

Runes--""'-C:;:

StaiJwoys

To ascend or descend a stairway merely step onto it. It is not necessary to be facing the stairway
to do this. If you tum on a stairway you will move up or down d ependi ng on whether you were
initially at the top or the bottom.

Doon
Doors can be opened or closed by clicking on the Door icon (Figure Two>. or by clicking on the
door in the 3D display. If you have previously cast a continuous spell, or there is a spell waiting
to be cast, then the Door icon will be concealed by the spell icon. In order to use the Door icon it
is necessary to first cancel the spell. Attempt~ng to open a locked door
wilJ result in the word "LOCKED" appearing. Locked doors can be unlocked with an
appropriate key or spell. See the sections on spells and the inventory for an
explanation of how to do this.
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Stir Icon ~

FIREBALL

--u -Decrea.
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FIGURE THREE - THE SPELLBOOK
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cost of the spell selectl.>d may be altered by clicking on the arrows either side of the current value.
Raising the cost of a spell will impmve its power and cast percentage, but also the size of the
drain on your spell points, lowering the cost of the spell will make it use less spell points but will
decrease its power or cast percentage. Your current and mil ximum spell points are shown beneath
the spell. Successful use of a spell will increase your proficiency at that spell which will make the
spell cheaper and/or more powerful for future casts. A spell which has been prepared will
remain so until it is cast or another spell is selected or the party sleeps.

SpeU Acquisition
Spades and Diamonds will receive a new speUevl'ry second level. Hearts will receivl'
one each, level. and Clubs two per le'vel. New spells are learned during Sll"t'P, when
a character may bt-lvisi ted by the Spell Faeries. One of the Spell Faeries will visit a!
character during sleep and offer a spell, as long as the character is due a nt.'w spt'll .
If you are unhappy with the spell offered then reject it and you will probably be
offered a differe nt one the next time the character sleeps. If you choose to pay the
Spell Faery Ih., Ihe spoil will be add.d to your spell book ready for use .

CaslingSpell.
A spell is cast by clicking on the star icons either side of the spell name. If the spell book is closed
before a prepared spell is cast then the door icon will be replaced by a star icon. which may also
be used to cast the spell. If a character has a spell prepared when entering combat, then the spell
will automatically be cast first. It is not possible for a character tn cast a spell which requires more
spell points than he or she currently has available. A spell with a low cast percentage may fail and
this will be indicated by an appropriate message. After casting a spell the caster will endure a
temporary penalty on all spells while he recovers from the effort of casting. This recovery time is
longer for higher level spells.

Here is a short description of the 32 spells:
SERPENT SPELLS
ARMOUR
PARALYZE
COMPASS
LEVITATE
WARPOWER
RENEW
ARC BOLT
FORM WALL

Spell Effotl
All spells have a variable effl~t which is a combination of your ability as a magic user, the energy
you expend on a spell. your experience in the spell being cast. clOd luck. The cast percentage bar
gives a clear indication of whether you are li kely to cast the spell suCCt."SSfully. Once your ability
to cast a spell reaches 100% the effect of the spell begins to gmw stronger.

BEGUILE
CONFUSE
CONCEAL
VA!\:ISti
TRUVIEW
ILLUSIO!\:
MI"DROCK
WYCIIW I"D

SpecialiS<ltion
All characters are spt.'Cia liscd in onl' of thl' colours of ma~ic accordin~ to their a li~n ml'nt. This is
indicatl>d by the colour of thl' Suit icon and Shield . Spells uf your natural colou r are easit.'r to cast,
easier to develop pmficiency in, and more dft.'Ctivl' than spt.·lI s of anuthl'r coluur. E.lch colou r of
magic rcpn'Sents a diffl'rent sphere uf influencl':

Rod

Yl'1luw

St..-rpt'nt Magic
Moon Milgic
Dragun Magic
Chaus Magic

repn.'Sl'llts thl' physica l
rt'pn.'Sl'n ts thl' mind and illusion
is the USl' of fin' and l' nl'r~y
dfl'cts till' Vl'ry notun' uf magiC and lifl'

wear this spell with pride.
a froz.en Iifl' may wdl be a short one.
never get lost again .
a gen uinely ligh t spe ll .
yuu too can have the strength of ten .
cures everything excl'p t cramp.
an ell'clrifying experie nce.
for those who luve walls.

MOO~ S PELLS

Continuing Spells
Some spells have a continuing effect. When these are cast an icon, representing the spell, replaces
the Door icon. The spell can be cancelled by clicking un this icon. No other spells can be cast
while a continuous spell is in use. If another spell is cast from the spell book while a continuous
spell is in use, then this will also cancel thl' continuous spell. You may have another spell
prepared while a continuous spell is running. The prepan.>d spell may either be cast fmm the spell
buuk. or by cancelling the continuous spell to reveal the star icon on the main panel.

