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HUHHY SYMBOL 

LEVEL-GROUPS--------- - CONCEALED AS---
2-4 Mummies Gaunt Figures 

Mummies Gaunt Figures 
Mummies Gaunt Figures 
Mummies Gaunt Figures 

LEVEL- GROUPS----------CONCEALED AS---
3-6 Delf's Minions Gaunt Figures 

Delf's Minions Gaunt Figures 
Delf's Minions Gaunt Figures 
Delf's Minions Gaunt Figures 

======================================== NINJA SYMBOL ======================================= 

LEVEL-GROUPS----------CONCEALED AS--- LEVEL-GROUPS----------CONCEALED AS---
4 Ninjas Hen in Black 4 Master Ninjas Men in Black 

Ninjas Hen in Black Ninjas Hen in Black 
Ninjas Hen in Black Ninjas Men in Black 
Ninjas Men in Black Ninjas Hen in Black 

================================ ORIENTAL HAN IN ARMOR SYMBOL ======================== ==== === 

LEVEL-GROUPS----------CONCEALED AS--- LEVEL-GROUPS----------CONCEALED AS--- LEVEL-GROUPS----- - --- - CONCEALED !IS -- -
2-3 Ronin Hen in Armor 6 Samurai Hen in Armor 6 Hifune He n in Ar mo r 

Ronin Hen in Armor Samurai Men in Armor Samurai Hen in Armor 
Ronin Hen in Armor Samurai Men in Armor Samurai Hen in Armor 
Ronin Hen in Armor Samurai Men in Armor Samurai Hen in Armo r 

======================================== PIXIE SYHBOL ======================================= 

LEVEL - GROUPS - ---------COPICEALED AS--- LEVEL-GROUPS----------CONCEALED AS--- LEVEL-GROUPS- ---- ---- - COHCF.ALED /I S 
3 Pixies Tiny Figures 3 Leprechauns Tiny Figures 5 Faeries Tiny Flg u r<e s 

Leprechnuns T!ny Figures Leprechauns Tiny Figures Pixies Tlny Fi g u ren 
Leprechauns Tiny Figures Leprechauns Tiny Figures Leprechauns Tlny Figur e s 
Leprechauns Tiny Figure s Leprechauns Tiny Figures Leprechauns Tiny Fl qu res 

==== ==================================== PLANT SYMBOL 

LEVEL-GROUPS--------- - CONCEALED AS---
1 Crawling Kelp Strange Plants 

Crawling Kelp Strange Plants 
Crawling Kelp Strange Plants 
Crawling Kelp Strange Plants 

LEVEL-GROUPS-- - -------CONCEALED AS---
4-5 Strangler Vines Strange Plants 

Strangler Vines Strange Plants 
Strangler Vines Strange Plants 
Strangler Vines Strange Plants 

LEVEL- GROUPS---- - ---- - COHCEALF:D /IS---
6 Venus Han-Traps Strange Pl a n t s 

Strangler Vines Strange Plan t s 
Strangler Vines S t range Pl a n ts 
Strangler Vines Stra nge P l An ts 

=== ==================================== PRIEST SYMBOL 

LEVEL-GROUPS - ---- - ----CONCEALED AS---
2-5 Friars Men in Robes 

Ronin Hen in Armor 
Ronin Men in Armor 
Ronin Men in Armor 

LEVEL-GROUPS----------CONCEALED AS - --
5 Priests of Fung Robed Hen 

Priests of Fung Robed Hen 
Priests of Fung Robed Men 
Priests of Fung Robed Hen 

LEVEL-GROUPS----------CONCEALED AS---
4-5 Acolytes Men in Robes 

Friars Men in Robes 
Ronin Men in Armor 
Ronin Men in Armor 

LEVEL-GROUPS-- -- - -- -- - COHCEALED /I S - - -
4-6 Gnome Priests He n in Robes 

Burglars Men In LeathPr 
Dwarf Fighters Hen in Armo r 
Hen at Arms Hen in Ar mo r 

