
































As an aid to quick movement, the W-A-D cluster of keys can be used in 
place of the F-L-R arrangement. If you place your left hand above the S key 
you will see that your middle three fingers fall onto the W-A-D cluster. To 
move in any direction, press with the finger that points to that direction. To 
turn left, press the leftmost finger . To turn right, press the rightmost finger . 
And to go forward, press the center, forward finger. With a little practice you 
will find this arrangement to be very handy and natural, as you can keep the 
fingers of your left hand on the keys at all times, and use a finger of the right 
hand to press K. 

As you move through the maze you may find many interesting things, and 
messages and questions may appear. You may also encounter monsters, in 
which case combat may ensue . 

It is a good idea to keep a map of the maze. This lets you get back to the 
exit. Also, be aware that there are secret doors which you rarely see, but you 
can get through by trying to Kick it . If there is a door where you Kick, you11 
go through. Otherwise you will stub your toe! 

As was mentioned on page 26, the l)nspect area option lets you search the 
maze for the bodies of slain adventurers. When an entire party is wiped out 
(no one makes it back to the castle, and the cemetery is displayed) the bodies 
may or may not be eaten by the monsters. The most likely consequence is 
that a body will be stripped of some gold and equipment and left where it fell. 
Remember, this does !)Pt apply to disbanded party members. They will never 
be stripped or eaten. The KANDI spell may be used to locate dead or 
disbanded adventurers. 

When you l)nspect an area, a search is made for all charaders in the same 
area as the party. A character is in the same area if you can get to it without 
going through a door. So, it must be in the same room or corridor as you are. 
If characters are found, they will be displayed with a number to the left. You 
can then press "P" to pick one up or "L" to leave. Whe·n you press "P", you 
will be asked for the number of the character to pick up. When a character is 
picked up he or she is added to the party, and so if the party is six strong, 
you cannot pick up any more party members. 

Once back in the castle, the normal Temple donations can be used to 
obtain the correct spells for revival of dead characters. 

A direct consequence of this is that any character you don't want any more 
because he died and is somewhere in the maze, has to be deleted via the 
Training Grounds. If you do not delete him, space will be wasted on disk and 
may not be available to others. Also, since dead characters are taken away 
from the party by the guards when the party returns to the castle, it is a good 
idea to strip them of items and gold before returning to the castle . If the 
character cannot be raised from the dead, and is dead forever , the Tempie 
will sacrifice all he has to the gods, because he obviously did something to 
deserve not being restored! 
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Combat 

Without some sort of challenge , Wizardry would just be a game of 
mapping. And, after all, who gathers all the money in the maze together so 
that the characters can get it all in nice packages? That's right, it's the job of 
the hard working, and hopefully luckless, monsters. Thus, every so often 
your party will encounter monsters. They may be wandering around like you, 
or they may be inhabitants of a room that you have just entered. In any case , 
since monsters do not generally like the habits, morals, and taste in armor 
and weaponry of characters, and because they really do like the smell and 
taste of a good "leg of adventurer", it is likely that a fight will take place. 

When you have encountered monsters, a message to that effect will 
appear. In a few seconds that will be· replaced with the names of the monsters 
that are opposing you, as well as a full color picture. 

For each GROUP of monsters, and there can be four of them, you will be 
told the group number of the monsters, how many· there are, what they 
appear to be, and, in parentheses, how many are able to attack the party. 

It is 'interesting to note that you do not always know exactly what the 
monsters are! Most of the time you will be told what they look like, and later 
on in the melee you will find out what they really are. There is a small chance 
that if your party is of GOOD alignment (no evils and at least one good 
character), the monsters you meet may be friendly and will i"nvite you to pass. 
If not, combat will ensue. Combat consists of a series of rounds, during which 
each character and monster can do a single activity. First, the computer 
decides what the monsters are going to do. You may notice monsters moving 
forward in order to attack you. Monsters in group 1 are the closest to you, so 

1) 3 BUSHWACKERS (3) 
2) 5 ZOMBIES (5) 

*' 
3) 5 SLIMES (5) 
4) 2 SLIMES (2) 

