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The Personae window shows statistics on all the characters in the party. You may show
the Personae window by choosing it from the “Windows” menu item under the Options
mens. Clicking on the button will switch the display at the right of the window
between LEVEL/GOLD/FREE, CLASS/RACE/ALIGNMENT, and WIELDS, to
give a full description of the character. Clicking on the button changes the size
of the text in this window. Clicking on a name selects that character, both here and in
the party window. Double clicking will present the character’s item window, exactly like
double clicking on the character’s icon in the party window.
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The movement window is used to control the party’s travels through the Citadel The
upward-pointing arrow will move the characters forward, while the “bent” arrows beside
it will turn the characters to face either left or right, while leaving them in the same
place. The two side-pointing arrows will move the characters to the left or right, without
altering the direction in which they are facing. The Key button will make the current
character attempt to open the door which is directly in front of the party. The frog
button will cause all the characters in the party to leap forward. This button is useful
for jumping over pits or other hazards ahead of the party. The final button is used to
switch parties, as described below.

The view window gives you a three-dimensional view of what the current character sees
within the Citadel. Walls and doorways will appear, as well as any objects or creatures in
your way. As you move through the catacombs using the movement window (described
below), the view will change accordingly.

Splitting the Party

This feature of Citadel can be useful, but care must be taken, as it is easily abused. The
party should be split up only when absolutely necessary, such as when sending someone
for help. To split a character from the party, select the character, and choose “Leave
Behind” from the menu whose title is the character’s name. The abandoned character’s
icon will appear in the view window. The rest of the party may now leave, and (ater, to
switch play between the party and the abandoned character, click on the swap parties
button in the movement window.

NOTE: The game can only keep track_of two separate parties. If you divide

the original party into more than two groups, you must physically
search through the Citadel to find the third party.

To reunite the parties, move one party through the Citadel until they are in the same
position as the characters who were left behind. As the active party approaches the
inactive one, the character icons for the inactive party will appear in the view window.
To rejoin the inactive characters to the active party, simply “pick up” their icons from
the view window. Their icons will appear in the party window as you pick_them up.
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[ECJE Time in Maze 5 minutes

The time window is available to indicate how much time the party has spent adventuring
within the Citadel Al actions which the characters perform take some time, and the
amount will be registered in the time window.

Objects in Citadel

All the objects a character currently possesses are shown in the “Item Window”
associated with the character. To see the item window while in the Citadel, double click
on the character's icon.
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[ECJ==== Gray Mouse's Items

The icons for all the items carried by the character are shown. The miniature icons
beneath the items show the positioning of the items on the character’s person. The shield

( @} signifies that the item is being worn by the character (the armour, quiver, and
dagger above). The hiand (") ) indicates that the item is being carried in the caracter’s
free (non-fighting) hand. The sword (J}s ) means that the character is wielding the item

as @ weapon. A miniature bag icon ( é} above an item means that the item has
pockets, which may themselves carry items. One item at a time can be selected by clicking
upon it (the armour in the above picture). The row of buttons across the bottom of the
window show options available for the selected item.

The scroll icon at the far right, when double clicked, will bring up a [list of the scrolls
carried by all members of the party. This is useful for transferring scrolls between
characters.

Using Objects

Whthin the Citadel, objects may perform a wide variety of functions. In the items
window shown above, the “Open” button will cause the selected object to be opened,
revealing what is in its pocKets. Often, selecting an object will change the name of this
button (selecting the bow will change the button to ‘Shoot”, for example). Depressing
the button may cause special things to happen. Double ciicking is a short cut for
selecting an item, and clicking on this button. The uses of objects within Citadel is
almost limitless, and discovering what certain objects do is part of the adventure.



Transferring Objects

It is often desirable to have ome character give an object to another. There are two
methods of doing this. The first is to open the items window for the giving character (by
double clicking on their icon), and select the desired ofject. The *Transfer” button in the
items window will become available. Clicking on it produces a window whick displays all
the party cha:acters, and their items. You may then select to whom the item is to be
transferred.

The second method also involves opening the items window for the giving character. Click.
and drag the object you wish to transfer. The object icon will “raise up” off the screen,
and follow the mouse. Move the object over the icon of the character to whom it will be
transferred. If that character is able to receive the object (ie. if they have room and can
carry another item), their icon will highlight. Release the object icon, and the transfer is
complete.