=== ===================================== SLUG SYMBOL 

LEVEL-GROUPS-------- - -CONCEALED AS---
1 Giant Slugs Slimy Things 

Giant Slugs Slimy Things 
Giant Slugs Slimy Things 
Giant Slugs Slimy Things 

LEVEL-GROUPS----------CONCEALED AS- - -
4 Giant Leeches Slimy Things 

Giant Leeches Slimy Things 
Giant Leeches Slimy Things 
Giant Leeches Slimy Things 

LEVEL- GROUPS----------CONCEALED /IS ---
6 Xenos Slimy Thing s 

Xenos Slimy Thing s 
Xenos Slimy 
Xenos Slimy Thing s 

======================================== SNAl{E SYMBOL ==================================== === 

LEVEL-GROUPS - -- - ------CONCEALED AS---
1-5 Anacondas Large Snakes 

Anacondas Large Snakes 
Anacondas Large Snakes 
Anacondas Large Snakes 

LEVEL-GROUPS----------CONCEALED AS---
4-5 2- Headed Snakes Large Snakes 

Anacondas Large Snakes 
Anacondas Large Snakes 
Anacondas Large Snakes 

LEVEL-GROUPS----------CONCEALED l\S-- -
6 Hydras Large Snakes 

2-Headed Snakes Large Sna ke s 
Anacondas Large Sna kes 
Anacondas Large Snak ps 

; 
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=========== APPENDIX P ==~======= = 

MISCELLANEOUS SNEAKY TRICKS 

WANT A SUPER-BISHOP? Take him to the first scenario, make camp and have him identify #9. It may 
take a few times, but when he succeeds he will get 100,000,000 experience points. Then go to the 
Adventurer's Inn and run him up to about a level 240 with 1600 hit points and all the mage and 
priest spells (the random nature of the level changes will make your results different). You can 
then change him to any class consistent with hie alignment or simply keep him as the clerical 
equivilent of Condor-Man. 

TIRED OF WEl\K CHARACTERS 
Overlord and one or two 
experience points a lick. 
~APPENDIX L.l This can get 
gnashing. 

IN KNIGHT OF DIAMONDS AND LEGACY? Transfer your characters to Mad 
at a time have them join a strong party and kill Werdna. 250,000 
(For the special requirements for transferring Legacy characters, see 
a bit tedious, but it's better than ruining your teeth doing all that 

WANT A QUICK CLASS OR ALIGNMENT CHANGE FOR THAT FAVORITE CHARACTER? Many magical items will 
change class or alignment, and on the surface, this seems like a liability. But these items' 
abilities, when you know what they will do, will enable you to manipulate your characters' 
statistics at will. The catch is that you first have to find them, then use them at the right 
times . No free lunch. 

HATE THIEVES BUT LIKE CHESTS? There is an alternative to thieves--NINJAS, and this is on the 
authority of Robert Woodhead, who ought to know. He says that Ninjas not only make good 
safecrackers, but the higher level ones can actually exceed the bona fide Thief ' s abilities! A 
quick look through the item lists will give you an idea of the close relationship between Thieves 
and Ninjas. 

=========== ACKNOWLEDGEMENTS =========== 
Thie manual and associated documents are the result of hundreds of hours spent hermit ·-like in a 
6x8 cell at the back of my house. My three year old has begun asking Werdna if Daddy can come out 
to play, and my wife has made serious attempts to find a priest who can exorcise me of all those 
demons, greater and lesser! To them I give 23 million experience points and the Staff of Gnilda 
for being so forebearing, as well as my presence at meals and the opportunity to play Stickybear, 
at least until the next Scenario hits the marketl 

The Wizardry program is so vast and the versions of each scenario so many that there is no way 
that one person can put together any document of this sort without outside help. Many people have 
written or called with additions and corrections to earlier editions of this manual, and I hope 
that you will do the same, so that future editions will be as complete and accurate as possible. 

To Frank Conway, Dave Hall, Steve Hammond, Bill Kuethe, Patrick Jost, John Kelly, Doug HacLean, 
Anthony Ponsetto, Larry Rosenblum, C.H. Simonds, Jerry Tompkins and Turak the Cleric go special 
thanks for the long letters and phone calls that helped me revise this manual to make it more 
useful to you. 