MAHLER'S OPTIONS 
F)FIGHT S)PELL P)ARRY 
R)UN U)SE D)ISPELL 

CHARACTER NAME CLASS AC HITS STATUS 
1 MAHLER G-PRI 4 8 8 
2 AURELIUS N-FIG 4 9 9 
3 FEARLESS FRED G-PRI 4 8 8 
4 NATTICK N-THI 6 5 5 
5 BLASTUM G-BIS 6 5 5 
6 MEPHISTO N-MAG 9 3 3 
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they have the best chance of being able to physically attack you, and physical 
attacks by characters have a better chance of hitting them. Spells can be cast 
without penalty by any monster in any group which has the ability to cast 
spells, thus spell casting monsters will generally hang back, where it is harder 
for your fighters to attack them. Similarly, the first 3 characters in your party 
automatically defend the second three (if any). This means that the second 
three cannot be attacked physically. It also means that they cannot physically 
attack monsters. 

COMBAT OPTIONS 

After the monsters have made their decisions, it is time for you to select 
the activities your characters will engage in. In the area where the active 
spells were displayed, a list of options will be presented for each character . 
Just as in other areas of Wizardry, options can be selected by pressing a 
single key. The options are : 

F- Fight a monster. If more than one group of monsters oppose the party, 
you will have to press the number of the group you want to fight. 

P-Parry. You use your weapon as a tool of defense . Makes you harder to 
hit . 

1) 3 BUSHWACKERS (3) 
2) 5 ZOMBIES (5) 
3) 5 SLIMES (5) 
4) 2 SLIMES (2) 

MEPHISTO"S OPTIONS 

SPELL NAME 1)HALITO• 

CHARACTER NAME CLASS AC HITS STATUS 
1 MAHLER G-PRI 4 8 8 
2 AURELIUS N-FIG 4 9 9 
3 FEARLESS FRED G-PRI 4 8 8 
4 NATTICK N-THI 6 5 5 
5 BLASTUM G-BIS 6 5 5 
6 MEPHISTO N-MAG 9 3 3 

S-Spell. You enter the spell you wish to cast, and if you can cast it, you 
may be asked which group or person you wish to cast it on. 

U-Use an item. A list of your items that can cast a spell are displayed and 
you can use an item by pressing the number of the desired item. Or you can 
press RETURN to try another option . You may be asked the further 
questions needed to direct the spell to the proper recipient. 

R-Run! Using this option causes the entire party to try to run. There is a 
chance your party won't get away, which is dependent on depth in the maze, 
party size , etc . If.you don't get away, the monsters may chase you through 
several rooms, so running can get you lost! 
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1) 5 WIERD HUMANOIDS (5) 
2) 5 CREEPING CRUDS (5) 

FEARLESS FRED"S OPTIONS 
DISPELL WHICH GROUP ? 

YOU SUPRISED THE MONSTERS' 

CHARACTER NAME CLASS AC HITS STATUS 
1 MAHLER G-PRI 4 14 16 
2 AURELIUS N-FIG 10 9 19 
3 FEARLESS FRED G-PRI 10 25 25 
4 NATTICK N-THI 6 17 17 
5 BLASTUM G-BIS 8 17 17 
6 MEPHISTO N-MAG 10 12 12 

D-Dispell. This option is only available to Priests, and high level Bishops 
and Lords. It works only against the "Undead" (Zombies, Mummies , Skele­
tons, Wraiths, etc.), and causes some of them to disintegrate . The effective­
ness of Dispel! depends on how powerful the dispeller is and how resistant 
the dispellees are . Like Fight , you have to specify the group you are 
attempting to dispel!. 

What happens when you stutter during spell casting 
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If you make an error entering the activities you want your characters to 
perform, there are several ways you can make a correction . If the option 
requires more information, such as a group number, you can press RETURN 
to cancel the selection and make another. If, however , the computer is now 
asking for options for the next character, you can press "B" to go B)ack to 
the beginning and re-enter activities for all the characters. 

After you have selected activities for all the characters, you will be given 
one last chance to change your mind. At this point, you can press RETURN 
to commence fighting out the round, or press "B" to go back and re-enter 
activities all over again. 