Gn.'t.'n
Blul'

-

-

coats thy tongue with si lver.
Ihey won't know what hit them .
what cannut be Sl'en ca nnot be stolen .
nuw yuu sec ml' ...... now you don't.
never again \t)Sl' at hide and seck.
rl'alenuugh tu hurt .
- fur thuse who think they low wa lls.
- just blow thl'm away.

DRAGO!\: SPELLS

\

MISSILE
MAGELOCK
VITA LISE
DISPELL
FIREBALL
RECHARGE
FIREPATII
BLAZE

-

unl' in the eYl' for archl.'rs .
wh y bother with all those silly kl'Ys .
you' ll neVl'r fed so good!
what magi Cmakes, magiC ca n destroy.
a blast at partil's.
b(x)sts the f1atest of rings.
lay down thl' rl'd carpct.
nu one shall pass this fiery blast.

w CII r • •
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SHADOW SPELLS
TERROR
DEFLECf
ALCHEMY
ANTIMAGE
SPELLTAP
SUMMON
VIVIFY
D ISRUPT

- boo!

-

a spell a day keeps an arrow away.
the hand of Midas.
never more worry about magic users.
the ba ne of all magic users.
you' ll never walk alone.
makes death look a minor inconvenience.
known to some as "deathstrike".

THE INVENTORYAND MANIPULATING OBJECTS

Clicking on the inventory icon (Figure Two) will call up the inventory display
(Figure Four). The inventory for each character shows twelve (ten on the spectrum)
item slots. The first four of these are for an item held in the left hand, an item held in
the right hand, armour worn, and shield . The classes of Clubs and Diamonds may
only use small shields. The remaining eight are backpack slots. Below these slots
is the characters current annour rating. This indicates how effective the character's
w 0 ' . ' TM
armour is at absorbing blows. The lower this number is, the more effective your
armour is. Below this are the party' s Suit icons. The charact~r whose inventory is currently
displayed is highlighted with a box. The fina l two icons are the transfer/use slot and the exit icon .
Clicking on this last icon wilJ revert to the main control display.
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Seltcting in Inventory
To select a character's inventory for display, simply click on the appropriate Suit icon. The
character's name will be shown at the top of the display and their inventory will be revealed.

Using the Transfer Slot
Clicking on any item in the inventory will cause tha t item to move into the transfer slot where it
can be easily man ipulated. Similarly clicking on an empty slot in the inventory will cause any
item currently in the transfer slot to move into the empty slot. Hand slots..are for ~nything. but
weapons, rings, wands, and staves are only useful when placed there. The armour slot is for worn
items, the Shield slot is for shields, and the backpack slots are for anything.
To swap an item in the inventory with an item in the transfer slot, simply click on the item in the
inventory and they will be swapped.
To drop an item in the transfer slot simply click on the place in the 3D display where you wish to
leave it. Similarly to pick up an object click on the object and it will be moved to the transfer slot.
If there is already_something in the transfer slot it will be dropped .
Arrows, Common Keys and Coins
These objects are shown with a number which indicates how many there are. One click wiIJ move
one object to the transfer slot. If you then make subsequent clicks on the transfer slot you will
move more.

Moving items between charactersTo transfer items from one character to another, move the item to the transfer slot then select the
receiving character and move the item to an empty space on his or her inven tory.

FIGURE FOUR - THE INVENTORY

Using in item
To use an item, like food, drink, or potions, put the item in the transfer slot and then click on it.
They will be consumed by the character whose inventory is currently being viewed. When a food
or drink item is in the transfer s lot the current food level of the character is displayed in the
message window undernea th the 3D display for easy reference.
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Swords and other weaponry must be carried by a character in a hand slot if they are to
be used . This is also true of staves wands and rings. An item can be in either hand slot
but it both hand slots contain melee weapons the one in the left hand will be used . If a
character wishes to use a bow in combat both the bow and arrows must be in the hand
Rifling dead chan.cters
If a party member is with the party at the tif!1e of his or her death, then ~is or her inventory
will still be available for access. If the party member was away from the party at the time of
death then the body must first be retrieved before the inventory can be accessed. You may not
access the inventory of dead characters who were not members of your party.

COMMUNICATING WITH OTHER CHARACTERS
Clicking on the communication p~nel will greet any charactE'r directly in front of you.
'The options are:

OFFER:

Offer an object in the transfer slot that you wish to exchange or sell, This
is also used to offer gold during a purchase. The command may be used
more than once during any given transaction ,
For example: if a monster says no to your offer of gold, then you may
offer it more or less. This also works with trading objects where you
may offer a different object.
If you are not currently buying.. selling or trading anything then the
offered object is presented as a gift.

COMBAT
Combat occurs either when your party encounters a hostil~ creature, or when your party initiates
an attack on a creature. In combat you can take one of six possible courses of action:
1. DO NOTHING:
2. RETREAT:
3. ATTACK:
4. DEFEND:

<this is not recommended).
by moving rapidly away from your adversary.
by clicking on the strike icon.
by clicking on the defend icon (this is useful if you need to perform an
action such as rearranging marching order).