Thanks and a tip of the helm go to Paul Aas, Rex Alldredge, Joe Ankenbauer, James Arbuthnot, Cary 
Berman, Tim Boekelman, Steven Bonnot, Ivan Brady, Gary Brockelsby, Scott Compton, Roy Dale Davis, 
Robert De Francesco, Steve Depetris, Jim Folie, Dudley Foss, Wilfred Gibson, Alfred C. Giovetti, 
Jan Harrington, David Helmreich Jr., Jacob Hendricks, David Hoyer, Kurt Kalas, Jason Knirck, Eric 
Lloyd, Bill Loewe, Dave McKinsey, Richard HcLaurine, Dave Malec, Fred Milano, David Mills, Ore's 
Den Wizardry Users' Group, Roger Palmer, Brian Plautz, Marion Plette, C.A. Poche, Ross Powell, 
Rick Rebsamen, Terry Reed, Richard Scherer, Patrick Shugart, Renny Smith, Kimberly Sowpel, Frank 
Stolte, Ronald Strout, Jeff Stuart, Jonathan Su, Douglas Thomas, Kathleen Veranda, Ed Welch, and 
Kent Wetherell for their valuable information. 

And last, but certainly not least, I offer my heartfelt thanks to Andrew Greenberg and Robert 
Woodhead for making all of this possible! 
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NI ZA.R.D.R. Y ( t:m > MAP SYMBOLS AND NOTES 

f E 

Reqular Door--Both sides always visible and usable 

· One-way Door--One side always visible and usable 

Hidden Door--Both sides always usable, visible only with Hilwa or Lomilwa spells 

Hidden One-way Door--One side usable, visible only with Hilwa or Lomilwa spells 

, 
Panel--Can be used as a door in direction of arrow<sl, never visible 

Stairs Goinq Up--Press <Yl to ascend, <Nl to leave 

Stairs Goinq Down--Press <Yl to descend, <Nl to leave 

Dark Area--Hilwa and Lomilwa spells are removed 

No Ha.qic Area--Entry removes ability to cast spells or use maqic items and potions. Host human 
or humanoid monsters cannot use spells, but non-human monsters 11ay be able to 
cast them. Party must be "cleansed" by qoinq back to Elevator Corridor. 

Rotation--Party is turned in a random direction. 

Pit--Is just that, and costs 3-6 or your heroes 5-50 HPI 

Rock--If you land in these areas, your entire party will be killedl If your party is teleported 
and you are in camp at your destination, ALHAYS use the Dumapic spell to find 
out where you are before leavinq. If your party is in Rock you may be able to 
save them by teleportinq out with the Ha.lor spell--if one of the party knows itl 

Note •--Found under "Notes" on each map. Read the note BEFORE you enter a square! 

Hessaqe #--Found under "He1111aqes" on each map. <I) Slash indicates new information window. 
Notes and comments on a messaqe are enclosed in [bracketsl. 

PROVING GROUNDS ONLY 

Elevator--To levels 1 throuqh 4. Note that elevator areas on levels 2-4 are marked with a 
diaqonal line, since they are separated from the rest of the level. Buttons 
on the walls (Al-Level 11 <B>-Level 21 (Cl-L~vel 31 (Dl-Level 4. 

Private Elevator--To levels 4 throuqh 9. Usable by parties with the Blue Ribbon. Buttons 
on the walls <Al-Level 4; <Bl-Level 51 <Cl-Level 6; <Dl-Level 71 
<El-Level 81 <FI-Level 9. Reminders for both elevators are on the maps. 

TRAVELLING PAST HAP BOUNDARIES 

Each level occupies a square 20 blocks by 20 blocks in size. Travellinq past the boundary on one side will 
teleport the party to the same coordinate on the opposite side. There is no indication on the screen that this 
teleportinq has taken place--you HUST keep track of where you are on the mapl For your convenience, boundaries 
without walls are marked with a dotted line, and arrows remind you that you will be teleported. 