When the game transfers an object, it attempts to place the object into the receiving
character’s free (non-fighting) hand. If that hand already has something in it, it will
place it in the wielding (fighting) hand, or finally, make the receiving character wear the
item. If the game cannot place the item into the free fiand, it will signify this by placing
a miniature icon similar to those in the items window mear the object being transferred,
while it is suspended over the receiving character. For example, if Citadel is going to
cause the receiving character to wear the ofject being transferred, it will display a

miniature shield ( w ) icon near the floating object. Not all objects can be worn,
fiowever, and if a character cannot receive an object, because they have no room, or cannot
hold any more, their icon will not highlight when you drag the item over it.

Getting and Dropping Objects

Most of the objects you find in Citadel will appear in the view window when you
approach. it. The item may be lying on the floor, attached to the wall, or placed anywhere
within the view window. To pick up an object, move the mouse over its icon in the view
window, and the cursor will become a hand. Clicking the mouse at this point will cause
the current character to pick up the object, and place it in the first available space (free
hand, fighting hand, or worn as described above in Transferring Objects). Optionally,
clicking and dragging the mouse will cause the object’s icon to follow the mouse,
whereupon you can drop it into any party member’s icon. As when transferring objects
between characters, the receiving party member’s icon will highlight as the object is
dragged over it, if they can carry the new object.

Combining Objects

Placing objects within other objects is achieved using the same principle. Click on an
object, and drag it over the icon of another ofject (both objects must be visible in the
items window). If the receiving object has pockets, its icon will become highlighted.
Releasing the mouse button will place the first object into a pocket of the second. In the
same manner, gold sacks will combine into bigger sacks, containing up to 100 gold pieces.

Doors

Many places deep within the Citadel are blocked by doors, some
of which may be difficult to open, or locked. Locked doors
appear in the view window with a Keyhole in them, while other
doors have only a door knob or handle. To attempt to open a
door, use the Key button in the movement window (as described
above). Alternatively, you may move the mouse into the view
window. When positioned over the door Knob or Keyhole, the
cursor will become either a hand or a Key. ClicKing it in this
state will attempt to open the door. If the cursor is a Key at the
time, the current character has possession of the key which will
unlock_the door, and the door will always open. If it is a hand,
then there is no guarantee that the current character can open
the door. Thieves have a better chance of opening doors, due to
their lock-picking abilities.

Torches

The main sources of light within the Citadel are torches. In the early stages of
the game, the party will find (it torches in holders on the walls, doubtless left
there by other unfortunate adventurers. To remove torches from their holders,
click and drag them from the view window. Torches may also be placed into
holders in the view window. There is a limit to the amount of time a torch
will burn, during which it will become shorter, and begin to flicker. They are
too large to be [it using flint, so they must be ignited using other torches. It is
recommended that you light your torches only when needed, as you may
quickly run out of them. To extinguish a burning torch, shake it vigorously.
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Doing Battle

The Citadel is not a deserted hulk: there are many creatures who inkabit its underground
pathways. Sooner or [ater, as your party travels through the Citadel, you will stumble
across some of them. Most groups of creatures will move toward your party once they
Know of your presence. Some are faster than others.

Long Range Combat

If you cannot avoid a group, it is possible to attack them from a distance. Many (but
not all) attack spells are effective at long range.

Cast the spell normally (as described in the following
chapter). A hand will rise, and either [ob the magic or
wait for you to aim the hand and project the magic
(simply point with the mouse in the view window).
Provided a character has a bow, arrows may also be fired
into a group of advancing creatures. To do so, open the
item window for the character who has the bow, and
double click on the bow icon. The cursor will begin to
track_your mouse movements, at which point you may
aim the shot at the creatures in the view window.
Depending on the character's coordination and sKill, the
shot may be difficult to aim accurately.

Close Combat

Soon the creatures are upon you. When the “Prepare to
Defend Yourself!” message appears, you Know a fight is
about to commence. A single large window will be
displayed, with your party arrayed on it as they were in
the party window. The attacking creatures appear as
other icons arranged about you, and begin to close in.
Some creatures prefer to attack from different positions,
some may even drop into the middle of the party from
above! They vary in their intelligence and fighting
technique, and they may concentrate on certain characters.