5. CAST SPELL:
6. FIRE A MISSILE:

(See section on SPELLS).

by clicking on the strike icon while you have bow and arrows in your
hands.
During combat characters will follow the lead of your combat instruction and gt?nerally act on
their own initiative. You then have control only over the inventories and spell books of your
party's characters. The party leader will not participate in the attack while you are examining an
inventory or selecting a spell. You may change the party leader and marching order at will during
combat, and you can always try to run away, The party will continue to fight until either all your
characters die, or your foes die or flee. During melee missile weapons can only be shot by
characters who occupy ~he rear two marching positions. Blows can only be landed by characters
who occupy the front two marching positions. Spells can be cast from any position.
Combat status display
At any time that the party suffers damage the damage done is flashed across the hit character's
Shield icon, and the status display will become a set of vertical colour coded bars showing the
current hit point level of each member of the party. This display can also be seen at any
time during play by clicking on the party leader's image,
The damage inflicted by the party is shown in the two message windows along with a miniature
suit icon to aid identification, The damage done by the party leader is shown in the small
message window beneath the 3D display.
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PURCHASE:

Enquire whether a monster or character has anything fo! sale.

EXCHANGE:

Used to determine what object is being carried by a monster or
character, and whether or not they wish to trade.

SELL:

Offer item in your transfer slot for sale.

YES & NO:

These icons are used to respond to questions.

MISCELLANEOUS COMMANDS
These are accessed, at the same time as the communicate menus, by clicking on the status panel.

Exit
The exit icon is used to exit from the current communication menu.
nisc operations
If the disc icon is clicked by both players (in a two player game), the current game can
be saved or an old game restored .

P, ...
Clicking the pause icon will cause the game to be suspended for both players until
~ither of the pause icons is clicked again,
Sleep
Clicking on the sleep icon makes the party sleep. This speeds up the party's recovery
of hit points, vitality and spell points. Improved sleep can come from facing a bed
before clkking on the icon.
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Sleep is very important. Characters will only gain experience levels during sleep and will only
gain new spells while asleep. It is generally a good idea to sleep after a battle.

HINTS AND TIPS
Starting Up
• When you first play BLOODWYCH take time to experiment with the games controls. Try using
the various icons and menus, and sec what effect different spells have. If you spend some time
getting to know the more advanced features of BLOODWYCH you will find it easier to progress
when you play the game in earnest.

• The abilities of Diamonds lie in the areas of stealth, archery and observation. Lf they
attack a foe from behind they will inflict great damage, prOviding that they are using
a suitable assassin's weapon. You will often notice things that would otherwise be
overlooked if your current party leader is a Diamond .
General
.. Do not be too eager to discard an item that is no longer required as most things can be sold or
traded.
.. Located within the halls are Regeneration Chambers. These magica l loca tions will restore to life
a dead character. Try to find these quickly and remember where they are.
.. Do not be too eager to kill things - it's not easy being a monster you know!

.. Always make a map. You w ill get hopelessly lost without one. Indicate doors and rooms on it. If
you leave an object or character behind, mark the place on your map. It is also a good idea to
mark the position of any pits or traps you co me across so that you ca n avoid them in future.

• When trading you will find it necessa ry to have the inventory displa yed.
.. Try not to be too greedy in a two player game. If you do argue about some aspect of play try to

Combat
.. Keep a close eye on the hit points of your party members and be ready to move someone to the
back of the party or run away to recover. It is often a good idea to have your main spellcaster as
party leader during combat, and have him or her at the rear of the party. In this way he or she can
be casting spells while the forward characters do the fighting. Have some appropriate spells
prepared before combat beg ins because your characters first action will be to cast any spells they
have prepared.
Magic
.. Try to ha ve a good balance of colour in your party. As a character will be much better at casting
spells of their own alignment get weaker spellcasters (like Spades and Diamonds) to learn spells
in their own colour first. Some particularly useful spells should be learned by everybody. Do not
be afraid of using magic - you can only get better.
Character Psyche Types
• Spades are-the warriors of BLOODWYCH. They can use any weapon, armour or shield.
They usually have more hit points and strength than other characters, but do not make very
good magic users .
.. Clubs are the mages of BLOODWYCH. Although weak at low levels, they quickly
become powerful as th.ey learn spells and gain experience. A high level dubs character makes a
ronnidable adversary.
• Hea rts are competent in all skills. They are the Jack-of-all-trades. They also have much nicer
personalities than the other psyche types, thus making them far better negotiators.

resolve it before you end up killing each other!
.. BLOODWYCH is a large and sophisticated adventure. You will almost certa inly not complete it
in one session. You ca n easily save your position in the game by clicking on the disc ia.m ..The
next time you load BLOODWYCH you will be able to restore your Sewed position and contmue
play from that point. You will also find it useful to save the game at regular intervals while you
are playing. In this way you will not get caught out by any unforeseen disaster like your whole
party being slaughtered or a power cut!

END
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