Host map coordinates qo from O to 
with the standard coordinates, so 
than their beinq easier to use). 
map coordinates. Always remember 
party in Rockl 

OFFSET HAP COORDINATES 

19 East and 0 to 19 North. However, some maps would be very confusinq to read 
they are offset by one or more block! <you will notice no difference other 
USE GREAT CAUTION when teleportinq with the Halor spell on levels with offset 
that enterinq Halor coordinates past O or 19 in any direction will land the 

HAP FORM, SYMBOLS AND NOTES COPYRIGHT 1983, 1984 BY MICHAEL L. NICHOLS 
WIZARDRY IS A TRADEMARK OF SIR-TECH SOFTWARE, INC. 

COPYRIGHT 1981, 1982, 1983, 1984 BY ANDRE:Jf GREENBERG, INC. & ROBERT WOODHEAD, INC. 
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£ 8 ~ /l1 II IZ !.J /,f 15' /(! 1r /& 19 ~ I z 3 .f :f" "' MESSAGE 1--YOU STAND ON A BEACH. BEYOND IT LIES A DARK LAKE, IN HHICH IS A SHALL ISLAND . 

MESSAGE 2--A SIGN ON THE DOOR READS1 "BARRACKS" 
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MESSAGE 3--BEFORE YOU STANDS A GREAT FORTRESS. BETHEEN ITS PARAPETS LIES A DEEP MOAT, AND A SIGN BY THE MOAT 
READS: "BDIARE OF MOAT MONSTERS 11 I " 

1 

MESSAGE 4--HEAR YE THE HORDS OF L'KBRETH: TO ALL HHO TRESPASS HERE, GOOD OR EVIL I GIVE HY HARNING: NEITHER GOOD 
NOR EVIL ALONE CAN TRIUMPH HERE. 

MESSAGE 5--YOU ARE AT THE HATER ' S EDGE. IF YOU GO ANY FURTHER, YOU'LL DROHNI C PARTY CANNOT GO FURTHER HITHOUT . 
BEING BUMPED BACK TO PREVIOUS SQUARE.J 

MESSAGE 6--PARTIES OF THE WRONG ALIGNMENT ARE TOLD, "YE ARE FORBIDDEN TO ENTER HERE! BEGONE!" AND ARE TELEPORTED 
TO THE CASTLE. OTHERS HA y USE STAIRS TO LEVEL 3 • 2E 2N. FACING EAST. E v ' I 
GENERAL NOTE--EAST AND NORTH COORDINATES ARE DISPLACED FOR EASE OF REJIDINJ . BE CAREFUL HHEN USING THE HALOR SPELL 
NOT TO GO PAST THE 0 AND 19 COORDINATES OR YOU'LL END UP IN ROCK! 

NOTE 1--TELEPORTS TO CASTLE 

NOTE 2--STAIRS TO LEVEL 2, 19E ON, FACING EAST. OPEN TO PARTIES OF THE CORRECT ALIGNMENT. 

NOTE 3--HOAT MONSTERS ATTACK HERE <ONLY ONCE PER CROSSING OF THE AREA) . 

NOTE 4--STAIRS TO LEVEL 4, 7E lN, FACING EAST. OPEN TO PARTIES OF THE COP.RECT ALIGNMENT. 

NOTE 5--STAIRS TO LEVEL 5' 18E ON FACING EAST. OPEN TO PARTIES Of THE CORRECT ALIGNMENT. E v, I 
NOTE 6--HATERI HILL DROHN THE PARTY UNLESS TiiEY HAVE SPECIAL ITEM. 

NOTE 7--PARTY HILL OFTEN HAVE ENCOUNTERS HITH MONSTER GROUPS LED BY CORSAIRS IN THESE AREAS . 

NOTE 8--PARTY HILL OFTEN HAVE ENCOUNTERS HITH MONSTER GROUPS LED BY Gl\RIAN GUARDS IN n!ESE AREAS. 
HAP FORM, SYMBOLS AND NOTES COPYRIGHT 1983, 1984 BY MICHAEL L. NICHOLS 

WIZARDRY IS A TRADEMARK OF SIR-TECH SOFTWARE, INC. 
COPYRIGHT 1981, 1982, 1983, 1984 BY ANDREH GREENBERG, INC. & ROBERT HOODHEAD, INC . 
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~SAGE 1--I AM AROUND YOU ALWAYS, BUT YOU HAVE NEVER SF.EN HE. YOU HOULD NEVER LEAVE HE, BUT HERE I GONE, 
"IOU WOULD NOT CRY OUT FOR ME. WHAT AM I? I'<\ Q.. 