Moving into Battle

To move characters around, click and drag them to a new position. Characters cannot
move through other icons, but must be maneuvered around the obstruction. In addition,
the speed at which an icon moves is determined by a character’s coordination, level and
status. The icons will drag for only a few seconds at a time, and slow characters may take
several turns to move into position.

To engage a monster, simply move a character icon next to a monster icon. A thin "line
of fire' will be drawn between the combatants. The actual range at which the icons



engage can be shown momentarily by selecting “Show Ranges” from the Options menu.
This command will display circles around all icons, representing the striking range of all
characters and monsters, and wait for a mouse click to continue.

To select a particular character, simply click on their icon. The pop-up menu for each
character is still available by clicking and holding on that character’s status bar under the
icon. This menu [ists the possible actions available to the character. These actions are:
cast a spell or scroll, change the wielded weapon, confront, attack, parry and back stab.

Spells and Scrolls

This menu option is only available if the character is clear (Ras no
monsters in their attack circle). This is due to the fact that spell
casting requires concentration, and may involve physical movement
to focus the spell. Reading a scroll also demands a moment of
uninterrupted action. The hierarchical section of the menu will
contain all the scrolls a character has (and all the spells a Wizard or
Cleric has memorized). Simply choosing one will cast the spell or
scroll.

Change Wielded Weapon

This option is also only available if the character is clear. You will be
able to select which item in the character’s possession will be
transferred to the wielding fand.

Attack.

If you do not select another course of action for a character
during the fight, they will default to this action. Attack.
causes the character to fight the nearest engaged monster as
well as possible, accounting for their strength, coordination
and wielded item.

Parry
This option causes the character to defend exclusively, greatly reducing the amount of
damage they take from physical attack, but voiding any hitting of their own.

Back Stab

This is available only to a Thief or a Ninja, and can be a highly effective form of secretive
attack. However, if the attempt to back stab is discovered, the character is in no position
to defend well and can be struck_easily by the monster.

Confront

This is a dangerous option! [t causes the character to attract attention to themselves,
thus drawing attack away from others. This is only wise for good fighters to try. A
confronter is struck_by monsters at an advantage, but also strikes them at an advantage.

Physical fighting skill is determined by class, strength, coordination and [evel.
Coordination, class and level determine whether a hit is successful, and strength and level
combined with the wielded weapon's hitting ability determine the amount of damage
inflicted. Al items will inflict damage, though they may prove to be poor weapons. 4
character without any wielded weapon will still fight if engaged, but at a severe
disadvantage. The exception is a Ninja, who strikes easily with bare wielding hand!

PicKing Up Items

While in battle, characters may pick up an item near themselves by moving the mouse
over the item. If the cursor becomes a hand, clicking the mouse button will pick up the
object. A character has a limited reach, and must be close to an object to be able to
retrieve it.

Throwing Items

If a character icon's status bar is visible below the icon, clicking in the miniature wielded
weapon icon and dragging will draw out a dashed [ine with the miniature icon on the
leading end as the mouse pointer. Depending on the throwing character's level and skill,
the [ine may be difficult to aim. Releasing the mouse will throw the wielded item along
that line. The item will travel the length of the line and stop unless it strikes an



intervening icon. Any icon struck will suffer damage and stop the item, including other
party members. ‘The item will then remain lying on the screen where it dropped until a
character picks it up. Throwing is always dangerous, because it temporarily leaves the
character without a wielded weapon.

Shooting Arrows

If a character is wielding a bow (indicated by the miniature bow icon in the status bar
beneath the character’s icon), clicking in the miniature icon and dragging will produce a
dotted line which ends in an arrow. When the mouse button is released, the character
will attempt to fire an arrow. This will only be successful if the character is actually in
possession of any arrows, and again, the line may be difficult to aim, depending on the
character’s level and skill

Armour Class

A character’s AC (Armour Class) is a value determined from their natural coordination
(quickness), and any armour and magical clothing they are wearing. The lower the
armour class the better! This value is used to determine whether or not a monster
succeeds in hitting the character when it attacks.