When all this is done, the computer will mediate the combat. Actions as 
they occur will appear in the message area. It may be that your character will 
be killed or incapacitated before he has a chance to do what you wanted him 
to. At the end of the round the statuses are replotted . Dead or· incapacitated 
characters are shifted to the back of the marching order. Monster groups 
totally destroyed will disappear and the other groups will shift up. (If you are 
fighting three groups and you kill off group 1, then the second and third 
group would shift up to become the first and second group.) Remember that 
the number after the monster name in parentheses is the number of live 
monsters that are active . For example : 

7 BUSHWACKERS (4) 

means there are seven live Bushwackers of which only four are able to fight. 
Perhaps you cast a Katina spell and three fell into a coma? 

This entire process repeats itself until either all of the party is dead (in 
which case it is off to the cemetery as you have made a tasty snack for the 
monsters) , or all the monsters are dead, in which case all the survivors get 
loot and experience. 

A Reminder- Dead or Incapacitated characters are not left in the 
maze , but are automatically carried by surviving party members. 
Only when the entire party is slaughtered or disbanded are 
characters left in the maze. It is these unfortunates who can be 
searched for via the l)nspect area option and the Kandi spell. 

The experience each character gets will be plotted where the monster 
names were listed , and the gold and items found, if any, will plot in the. 
message area . 

However, there may be one slight problem! The treasure may be in a 
chest, which you will have to open. And there may be some sort of trap in the 
chest. However , chests can hold a lot more loot. 

32 

How not to open a chest 

OPENING TREASURE CHESTS 

If a treasure chest is found, you will have to try to open it . A chest will be 
displayed, and you will have the following options. Each will ask you who is 
doing the action, and you will have to enter the # of that person. 

0-0pen the chest. If you think the chest is not trapped, then just open it! 
But, if it is trapped, watch out! 

FOR KILLING THE MONSTERS 
EACH SURVIVOR GETS 1060 
EXPERIENCE POINTS 

A CHEST' YOU MAY 

O)PEN C)ALFO L)EAVE 
l)NSPECT D)ISARM 

CHARACTER NAME CLASS AC HIT S STATUS 
1 MAHLER G-PRI 4 8 8 
2 AURELIUS N -FIG 4 8 9 
3 FEARLESS FRED G-PRI 4 8 8 
4 NATTICK N -THI 6 5 5 
5 BLASTUM G-BIS 6 5 5 
6 MEPHISTO N-MAG 9 3 3 

33 



I-Inspect the chest. There is a chance that inspecting the chest will set off 
the trap (if there is one) , but the chance is much lower for Thieves. If you 
inspect, you will be told what you THINK the trap is . But it may not be that 
at all! Each person can inspect only once. 

C-Calfo Spell. This spell is a priestly spell that determines the correct 
trap 95% of the time . Only a character who knows the Calfo spell , and has a 
spell point to cast it with, may use this spell. 

0-Disarm the trap. You will have to enter what trap you think it is , and 
you had better not make any spelling mistakes . If you enter the wrong trap 
name , and the trap goes off, you may be in trouble. 

L-Leave the chest alone . You don't get the loot but you don 't set off any 
traps, either! 

After the chest has been opened, the loot will be distributed. Gold will be 
evenly divided between surviving characters, and any items found will be 
distributed randomly. It is a good idea to leave one or two of your item slots 
open so that you get your fair share . 

After the combat , it may be a good idea to C)AMP and cast a few 
restorative spells if anyone got hurt. Otherwise it's onward ever onward! 

Tips for Beginners 

-Balance your party. When first starting out, have a party of 2 fighters , a 
priest, a thief, and 2 mages. This is the strongest party you can make out of 
level 1 to 3 characters. 

-Remember that "Discretion is the better part of Valor. " A good motto for 
beginning adventurers might be "He who quits and runs away, lives to 
fight another day." It is inevitable that you will eventually meet a group of 
monsters tougher than you are. If party members start dropping right and 
left , run for it . 

-Use your spell casters wisely. When fighting monsters, have them use 
"KA TINO" to knock out the opposition so that you can slit their throats. 
Of course , this may not work against some monsters, and these you 
should run from until you are more powerful. 

-If anyone gets hurt, or if you use any spells, get out of the maze as fast as 
you can and recuperate. The best way to build up character is to dash into 
the maze, fight one encounter and run out again. 