2 

t!ESSAGE 2--A GLOWING MESSAGE APPEARS IN MID-AIR: S.E.G . PO ' LE, GRAND HIZARD. THE HIZARD IS *OUT* DO NOT ENTER! 

MESSAGE 3--A LARGE, DUSTY DESK STANDS AGAINST THE FAR HALL. ITS DRAHERS ARE OVERFLOHING WITH BOOKS AND PAPERS. 
INLAID IN THE DESKTOP IS AN ORNATE LETTER 'P ' . SEARCH (YI N)? 

MESSAGE 4-- AN ELEGANTLY DRESSED HOMAN HITH A HHIP DEMANDS , "WHAT ' S THE PASSWORD, BOYS? " ANSWER? 

MESSAGE 5--THIS IS THE GRAND DINING ROOM OF THE GRAND WI ZARD. TO THE NORTH IS A LARGE KITCHEN AREA. TO THE SOU'l'H 
IS THE WIZARD ' S OPULENT BOUDOIR . 

~pSAGE 6-- A SIGN ON THF DOOR READS "HINE CELLAR" 

~OTE 1- -REMOVES MILHA, LOMILHA SPELLS, BUT IS NOT DARK. 

!!_OTE 2--TELEPORTS TO 3E 18N 

NOTE 3--SOMETIMES APPEARS TO BE A SINGLE SQUARE ROOM HITH NO EXIT . GO BACK TO OE ON AND REENTER FOR HALLHAY. 

NOTE 4--TELEPORTS TO llE 9N 

NOTE 5--TELEPORTS TO 9E 12N 

~lOU:J- -ENCOUNTER HITH PO ' LES (CONCEALED AS SKELETAL FIGURES) . 

NOTE 7--STAIRS TO LEVEL 4, 13E 13N. OPEN TO PARTIES OF CORRECT ALIGNMENT. 

NOTE 8--STAIRS TO LEVEL 4, lOE 2N, FACING HEST. OPEN TO PARTIES OF CORRECT ALIGNMENT. 

NOTE 9- -STAIRS TO LEVEL l, 19E 13N. USUALLY OPEN TO AI.I .. 

~OTE 10-- PARTY OFTEN HAS A.N ENCOUNTER WITH MONSTERS LED BY FIENDS IN THIS LOCATION. 

HAP FORM, SYMBOLS AND NOTES COPYR tGHT 1983, 1984 BY MICHAEL L. HICllOLS 
WIZARDRY IS A TRADEHJ\RK OF SIR- TECH SOFTWARE, INC . 

COPYRIGHT 1981, 1982, 198 ~ 1'>94 BY AND~Eff GREENBERG, INC. & ROBERT WO ()f)l!F./\D, me. 
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~SSAGE_l--I'D TURN BACK IF I HERE YOU. 

MESSAGE 2--ABDUL'S ETHEREAL TAXI SERVICE. 2500 GP ONE HAY. FEE IS 2500. PAV CY/Nl? CYES RETURNS TO CASTLE] 

~SSAGE 3--HAVE YOU CONSIDERED ANOTHER DIRECTION? 

3 · 

MESSAGE 4--AN APPARITION BECKONS TO YOU FROM ABOVE A MURKY POOL. OMINOUS SHADOWS CAN BE SEEN MOVING IN THE DEPTHS. 
SEARCH <Y!Nl7 CIF YOU CARRY THE RIGHT ITEM, YOU CAN TRADE, OTHERWISE YOU ARE TOLD, "NOT WITIIOUT PAYMENT"] 

MESSAGE 5--AN AGED MONK APPEARS BEFORE YOU. "IN EXCHANGE FOR YOUR SOUL, YOU KAY HAVE WHAT YOU FIND IN TIIIS CHEST." 
SEARCH <Y/Nl? [IF YOU CARRY THE RIGHT ITEM, YOU CAN TRADE, OTHERWISE YOU ARE TOLD, "NOT WITIIOUT PAYMENT"] 

MESSAGE 6--"A GRAVEYARD ' S DARK .•• " 
MESSAGE 7--"AND TIIIS TRAP'S A CROCK ... " 
MESSAGE 8--"DON ' T GO ANY FURTHER, OR •.. " 
MESSAGE 9--YOU ARE I N ROCK! [PARTY IS KILLED.] 