Ending the Battle

If a party member is knocked unconscious, their icon will become immovable. If all party
members are Killed or rendered unconscious during a fight, they will be placed in the
current position in the Citadel, and you will be returned to town, to recover the party
somehow or form a new one. Should all the monsters be destroyed, Rowever,
congratulations! A Spoils and Bounty screen will appear, detailing the damage sustained
by each party member, the experience points gained, and any items found on the
monsters. These will be left lying on the ground in the view window when the game
returns to the castle screen.
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Using Magic

Maygic plays a very important role in Citadel Every character has the opportunity to cast
magic, using scrolls. Scrolls can be found throughout the Citadel The ability to
memorize magic spells is what sets Wizards and Clerics apart from the other character
classes. Wizards may copy the contents of scrolls into a spell book, once they have located
one, from where they may read and memorize it many times over. Clerics receive their
spell casting ability through meditation and prayer.

Casting Spells

The method for casting a spell is simple. After selecting a character to cast the spell,

either pull down the menu which kas the character’s name as its title, or click and hold
the mouse button down over the status bar below the character’s icon until the pop-up
menu appears. On either menu, the item Spells and Scrolls” will appear. Dragging
down to this will reveal a hierarchical menu, which contains all the scrolls the character
has, and also all the spells they have memorized. Selecting one of these will read the
scroll, or cast the spell.

There are two types of attack spells: Area and Range. Area spells apply over an area
determined by the spell caster’s level. Range spells are focused in a “beam”, the range and
strength of this is determined by the spell caster’s level. Range spells are quite capable of
injuring other party members. Avoid casting range spells through party icons!

Hints: - Al fight attack spells compare the spell caster’s level to the individual
monster's level and magic resistance. Each monster may therefore be
affected differently by the same spell.

- Some spells may affect only one person. If a spell of this type is cast
during a fight, the person to be affected must be within the spell caster’s
range circle.

- Some spells will only perform an action when in a certain venue (camp,
castle or fight). These spells will usually have a small mark preceding the
name in the Spells and Scrolls menu [ist.

Memorizing Spells (Wizards, Magi)

A Wizard (or Magus) may inkerit some scrolls at birth, and may buy some, at an
exorbitant price, from the shop. The only source of new scrolls, however, is in the Citadel
Once in possession of a scroll, the Wizard may cast it at any time, just like any other
character class. More use can be gained from the magic, however, by copying the contents
of the scroll into a spell book (which destroys the scroll). Once there, the Wizard may
memorize and cast it over and over again. Spell books must be found or won within the
Citadel, there is no othier way of getting one. Opening a spell book displays a complex
screen which allows the Wizard to memorize spells from the book, or copy new scrolls
into the book. Also, spells from within the book may be copied back onto scrolls, so any
class of character can use them. Note that this does not destroy the spell in the book.



Select a spell, and the usable butions will be enabled. “Memorize” will commit the spell
to memory. It appears in the Spells and Scrolls menu for future use. The amount of
time this process taKes is dependent on the level of the spell being memorized. Since the
Wizard requires complete concentration during the memorization, higher level spells
should not be memorized in the Citadel, because of the possibility of being discovered by
monsters. If the Wizard is interrupted before the memorization is complete, the magic is
lost.

To copy a scroll to the book, select a scroll in the pop-up Spells and Scrolls menu. To
create a scroll from a spell, select the spell and press the “Create” button. In order for the
creation of the scroll to work, the Wizard must be holding a sheet of vellum while
wielding a special ink and quill (all available from the shop in town at a premium price).

Danger!

Any time a Wizard or Magus deals with a spell of a higher level than themselves, they
risk destroying the spell, erasing it from the book, and probably injuring themselves in the
bargain.

Memorizing Spells (Clerics, Shamen)

Cleric classes gain their magic through meditation, and then commit the magic to a
specific spell. Any Cleric or Shaman has, in their pop-up menu (selected by clicking and
holding on the status bar beneath the character icon), an item [abeled “Meditate...". This
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brings forth a window (ike the one above. One of four Kinds (or elementals) of magic may
be prayed for at one time: earth, wind, fire or water. These are represented by the four
symbols across the top of the window. Select a button within the “Meditate” box
corresponding to the desired symbol, and the meditation process will begin. After a delay
of some time, the symbol for that elemental will be added to the stack of elementals along
the top of the window. Depending on the elemental being prayed for, this may take
anywhere from 1 to 4 hours.

To create actual spells, select one or more elementals from one or more of the four types.
The elementals will move from the stacks to form a “word” within the text box. Once
the desired “word” of elementals is formed, click upon the “Memorize” button to
commit the spell to memory, and maKe it appear on the Spells and Scrolls menu item. If
the combination of elementals that form the “word” is incorrect, then no magic can be
formed from them, and they will simply vanish. Some of the earlier level combinations
which can be used to create Clerical magic are listed in Appendix A, which describes all
the spells available in Citadel.