-Make accurate maps, and check them constantly. Be wary of nasty tricks 
designed to create inaccurate maps. Maps are especially useful if you are 
running away from monsters a lot. 
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Magic 

The acquisition and use of magic items is of paramount importance to the 
successful adventurer. A good magic item can be worth any price in certain 
situations. 

Magic items range from one-use potions and scrolls to some of the most 
powerful artifacts known . Some are available in the Trading Post , but most of 
the really important ones can only be found in the depths of the maze, usually 
guarded by fearsome monsters. 

Magic items may do many things. Generally they will do one or more of the 
following: 

-Cast a spell 
-Alter armor class 
- Alter fighting ability 
- Protect against certain monsters 
- Work better against certain monsters 
-Give the user special abilities 
-Be usable only by certain characters 

There are some magic items that will do other things. These capabilities will 
only come to light when they are used . 

When magic items are first found in the maze , their true nature is not 
known . Only Bishops or the Trading Post can identify them. Even so, some 
items may have hidden attributes . Some items are Cursed. When you have a 
cursed item in your possession and you equip, you will be forced to use it! 
This usually has detrimental consequences, especially when your sword 
decides not to fight anymore! 

When a Bishop inspects an item, he takes a chance that he will touch it. If 
this happens he is forced to equip, and if it is cursed , too bad. 

While some items can cast spells, most spell casting is done by Mages, 
Priests and the like . There are 50 spells, divided into Mage and Priest 
categories. Each category is further divided into seven levels of power . The 
higher the level of the spell , the more potent it it . Each spell has a "power 
word" required to cast it , and when asked what spell is to be cast , this word 
must be entered . Following is a complete description of all the spells. For 
each spell , the name , translation, level , type of spell and area of effect are 
given. The type of spell refers to when the spell can be cast (Combat , Camp, 
or anytime) . 

/ 
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Priest Spells 
LEVEL 1 PRIEST SPELLS 

Spell Name : KALKI 
.. Translation : BLESSINGS 

Spell Level : 1 
Spell Type : COMBAT 

Area of Effect : THE PARTY 
KALKI reduces the AC of all party members by one, and thus makes them 

harder to hit. 
Spell Name : DIOS 
Translation : HEAL 
Spell Level : 1 
Spell Type : ANY TIME 

Area of Effect : 1 PERSON 
DIOS restores from one to eight hit points of damage from a party member. It 

will not bring dead back to life. 

.. 
Spell Name : BADIOS 
Translation : HARM 
Spell Level : 1 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER 
BADIOS causes one to eight hit points of damage to a monster, and may kill it . 

It is the reverse of DIOS. Note the BA prefix which means "not". 
Spell Name : MILWA 
Translation : LIGHT 
Spell Level : 1 
Spell Type : ANY TIME 

Area of Effect : ENTIRE PARTY 
MILWA causes a softly glowing light to follow the party, allowing them to see 

further into the maze, and also revealing all secret doors. See also LOMILWA. 
This spell lasts only a short while . 

Spell Name : PORFIC 
Translation : SHIELD 
Spell Level : 1 
Speil Type : COMBAT 

Area of Effect : CASTER . 
PORFIC lowers the AC of the caster considerably. The effects last for the 

duration of combat. 

36 

LEVEL 2 PRIEST SPELLS 
Spell Name : MA TU 
Translation : BLESSING & ZEAL(? translation uncertain) 

• Spell Level : 2 
Spell Type : COMBAT 

Area of Effect : ENTIRE PARTY 
MATU has the same effects as KALKI, but at double the strength. 

Spell Name : CALFO 
Translation : X-RAY VISION 
Spell Level : 2 
Spell Type : LOOTING 

Area of Effect : CASTER 
CALFO allows the caster to determine the exact nature of a trap on a chest 

95% of the time. 

• 

Spell Name : MANIFO 
Translation : ST A TUE · 
Spell Level : 2 
Spell Type : COMBAT 

Area of Effect : 1 GROUP OF MONSTERS 
MANIFO causes some of the monsters in a group to become stiff as 

statues for one or more melee rounds . The chance of success, and the 
duration of the effects, depend on the power of the target monsters. 

