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QI still cannot create 
a Samurai even 

after I manage to get a 
high point bonus. 
A This is a dilemma indeed for the 

Samurai is a superb addi1ion 10 
your party. Have you double 
checked to make sure your character 
is not vii? Of course. some of the 
Races found in Wizardry ar unabl 
to b corn a Samurai at 1he begin­
ning. Remember. in ord r 10 become 
a Samurai. 1he chara ter must be 
either Good or eutral. In addition. 
a Samurai requires attributes as 
indicat d below: 

trength-15 
1.Q.-1 
Piety-IQ 

Vitality-14 
Agi lity-IQ 

a Why does a Charac­
ter's name some­

times disappear from the 
screen when a party is 
organized at a tavern? 
A haracters· must be 

ompat ib le when a party is 
organiz d at th tavern . As you 
begin to ga1her your group and eval­
uate Ih chara ters in your party, 
rem emb r to he k alignm nt. This 
i critica l. For xample, if the first 
hara t r you hos is Good. subse­

quent choices must be either Good 
or utral so Evi l chara 1ers will dis­
appear. Alignm nt is the underlying 
valu system that d irects th a tion 
of each hara 1er in the World of 
Wizardry. You ans that alignment 
plays an important rol in how your 
party is organized and pro eds 
to vi tory. 

& As you travel through the dangers and 
mysteries of The World of Wizardry) 
many questions arise. Here are a few. 

a When a Character 
changes to an unde­

sirable alignment, how 
can I reverse alignment? 
A Your decisions on whether to 

"run" or "fight" can affect the 
alignment of a some Chara ters. For 
example, if you have a Good chara -
ter who hooses to fight wi1h a 
friendly monster, this action may 
change the alignment of your har­
acter from Good to Evil. If you have 
an Evil Character who decides to run 
from a friendly mons1er. the align­
ment may change to Good as a 
result of running. Typically, you n ed 
to chaos an action that suits or 
matches the alignmen1 of any given 
character. If you choose an action 
which is no1 typica l of 1his Chara -
ter's alignment, th action may 1hen 
make the Chara ter·s a lignm nt 
c hange to suit the na1ure of 1he 
a tion. R verse alignment can work 
for or against you. 

a Does a Neutral 
Character ever 

change into a Character 
with either a Good or an 
Evil alignment? 
A The eutral alignment i de p ly 

integrat d into the value system 
of this Chara ter. It is unshakable. So 
you wi ll n ver see the Neutral har­
a 1er hange to Good or Evil. 

a How do I go about 
locating a lost mem­

ber of my party? 
A You will need to call upon your 

powers of magic if you wish to 
return a los1 ompanion to your 
band of adven1urers. Cast the pow­
erfu l spell of KANDI. This strong 
spell will ac1 as a "locator" giving 
you 1he approximate location of the 
lost member. ext, your party must 
now set out in sear h of the location. 
This may prove difficult. You may 
only get to th general vicinity. I low­
ever. once in the area, you an 
choose "Search" by pressing the 
s lect button. This a tion will bring 
you lose to your goal. bu1 the chal­
lenges do not end there by any 
means! Take care as you proceed to 
your goal! 

a I am frustrated in 
my attempts to get 

into the Temple of Cant. 
Why can't I access it? 
A The Tempi of ant is shrouded 

in mystery and magic. It is 
sometim s difficu lt to a ertain why 
entry is disallow d. I lowever, her 
are three of th mor typi al reasons: 

1. Your hara ters do not requir 
healing at the Temple . 

2. You have no1 y t organized your 
party. 

3. Th chara t r in need of treatment 
at the 11 mpl of ant has been le ft 
behind in th maze. 
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HOTLINE 
SUPPORT 
SYSTEM 
(AVAILABLE 5 DAYS A WEEK) 

SIR-TECH SOFTWARE, INC. 
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