Clerical magic has an advantage over Wizard magic in that elementals can be stocKpiled
for use while in camp, or a safe part of the Citadel, and then quickly converted into
particular spells desired at a (ater time.



Utilities

Mapping

Within the Citadel, there is one, and only one, map book. Finding and opening this will
allow you to map your progress through the catacombs. Pages in the map book represent
Levels of the castle, and you may flip through pages using the folded flap at the bottom
right corner of the page. It is up to whomever is mapping to maintain an accurate page
number for the castle level the party is on. Using the map booKk involves pointing the
mouse (which will appear as a pencil cursor), and clicking to make a mark_on the grid.
The type of mark depends on the setting of the Mapper menu: wall, torch wall, door,
locked door, pit, stairs up, stairs down, hall, special and note. To change the pencil to a
particular type of mark, simply pull down the Mapper menu, and select the desired
option. For convenience, the Mapper menu is a “tear off” menu, which will act as a
miniature window if pulled off of the menu bar (it is shown overlaying the Map Book_
window, above). The first seven types are simple: clicking in the grid with that option
selected in the menw, will place a mark of that type on the grid. When the menu is set to
*hall’, clicking the mouse will erase the grid block under the mouse. Special may be used
to indicate any special features on a level to whomever is reading the map.
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window, above). The first seven types are simple: clicking in the grid with that option
selected in the menu, will place a mark of that type on the grid. When the menu is set to
*hall’, clicking the mouse will erase the grid block under the mouse. Special may be used
to indicate any special features on a level to whomever is reading the map.

The final type of mark, ‘Npte, " deserves special mention. When a note mark. is placed
on the grid, a text box appears, and you may type up to 64 characters worth of
information into it. Two buttons allow the note to be saved Permanent’ to file,

Temporary” until the page is changed or the game ended. You may also use the Delete’
button to remove a note. When the Mapper menu is in the note mode, any locations

which have notes attached to them will appear with a small “N” at the location.

Customizing Citadel

Under the “File" menu, there is a “Preferences...” item. This item displays a screen
which allows you to change several of Citadel’s parameters

X Sound [] Speech

X Party Icon Popup Menus
[]Drag Icons With Titles

X Icons in Menus

Cizade(© Preferences

Clicking in one of the checkboxes enables or disables a particular preference:

Sound: When enabled, all sounds in the game will be heard at the current speaker
volume (set in the Control Panel under the Apple menw).

Speech: When enabled, certain messages to the characters will be spoken by Citadel. In
order for this to function, the MacinTalk system file, provided by Apple, must be in the
System folder of the startup disk.

Party Icon Pop-Up Menus: This preference determines whether or not you can produce
a pop-up menu by clicking and holding on the status bar beneath the character icons, as
described above. This pop-up menu is identical to the menu which appears in the menu
bar and has the name of the current character as its title. If the Party Icon Pop-Up
Menus item is disabled, the only method of seeing this menw is to use the one in the
meny bar.

Icons in Menus: With this preference turned om, the Items menu will display the iconic
representation for all the ofjects listed therein.

Drag Icons with Title: Enables an item’s or character’s name being drawn beneath a
dragging icon. This may also be toggled while dragging icons, by pressing the Option Key.

Utilities

Finally, Citadel provides some utilities which may come in handy during the game. The
“Utilities” item is available under the “File” menu. Selecting this item will bring forth
a window which contains four buttons:

Transfer Character: This item will take a character in the current game, and copy that
character to anotfier saved game file (see ‘Starting from a Saved Game®, in the ‘Starting
Citadel” section). This is done to facilitate moving characters between games. Important
items cannot be transported, nor will the character’s bank account be copied.

Print Character: This option will print an expanded version of the character information
window, showing icons of carried items and contents of pockets in small icons.

Print Map Page: This button will print the page to which the mapper is currently
turned, complete with the map legend. This is only available when the map book has
been opened.

Reset Windows: This button will move all Citadel windows to a default position on the
screen. This is most useful when the program has been run on a Mac IT with a large
screen, possibly resulting in some windows being located out of reack on a normal screen.

( Transfer Characters...