Spell Name : MONTINO 
Translation : STILL AIR 
Spell Level : 2 
Spell Type : COMBAT 

Area of Effect : 1 GROUP OF MONSTERS 
MONTINO causes the air around a group of monsters to stop transmitting 

sound .. Like MANIFO, only some of the monsters will be affected, and for 
varying lengths of time . Monsters and Party members under the influence of 
this spell cannot cast spells, as they cannot utter the spell words! 
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LEVEL 3 PRIEST SPELLS 
Spell Name : LOMILWA 
Translation : MORE LIGHT 
Spell Level : 3 
Spell Type : ANY TIME 

Area of Effect : ENTIRE PARTY 
LOMILWA is a MILWA spell with a much longer life span . Note that when 

this spell , or MILWA are active , the Q option while moving through the maze 
is active . If Q)UICK PLOTTING is on, only the square you are in, and the 
next two squares, will plot. Normally, you might see five or six squares ;;ihead 
with LOMILWA on . Quick Plotting lets you move fast through known areas . 
Note that it will be turned off when you enter camp or combat mode. 

Spell Name : DIALKO 
Translation : SOFTNESS/ SUPPLE(? exact translation difficult) 
Spell Level : 3 
Spell Type : ANY TIME 

Area of Effect : 1 PERSON 
DIALKO cures paralysis, and removes the effects of MANIFO and KA TINO 

from one member of the party. 
Spell Name : LA TUMAPIC 
Translation : IDENTIFICATION 
Spell Level : 3 
Spell Type : COMBAT 

Area of Effect : ENTIRE PARTY 
LATUMAPIC makes it readily apparent exactly what the opposing mon­

sters really area . 

" 

Spell Name : BAMA TU 
Translation : PRAYER 
Spell Level : 3 
Spell Type : COMBAT 

Area of Effect : ENTIRE PARTY 
SAMA TU has the effects of MA TU at twice the effectiveness. 
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LEVEL 4 PRIEST SPELLS 
Spell Name : DIAL 
Translation : HEAL (MORE) 
Spell Level : 4 
Spell Type : ANY TIME 

Area of Effect : 1 PERSON 
DIAL restores two to 16 hit points of damage, and is similar to DIOS. 

Spell Name : BADIAL 
Translation : HURT (MORE) 
Spell Level : 4 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER 
BADIAL causes two to 16 hit points of damage in the same way as 

BAD I OS. 
Spell Name : LATUMOFIS 
Translation : CURE POISON 
Spell Level : 4 
Spell Type : ANY TIME 

Area of Effect : 1 PERSON 
LATUMOFIS makes a poisoned pers~n whole and fit again. Note that 

poison causes a person to lose hit points steadily during movement and 
combat . 

Spell Name : MAPORFIC 
Translation : SHIELD (BIG) 
Spell Level : 4 
Spell Type : ANY TIME 

Area of Effect : ENTIRE PARTY 
MAPORFIC is an improved PORFIC, with effects that last for the entire 

expedition . 
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LEVEL 5 PRIEST SPELLS 
Spell Name : DIALMA 
Translation : HEAL (GREATLY) 
Spell Level : 5 
Spell Type : ANY TIME 

Area of Effect : 1 PERSON 
DIALMA restores three to 24 hit points. 

Spell Name : BADIALMA 
Translation : HURT (GREATLY) 
Spell Level : 5 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER 
BADIALMA causes three to 24 hit points of damage . 

Spell Name : LITOKAN 
Translation : FLAME TOWER 
Spell Level : 5 
Spell Type : COMBAT 

Area of Effect : 1 GROUP 
LITOKAN causes a pillar of flame to strike a group of monsters, doing 

three to 24 hits of damage to each. However, as with many spells that effect 
entire groups, there is a chance that individual monsters will be able to avoid 
or minimize its effects. And some monsters will be resistant to it. 

Spell Name : KANDI 
Translation : LOCATION 
Spell Level : 5 
Spell Type : CAMP 

Area of Effect : 1 PERSON 
KANDI allows the user to locate characters in the maze . It tells on which 

level, and in which rough area the dead one can be found . 
Spell Name : DI 
Translation : LIFE 
Spell Level : 5 
Spell Type : CAMP 

Area of Effect : 1 PERSON 
DI causes a dead person to be resurrected. However, the renewed 

character has but one hit point. Also, this spell is not as effective or as safe as 
using the Temple . 

