


















randomly a value of 8 or better to hit the skeleton in 
the chest. The AIM command increases the likelihood of 
hits for one turn. 

DEFEND VALUE: The Defend Value is made up of two 
factors: the protection the warrior has (armor and magic) 
and the evasion capability of the warrior, which 
increases with warrior Level. The Defend Value is used to 
determine the Fight Value (below). 

FIGHT VALUE: The Fight Value is the total of the 
Attack Value and the Defend Value. It is used in 
determining the amount of experience granted to a warrior 
for a successful encounter. The Fight Value of the 
warrior is compared to the total Fight Values of all the 
opponents defeated. The higher a warrior's Fight Value, 
the less experience he or she gets for a given battle. 

TREASURE: The amount of treasure carried is 
displayed. If a star appears, the treasure pouch has been 
stolen by the thief. 

TOTAL DEFENSE: The total amount of damage the 
warrior can sustain. The higher this amount, the longer 
the warrior will last. Total Defense is increased with 
each new warrior Level. 

ARMOR DEFENSE: While armor can only stop. four points 
of damage per blow, it can continue to do so until it has 
absorbed a total (all body areas) of 100 points of 
damage. After such abuse, it becomes useless and must be 
repaired. 

AREA FACTS: Each area of the body has a certain 
level of armor protection and ability to withstand 
damage. The Area Facts shows the points each area can 
take. For example, if the warrior is hit in the head for 
five points of damage, the armor absorbs four. The head 
condition will be decreased by one point, as will the 
total defense value. If the Total Defense or any part of 
the body reaches zero, the warrior dies. Body strength is 
increased with each new warrior Level. 
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SCREENPLAY'S RETURN AND EXCHANGE POLICY 

Screenplay will REFUND the purchase price of 
any Screenplay game within 14 days of initial 
shipment. No refunds will be granted after 
this time. DEFECTIVE MERCHANDISE will be 
replaced free within ninety days of shipment. 
Any defective merchandise can be ECHANGED for 
other merchandise of equal or lesser value with­
in the ninety day period; Merchandise returned 
more than ninety days after shipment will be 
replaced on payment of a $5.00 service charge. 
All merchandise must be returnea in acceptable 
condition, include all books, coupons, tapes 
and disks, with proof of purchase. Shipping 
charge is not refundable. 