GENJ;:RAL NOTES--TRAVEL IN THE AREAS WITII DOTTED LINES CAN BE ONLY TOWARD THE EAST OR NORTII. PASSING 'IHROUGH ONE OF 
THE DOTTED LINES MAKES IT INTO A SOLID HALL THAT ALLOWS NO RETURN. IN OTHER WORDS, THE DOTTED LINES REPRESENT HALLS 
THAT ARE TRANSPAREN1: GOING EAST OR NORTII, BUT SOLID GOING HEST OR SOUTHI 

EAST AND NORTII COORDINATES ARE DISPLACED FOR EASE OF READING. BE CAREFUL HHEN USING THE MALOR SPELL NOT TO GO PAST 
THE 0 AND 19 COORDINATES OR YOU'LL END UP IN ROCKI 

~NOTE 1--TELEPORTS TO 3E JN, 
1
.0TE_l--TELEPORTS TO lE ON. 

· rJOTE 5--STAIRS TO LEVEL 5, llE ON. 

NOTE 6--STAIRS TO LEVEL 1, 19E 14N. 

NOTE 2--TELEPORTS TO 2E 2N. 

NOTE 4--HHEN FACING SOUTH, LOOKS INTO TELEPORT AREA OF 
--- NOTE 1 !3E 3Nl. 

OPEN TO PARTIES OF CORRECT ALIGNMENT. 

USUALLY OPEN TO ALL. 

HAP FORM, SYMBOLS AND NOTES COPYRIGHT 1983, 1984 BY MICHAEL L. NICH0LS 
WIZARDRY IS A TRADEMARK OF SIR-TECH SOFTWARE •. INC. 

COPYRIGHT 1981, 1982, 1983, 1984 BY ANDREH GREENBERG, INC. & ROBERT WOODHP.AD , INC. 



WIZARDRY Ctrn>--SCENARIO III--LEVEL 

N -

/'{ I ~l 
/8 1 11 41 - -M 1r H 'I 1.. N1111 -· M4-,_ 

16 11 
- I -

11_ I - I'----' I] 
15 - ,_ 

H rn I ---J 1~ 
~ 

5/v" N!> /.(. 1____.:: ,,,-.-1 ,....._ 

1.5 
- - - ,-

~ ~ N N ,_ . I ,_ 
' z. ........... 

/1,, 
,~ \._ ----i I~ I ..... -, I ~ ' - - ~ I ....c -

I I - l 1 1-1 .J 1 I 1::1. L ...,. M3 - '--- J - - -- ;F \ ~ 0 / IJ N!o 

'J I l ( il[h -
~ - _l I 

8 1 I \I 1 ·~, I N ! ~--{ ( "" 7 
r- "t 

7 M ,_ - - - ·- -~ - + - - -
6 

,_ - - , __ -
~ 

5 
-

II~ M"\-_i_ 

f- - .-JI IL 
.3 

- [L g, I] ' 
- N -

- - ' " ;? ~I I 11 - Sf> IL .J J ...., ......... 

I 
~ 

11 5/D"- r--N 1.--1 -; T l'\4 fl\ 4 - 4- - -
~ 

~ 

11 
~ 

,_ 
L----1 F ~ -

N - -

E ~ I 1., .3 4 6 6 T e 9 /~ II IZ a 1+ 15 16 1r _,'e I~ e 

MESSAGE 1--A SHORT , SHARTHY HAN IN A TURBAN SIDLES UP TO YOU AND HHISPERS1 "TELL n-IEM ABDUL SENT YOU. " 

MESSAGE 2--PARTIES HITH EVIL CHARACTERS HILL BE TOLD , "YE ARE FORBIDDEN TO ENTER HEREI BEGONE!" AND HILL BE 
TELEPORTED TO THE CASTLE 