Spell Name : BADI 
Translation : DEATH 
Spell Level : 5 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER 
BAD! gives the affected monster a coronary attack. It may or may not 

cause death to occur. 
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LEVEL 6 PRIEST SPELLS 
Spell Name : LORTO 
Translation : BLADES 
Spell Level : 6 
Spell Type : COMBAT 

Area of Effect : 1 GROUP 
LORTO causes sharp blades to slice through a group, causing six to 36 points 

of damage. 
Spell Name : MADI 
Translation : HEALING 
Spell Level : 6 
Spell Type : ANY TIME 

Area of Effect : 1 PERSON 
MADI causes all hit points to be restored and cures any condition but death. 

Spell Name : MABADI 
Translation : HARM (INCREDIBLY) 
Spell Level : 6 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER 
MABADI causes all but one to eight hit points to be removed from the target. 

Spell Name : LOKTOFEIT 
Translation : RECALL 
Spell Level : 6 
Spell Type : COMBAT 

Area of Effect : ENTIRE PARTY 
LOKTOFEIT causes all party members to be teleported back to the castle, 

minus all their equipment and most of their gold. There is also a good chance this 
spell will not function . 

LEVEL 7 PRIEST SPELLS 
Spell Name : MALIKTO 
Translation : THE WORD OF DEATH 
Spell Level : 7 
Spell Type : COMBAT 

Area of Effect : ALL MONSTERS 
MALIKTO causes 12 to 72 hit points of damage to all monsters. None can 

escape or minimize its effects. 
Spell Name : KADORTO 
Translation : RESURRECTION 
Spell Level : 7 
Spell Type : ANY TIME 

Area of Effect : 1 PERSON 
KADORTO restores the dead to life as does DI, but also restores all hit points. 

However, it has the same drawbacks as the DI spell. KADORTO can be used to 
resurrect people even if they are ashes! 
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Mage Spells 

LEVEL i MAG!: SPELLS 
.. Spell Name : HALITO 

Translation : LITTLE FIR~ 
Spell Level : -1 
Spell Type : ,COMBAT 

Area of Effect : 1 MGNS'fER 
HALITO causes a flame ~all the size of a baseball to hit a monster doing 

from one to eight hit P.Oints bf damage . · 
Spell Name : .MOGREF 
Translation : BODY IRON 
Spell Level : 1 
Spell Type : COMBAT 

Area of Effect : CASTER . 
MOGREF reduces the casters AC by two . The effect lasts the entire 

encounter. 
Spell Name : ·KA TINO 
Translation : BAD 'AIR 

~ Spell Level : 1 
Spell Type : COMBAT 

Area of Effect : 1 GROUP 
KA TINO causes most of the monsters in a group to fall asleep. KA TINO 

only affects normal animal. or. humanoid rnonster's. The chance of the spell 
affec~ing an individual monster' and "thl?' duratio'n of the effect is inversely 
proportional to the power of the monster . While asleep, monsters are easier 
to hit and successful strik~s do double d~mage! · 

Spell Name : DUMAP{C 
" Translation : CLARITY(? difficult to translate) 

Spell Level : 1 
Spell Type : CAMP 

Area of Effect : NOT APPLICABLE 
DUMAPIC informs you of the party's exact displacem'~nt from the stairs to 

the castle, vertically, and North. ahd East ,, and also tells you' what direction 
you are facing. 

. -~ ' . 

"' I 
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LEVEL 2 MAGE SPELLS 
Spell Name : OIL TO 
Translation : DARKNESS 

.,. Spell Level : 2 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER GROUP 
OIL TO causes one group of monsters to be enveloped in darkness, which 

reduces their ability to defend against your attacks. 
Spell Name : SOPIC 

" Translation : GLASS 
Spell Level : 2 
Spell Type : COMBAT 

Area of Effect : CASTER 
SOPIC causes the caster to become transparent. This means that he is 

harder to see, and thus his AC is reduced by four. 

.. 

LEVEL 3 MAGE SPELLS 
Spell Name : MAHALITO 
Translation : BIG FIRE 
Spell Level : 3 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER GROUP 
MAHALITO causes a firey explosion in a monster group, doing four to 24 

hit points of damage. As with other similar spells, monsters may be able to 
minimize the damage done. 