( Print Map Page

)
( Print Character... |
)
)

( Reset Windows

Citade(© Utilities
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\ Appendix A - Spells

. The pages that follow contain a [list of the spells available to Wizards, Magi, Clerics and

. Shamen in Citadel The first 3 levels also contain the elemental magic symbols required
" by Clerics and Shamen to construct the spell (certain of these spells are not available at all
to Clerics. These are [isted as n/a).

Level 1
Name Where Notes
Haelen ak Heal light wounds. Affects one person.
£y
Fortis au Defense spell, lowers recipient’s armour class.
aq) Affects one person.
Bless Maze Special spell, casts a shield of protection over
&Q objects at the location the spell is cast.
Protects from wandering monsters for 1 four
times the spell caster’s level. Returning to the
objects nullifies the spell.
Level 2
Name Where Notes
Percer Fight Attack spell, reduces armour class of monsters
\IIQ making them easier to hit. Area spell.
Haelan AL al Heal light wounds. Applies to entire party.
EYP
Levitas an Special spell, lifts entire party off ground.
(n/a) Allows a party to float over pits, and carry
any number of dead people.
Accelerare Fight In a fight, party icons can be moved farther
(n/a) once this magic has been cast.
I'g Divine an Always successful form of regular divination.
i EpY
A
2
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Level 5

Level 3
Name Where Notes
Gestun Fight Attack spell, blast of wind. Light damage to
& \I;Q all monsters.
Cicatrize au Heal medium wounds. Entire party affected.
EYYP
Slo Potionis aln Healing spell, slows the rate of hit point [oss
& (I)E of poisoned character. Potency affected by
caster’s level. Affects one person.
Spice an Conjures up objects. Item is selected randomly
from a fist, dependent upon caster’s level.
Sumos Castle Summon monster to join the party, if there is
room (less than 6 party members). Type of
monster depends on caster’s level. Monsters
will not leave dungeon (return to tavern, etc.),
and will run off if left behind or if split
parties are switched between.
Level 4
Name Where Notes
Faer Fight Attack spell, slows monsters, making them
indecisive and less prone to move or attack,
Area spell.
Fortis AL al Defense spell, affects whole party, see Fortis.
Locatus an Special Spell, allows the caster to determine
the current level within the Citadel, and how
many ‘blocks’ the party is from the entrance
as an x,y position appropriate for use with
Mapper.
Veikr Fight Attack spell, reduces monster strength and
ability to hit. Range spell.
Cista Castle Special spell, conjures a magic chest. This

chest fas four pockets which accumulate no
encumbrance (i.e. putting items in the chest
does not add to its weight). There is only one
of these chests, so casting the spell a second
time will remove the chest from wherever it
was, and cause it to appear at the feet of the
spell caster, with all contents still intact.

Where Notes
Fight Weakness spell, see Veiky. Area Spell.
an Healing spell, strong curing spell affects whole
party.
Aau Special Spell, see Bless. Time multiplier is one
Fight Attack spell, freezes monsters to one location,
S0 they cannot move to attack. Area Spell
Fight Attack spell, creates missiles which may be
aimed at monsters. Range Spell.
Level 6
Where Notes
Learned in Castle Dispel Monster. When leamed, displays [ist
or Camp. Cast  of monster types, of which 1 can be selected.
in Fight Places a spell in “Spells ¢ Scrolls” menu
which, when cast in fight, will dissolve all
monsters of that type.
al Curing Spell, awakens a person who has been
rendered unconscious.
Fight Defense spell, makes a party member invisible
for a duration of time based on caster’s level.
Monsters who have Keen senses may still be
able to detect their presence by smell, sound,
ete.
Fight Attack spell, Range spell version of Faer.
Castle Special Spell, causes caster to make one

attempt to open a door at a bonus skill level
(ke a high level Thief or Njnja). Failure does
not indicate that succeeding attempts will fail,
but does generate noise, which might attract
monsters.
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‘ Name

Level 9

Level 7

Name Where Noptes

Gifan Shift al Cure spell, cures blindness.

Anti-Magic Fight Attack spell, reduces monsters’ resistance to
magical attacks Area Spell.

Dopplegang Fight Attack spell, creates duplicate of one party
member for a duration of time based upon the
caster's level. Only one doppleganger may
exist at one time. Any damage or injury done
to one is simultaneously inflicted on the twin.
Doppleganger disappears when fight ends.