4 

MESSAGE 3-- 0URS IS AN UNEASY FRIENDSHIP. YOUR FATHERS TOILED LONG TO TAME ME, BUT EVEN NOH I HILL GO HY OHN HAY 
IF YOU DO NOT TEND HE HELL. I AM A POHERFUL DESTROYER, YET l'fY FRAILTY IS GREAT. HHAT AH I7 CHRONG ANSHER 
TELEPORTS TO lBE lONl 'f ~ \Q_, 
MESSAGE 4--LOOK OUTI [PRECEDES AN ENCOUNTER ON THE NEXT eTEP IN ANY DIRECTION] 

MESSAGE 5--AN OILY BLACK LIQUID DROPS FROM THE CEILING, FORMING A POOL ON THE FLOOR. rl!-10 HILL RADE? 

NOTE 1--CHUTE TO LEVEL 2, 2E llN 

NOTE 2--STAIRS FROM LEVEL 2, lOE BN. ONE-HAY. 

NOTE 3--STAIRS TO LEVEL 6, SE ON. PARTY HUST BE OF CORRECT ALIGNMENT AND CARRY THE RIGHT STUFF 

NOTE 4--STAIRS TO LEVEL 1 ISLAND, 7E 7N. USUALLY OPEN TO ALL. 

NOTE 5--STAIRS TO LEVEL 2, OE 19N. OPEN TO PARTIES OF THE CORRECT ALIGNMENT. 

NOTE 6--TELEPORTS TO 17E 15N, FACING SOUTH. 

NOTE 7--CHUTE TO lE 7N, FACING HEST . ONE-HAY. 

NOTE B- -TELEPORTS TO lE 6N. 

NOTE 9--TELEPORTS TO 14E 6N, FACING SOUTH. 

NOTE 10--PARTY OFTEN HILL ENCOUNTER MONSTERS LED BY DELF ' S MINIONS. 

HAP FORM, SYMBOLS AND NOTES COPYR IGHT 1983, 1984 BY MICHAEL L. NJC'HOLS 
WIZARDRY IS A TRADEHAR!l OF SIR-TECH SOFTHARE, INC. 

COPYRIGHT 1981, 1982, 1983, 1984 BY ANDRF_lf GREENBERG, INC. & ROBERT HOODHr:.l\D, INC . 
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IIBSSAGE 1--AN INSCRIPTION ON THE DOOR READS1 TEMPLE OF THE IRASCIBLE FUNG. PRIVATE! I NO TRESPASSING! I 

MESSAGE 2- - ABDUL ' S E."I'HEREAL TAXI SERVICE .. . GIVE UP YET? STILL ONLY 5000 GPI I FEE IS SOOO GP. PAY (Y/Nl? ["YES" 
TEL°EPORTS TO CASTLE IF YOU HAVE THE FEE.] 

MESSAGE 3--PARTIES WITH GOOD MEMBERS ARE TOLD, "YE ARE FORBIDDEN TO ENTER HERE! BEGONE!" AND ARE TELEPORTED TO 
THE CASTLE--OTHERS ARE IN FOR A FIGHT! 

MESSAGE 4--I AM ONE OF A DECK OF SEVENTY-EIGHT, AND VICTORY I FORETELL. TWO BOLD STEEDS DRAW ME FORTii, AND STARS 
SHINE FROM MY CROWN. WHAT CARD AM I? 

MESSAGE 5--A SHORT, SWARTHY MAN IN A TURBAN GREETS YOU, "HAY THE WINDS OF THE DESERT BE AT YOUR BACK AND THE SUN 
LEAVE YOU ALWAYS IN SHADE! MY FRIENDS, I HAVE JUST THING FOR YOU. A POWERFUL MAGIC CRYSTAL; A GEM CONTAINING THE 
FIRE OF THE GODS! AND FOR YOU, MY GOOD FRIENDS, A BARGAIN .. . ONLY 25000 PIECES GOLD!" PAY (Y/Nl? ["YES" PERMITS 
ENTRY INTO THE NEXT ROOM . "NO" BUMPS BACK TO 4E 9N. J 

MESSAGE 6--ABDUL OPENS A JEWEL ENCRUSTED COFFER, AND MOTIONS FOR YOU TO LOOK INSIDE. WITH A LOW CHUCKLE, HE 
DISAPPEARS. 