Spell Name : MOLITO 
Translation : SPARK STORM 
Spell Level : 3 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER GROUP 
MOLITO causes sparks to fly out and damage about half of the monsters 

in a group. Three to 18 hit points of damage are done with no chance of 
avoiding the sparks. 
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LEVEL 4 MAGE SPELLS 
Spell Name : MORLIS 
Translation : FEAR 
Spell Level : 4 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER GROUP 
MORLIS causes one group of monsters to fear the party greatly. The 

effects are the same as s double strength OIL TO spell. 
Spell Name : DAL TO 
Translation : BLIZZARD BLAST 
Spell Level : 4 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER GROUP 
DAL TO is similar to .MAHALITO except that cold replaces flames. Also, 

six to 36 hit points of damage are done . 
Spell Name : LAHALITO 
Translation : FLAME STORM 
Spell Level : 4 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER GROUP 
LAHALITO is an improved MAHALITO, doing the same damage as DALTO. 

LEVEL 5 MAGE SPELLS 
Spell Name : MAMORLIS 
Translation : TERROR 
Spell Level : 5 
Spell Type : COMBAT 

Area of Effect : ALL MONSTERS 
MAMORLIS is similar to MORLIS, except that all monster groups are 

affected. 
Spell t'Jame : MAKANITO 
Translation : DEADLY AIR 
Spell Level : 5 
Spell Type : COMBAT 

Area of Effect : ALL MONSTERS 
Any monsters of less than eighth level (i .e ., about 35-40 hit points) are killed by 

this spell outright. 
Spell Name : MADALTO 
Translation : FROST 
Spell Level : 5 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER GRO~P 
An improved DAL TO causing eight to 64 hit points of damage. 
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LEVEL6 MAGE SPELLS 
Spell Name : LAKANITO 
Translation : SUFFOCATION 
Spell Level : 6 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER GROUP 
All monsters in the group affected by this spell die. Of course, there is a 

chance that some of the monsters will not be affected. 
Spell Name : ZILWAN 
Translation : DISPELL 
Spell Level : 6 
Spell Type : COMBAT 

Area of Effect : 1 MONSTER 
This spell will destroy any one monster that is of the Undead variety. 

Spel(Name : MASOPIC 
Translation : BIG GLASS 
Spell Level : 6 
Spell Type : COMBAT 

Area of Effect : ENTIRE PARTY 
This spell duplicates the effects of SOPIC for the entire party. 

Spell Name : HAMAN 
Translation : CHANGE 
Spell Level : 6 
Spell Type : COMBAT 

Area of Effect : VARIABLE 
This spell is indeed terrible , and may backfire on the caster. First , to even cast 

it, you must be of the thirteenth level or higher , and casting it will cost you one 
level of experience. The effects of HAMAN are random, and usually help the 
party. 
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LEVEL 7 MAGE SPELLS 
Spell Name : MALOR 
Translation : APPORT 
Spell Level : 7 
Spell Type : COMBAT and CAMP 

Area of Effect : ENTIRE PARTY 
This spell 's effects depend on the situation the party is in when it is cast. 

Basically, MALOR will teleport the entire party from one location to another. 
When used in melee , the teleport is RANDOM, but when used in camp, where 
there is more chance for concentration, it can be used to move the party 
anywhere in the maze . Be warned, however , that if you teleport outside of the 
maze , or into an area that is solid rock, you will all be lost forever , so this spell is 
to be used with the greatest of care. Combat use of MALOR will never put you 
outside of the maze , but it may move you deeper in, so it should be used only in 
panic situations. 

Spell Name MAHAMAN 
Translation GREAT CHANGE 
Spell Level 7 
Spell Type COMBAT 

Area of Effect ENTIRE PARTY 
The same restrictions and qualifications apply to this spell as do to HAMAN. 

However, the effects are even greater. Generally these spells are only used when 
there is no other hope for survival. 

Spell Name TIL TOWAIT 
Translation (untranslatable) 
Spell Level 7 
Spell Type COMBAT 

Area of Effect : ALL MONSTERS 
The effect of this spell can be described as simiiar to that.of a nuclear fusion 

explosion . Luckily the party is shielded from its effects. Unluckily (for them) the 
monsters are not. Tli!s spell will do from 10-100 hit points of damage. 