Schatern Fight Attack spell, reduces a monster’s ability to
defend against attack, see Percer. Range Spell.

Hold Portal Castle Conjures a locKed door in a doorway or
archway.

Level 8

Name Where _Noptes

Np Potionis an Cure spell, cures poison.

Striken Fight Attack spell, lightning strike on monster.
Range Spell.

Morale Fight Defense spell, boosts morale of party. As a
result, characters will do more damage while
fighting. Duration based on caster’s level.

Scrincan Fight Defense spell, reduces range the monsters can

strike within. Area Spell.

Where Aptes

Percer Magic Fight Attack spell, range version of Anti-Magic.

Fyr Striken Fight Attack spell, fire storm. Heavy reduction of
all monsters’ kit points.

Blast Portal Castle Special Spell, attempts to permanently blow
open a door. Very noisy and attracts
wandering monsters.

Bricg Pytt Castle Special Spell, permanently fills most pits. Pit
to be filled must be directly in front of party.

Level 10
| Name Where Notes
- Cleric Touch an Healing spell, very high level Haelen.
' Invidere AU Fight Defense spell, makes entire party invisible for
duration of the battle.
Wish aun Special Spell, allows the caster to modify

almost any characteristic or attribute of any
member of the party.
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Glossary

AC (see Armour Class)

Alignment describes, to a degree, how a character will tend to act. There are three
alignments: Good, Neutral and Evil. If a character acts against their alignment (if a
good character Kills in cold blood, for example), they may be punished.

Armour Class is an indication of how difficult the character is to hit. A character's
armour class is dependent upon several factors, such as their coordination, or what
armour they are wearing. The lower the armour class, the better (i.e. the more difficult to
hit).

Class refers to the profession of a character: Fighter, Shaman, Cleric, Thief, etc.

Damage refers to the number of hit points which have been inflicted upon a character.
Death occurs when a character’s kit points reach zero (0). The character may, of course
be raised from the dead once this happens, subject to certain conditions (see Raising).
Diyine is the ability of Clerics to determine the presence of good or evil, objects, traps, and
other interesting things. The Divine command appears in the pop-up menu from the
character’s icon.

Double Clicking involves pressing the mouse button twice in rapid succession over an
object. In Citadel, double clicKing on an object or character is often a shortcut for
selecting (by single clicking) and choosing a menu item.

Dragging involves depressing the mouse button over an object, and holding the button
down while moving the mouse to another position on the screen. The usual response in
Citadel when something is dragged, is for the object to appear to “float” off the screen
while following the mouse around.

Dwarves are a strong, squat race, who make their dwellings underground, often in large
cavern cities. They are excellent miners and hard workers, though they tend to by dour,

with little sense of humour. Always bearded (even the women!), dwarves are suspicious
and often gruff to strangers, but are loyal and brave when befriended.

Duweomer is the presence of magic in an item or person.

Elves are a fappy, nature-loving race of people. They are small and generally lithe and
graceful. They are full of life, and [ove humour and practical joKes. Although suspicious
of strangers, they are very loyal to their friends.

Encumbrance is a measure of the “bulKiness” of an object. This value taKes into
consideration both how heavy an object is, and how unwieldy or awkward it is to carry.
Experience Points are rewards given for exceptional performance of the activities for
which a character’s class specialize. A Fighter will gain experience points for slaying
monsters, while a Cleric will gain experience for healing the party. A character must
achieve a certain number of experience points before they can graduate to the next level.
G.P Gold Pieces (see Gold).

Gnomes, while they look similar to Dwarves, share the Elves' wit and sense of humour.
Gnomes are quite loyal, but are always slightly distrustful of even friendly humans (they
call them “big folk).
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Gold is the system of currency used in Citadel It is measured in pieces (i.e., an item will
be worth a certain amount of Gold Pieces).

Hierarchical Menu is @ menu which has a subordinate menu attached to one of its items.

The item which has the submenu attached to it will be marked with a triangle at the

right side of the menu. Selecting that item from the menu will cause the submenu to
*pop out” from the side.

Hit Points are a representation of how much punishment a character can take before
dying. it points are usually given in the following form: current it points / maximium
available kit points.