RIP RIP 

DIED MAHLER AURELIUS 
ACE 

19 23 

RIP RIP 

DIED FEARLESS FRED NATTICK 
ACE 

21 21 "We hope you never see this." 
RIP RIP 

DIED BLASTUM MEPHISTO 
OE 

22 18 

YOUR ENTIRE PARTY HAS BEEN SLAUGHTERED 

PRESS RETURN TO LEAVE THE CEMETERY 
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TROUBLE SHOOTING 

If you have a problem with your Wizardry, please consult the following list 
of symptoms. If you find your problem in this list, please follow the associated 
instructions to fix the problem. If you don't find your symptom, please give us 
a call. 

1) Does not boot even to the point of getting the screen full of inverted ~ 
signs. 

Solution: Check disk on another machine. If it works, the problem is in 
your drive hardware. If not, return the disk for replacement. 

2) Boots, does a lot of disk JO, then fails before getting to title page. 
Solution: Your disk speed may be off. Get your disks cleaned and adjusted 

by your dealer. If you still have problems, call us. 

3) Program boots, no picture. 
Solution: 1£ you have an 80 column board, then the board is trapping the 

video out. Disconnect the board. 

4) Program hangs after leaving title page. 
Solution: Call us. 

5) Program hangs after "S)tart game" or "Insert master scenario, press 
[RET]" prompts. 

Solution: See solution #2. 

6) Garbaged characters in roster. 
Solution: If you have garbaged characters on an additional scenario disk 

and you have a backup, M)ake another scenario disk and B)ackup T)o the 
new disk. If you do not have a backup, M)ake a scenario disk and T)ransfer 
characters that seem okay to the new disk. 

If you have garbaged your master disk 'you should return it for recovery or 
you may try to fix the disk as described below. 

7) Other bad disk problems. If you have a disk with bad sectors, either 
return it for replacement or try the following to fix it. 

(A) Locate the bad sectors with a disk utility program. 
(B) Reformat the bad sectors or bad tracks. Several popular disk utilities 

can do this. 
( C) Using another Wizardry disk, U)pdate the fixed disk. 
(D) If needed, follow instructions in #6 to recover characters. 
Please ·remember, if you have any questions, feel free to give us a call. We 

are here to help! 
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PASSWORD NOTICE 
When creating a password for your character, please write it down 
on a piece of paper and keep it in a safe place. If you lose or forget 
your passwords, send your Master Wizardry disk back to Sir-tech 
Software for password deletion. Please include $15.00 per disk with 
your shipment for service charges. Sir-tech Software will not be held 
liable or responsible for loss of Wizardry characters during password 
deletion. We suggest not using passwords unless it is absolutely 
necessary. Just press return when you are asked for a password. 

DISCLAIMER 
Neither SIR-TECH SOFTWARE, INC., the author(s), distributor(s) or 

seller(s) of this product shall have any liability or responsibility to the 
purchaser or any other person or entity with respect to any liability, loss or 
damage caused or alleged to be caused directly or indirectly by this product, 
including but not limited to any interruption of service, loss of business and 
anticipatory profits or consequential damages resulting from the use or 
operation of this product. This product will be exchanged if defective in 
manufacture , labeling or packaging, but except for such replacement the sale 
or subsequent use of this program material is without warranty or liability. 

NOTICE: This product is copyrighted and all rights are reserved. The 
distribution and sale of this product are intended for the personal use of the 
original purchaser only and for use only on the computer system specified 
herein . Moreover, copying other than for backup purposes, duplicating, 
selling or otherwise distributing this product in any form is hereby expressly 
forbidden. 

DISK WARRANTY 
If your disk should become unreadable within 30 days of purchase, return it 

to Sir-tech Software , Inc . for a free replacement. After 30 days enclose $5.00 
to cover costs of media restoration or replacement and shipping charges. 
This warranty is only effective if you return your warranty/ registration card 
within 15 days of purchase . Even though the Wizardry program is protected 
from copying, backups of the scenario side of the disk where your characters 
are stored can be done . If and when the original boot side of the Wizardry 
disk becomes defective, send in the original programs disk and latest backup 
disk so that we may transfer your characters from your backup disk to the 
new Wizardry disk . Sir-tech, however , shall not be held liable or responsible if 
the characters are lost during the Transferring Process. 
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