Hobbits are a small race, distinguishable by the tufts of hair that grow from the tops of
their feet. Peaceable and a trifle lazy, a hobbit would prefer to talk his way out of a
situation, rather than fight. They are exceedingly loyal, however, and, if called upon, can
display astonishing bravery.

NEC (non-player character) is a character pre-designed in the game to act independent of
player control in some situations. NPCs may be encountered at any time and act in a
hostile or friendly manner towards the party. Most can be selected to Join the party and
will present an “Inguire...” item in their name menu for communication.

Zarty is a group of adventurers, who band together for fortune and fame, as well as for
increased protection within the Citadel. Often, lone adventurers will wait at the Tavern
to join a party.

Pop-Up Meny is a menu which does not appear in the menu bar, but exists within a

rectangle (usually containing its title) elsewhere on the screen. Clicking in this rectangle
will cause the pop-up menu to appear.

Raising a character in Citadel involves bringing a character back from the dead. This feat

can only be performed by the Clerics in the Temple, or by using a magic spell. Each time
characters are raised, their Realth score will drop by 1 point. If at any time this score
falls below 3, raising them once they are dead will become impossible.

Tear-Off Menu appears as a normal menu on the menu bar. When you pull the menu
down, however, and move the mouse outside of the menu rectangle, the entire menu will
“tear off” from the menu bar, becoming a miniature window.

Trap is a mechanical or magical device which may be triggered by adventurers in the
Citadel, usually causing damage to them. Traps may be defused by Thieves.
XP (see Experience Points).

| Final Notes

Please be certain to select "Save As..." from the File menu occasionally. This will ensure
that you can start again after a fatal mistake without losing too much. You may .'Sfm
As.." using the same name as an existing file (you will be asked to canfmn' your decision)
' in which case the old file will be replaced with the new one. Citqc{d will not '[zt you
replace the file you started up with. Xeep a copy of the original ‘Citadel Save ﬁk'so
that you may start from scratch at a [ater date, or continue adventuring after completing
Citadel (a completed game no longer admits you into the castle).

Some Keyboard shortcuts:

—  Shift Key pressed when selecting a character icon in Tavern
will force the icon into the party, and vice versa.

—  typing a number 1 through 6 will often, though not always,
select a new active character throughout the game.

— the "Done” button in the different Town venues can be
selected by pressing Return, Enter, or Tab whenever it
contains an inmner ring.

—  hold the Command (Apple) key while dragging a character
icon in Camp or Castle to avoid selecting as the new active
character.

— double clicking an icon in the Items window in Camp or
Castle will act as if selecting the center button (usually
marked ‘Open’). If the object has no special function the
“Examine’ dialog will appear instead. Option Key-double
click will always force the "Examine” dialog.

—  Shift key pressed with Mouse Arrows" turned on (under the
Options menu in Castle) gives the alternate set of movement
arrows.

—  Space Bar pressed in Fight will speed the action along while
it is held down.

— Command (Apple Key) -I will open the active character's
information dialog (except in Fight).

—  press Return when wishing to quickly exit a dialog window.

—  press Option while dragging any icon to toggle its name on
and off.

—  press the Tab Key during a Fight to freeze the action. CLick.
the mouse button to continue.



Some mouse shortcuts:

— Double clicking a character icon will open the character's
information dialog anywhere but in a Fight. In Camp or
Castle the Items window will open first if not visible.

— dragging a gold sack from a character's information block in
the Bank to the banKer himself is a quick way to deposit.

— open doors by clicKing on the door handle. Passing the
cursor over the Keyhole of a locked door will quickly show if
the active character carries the appropriate Key (the cursor
changes to a Key shape).

— click and hold in the box beneath a character's icon in Camp,
Maze, or Fight to ‘pop-up' their name menu. Click and drag
the small icon in this same box as a shortcut to dragging the
wielded item from the Items window.

Some objects allow their name to be changed or their icon to be customized. Use this
feature to personalize important items for yourself.

Finally, Keep in mind that this is a place of magic and wonder — not oll will appear as it
truly is. Experiment. Try things. Allow NPCs you may meet to join your party if they
so choose (you may wish to travel with only five in your party to facilitate this) and use
“Inquire..." often. Overlook no source of Knowledge or power. Take some chances. Use
the mouse to manipulate item icons, pictures on the screen, or anything you see in the
View window.

You just might be pleasantly surprised.

Or in BIG trouble.

Either way, we wish you luck.
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