MESSAGE 7- - PARTIES OF THE INCORRECT ALIGNMENT OR Hl-10 ARE ·NOT CARRYING THE RIGHT STUFF ARE TOLD , "' YOU ARE FORBIDDEN 
TO ENTER HERE! BEGONE!" AND ARE TELEPORTED TO THE CASTLE. 

GENERAL NOTES--EAST COORDINATES ARE DISPLACED FOR EASE OF READING. EXERCISE CAUTION HHEN USING THE HALOR SPELL. 
SOME. VERSIONS HAY HAVE A DIFFERENT NUMBER OF PITS THAN ARE ON TiiIS HAP. 
NOTE 1--STAIRS TO LEVEL 1 ISLAND, 7E 6N NOTE 2--STAIRS TO LE'"VEL 3, OE lN. 
IOTE 3--WALLS AND DOORS IN SE 4N ARE VISIBLE FROM HERE. VI~ FROM THE SOUTH, BOTii DOORS ARE VISIBLE AND USABLE1 
F~OM THE NORTH ONLY THE EAST DOOR IS VISIBLE AND USABLE. 
NOTE 4--NORTH DOOR TELEPORTS TO SE 8N, FACING NORTH. EAST DOOR TELEPORTS TO SE 7N, FACING EAST. 
NOTE 5--0N THIS SQUARE ALL MAGIC SPELLS ARE REMOVED, INCLUDING THOSE CAST BY ITEMS YOU CARRY. SOME MONSTERS ARE 
AFFECTED AS WELL, EXCEPTIONS ARE MOSTLY THOSE THAT "'BREATHE". MUST LEAVE THE ENTIRE LEVEL FOR HAGIC TO BE RESTORED. 
NOTE 6- - LOMILWA AND MILWA SPELLS ARE RF:HOVED IN THIS SQUARE, EVEN THOUGH IT IS NOT DARK . 
NOTE 7--ENCOUNTERS WITH MONSTER GROUPS LED BY PRIESTS OF FUNG. 

HAP FORM, SYMBOLS AND NOTES COPYRIGHT 1983, 1984 BY MICHAEL L. NICHOLS 
WIZARDRY IS A TRADEMARK OF SIR-TECH SOFIWARE, INC. 

COPYRIGHT 1981, 1982, 1983, 1984 BY ANDREH GREENBERG, INC. & ROBERT WOODHE~D. INC. 
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fil:SSAGE 1--"I AM L'KBRETH, GUARDIAN CF THE BALANCE. GO FORWARD IN PEACE, WORTHY ONES!" [HE IS FRIENDLY ONLY TO 
PARTIES OF THE CORRECT ALIGNMENTS AND CARRYING THE RIGHT STUFF--AND THEN ONLY ON THE FIRST TIME THEY VENTURE INTO 
THE LEVEL. BEWARE IF YOU DON'T MEET THE REQUIREMENTS, OR IF YOU DON'T GET YOUR BUSINESS DONE ON THE FIRST TRIPI] 

MESSAGE 2--"FAREWELL. MAY YOUR HAY BE EASY. " [OLD L'KBRETH AGAIN. THIS TIME HE DOESN'T SEEM TO CARE HHO YOU ARE 
OR WHAT YOU'VE GOT.J 

MESSAGE 3--A RADIANT STATUE STANDS BEFORE YOU, ITS HANDS OUTSTRETCHED. IN ONE HAND IT HOLDS A SHINING CRYSTAL 
SPHERE. THE OTHER HAND IS EMPTY. 

MESSAGE 4A,B,C--YOU HAVE REACHED THE STATUE. SEARCH !Y/Nl? [A,B AND C EACH HAVE DIFFERENT RESULTS UPON SEARCHING. 
THEY WILL TRADE IF YOU HAVE '!HE ITEM THEY HANT, OTHERWISE YOU GET A "NOT WITHOUT PAYMENT" MESSAGE.) 

MESSAGE 5--0N HY ROLL, YOU HOVE FORWARD: HY TURN IS YOUR TURN. WHAT AH I? 

MESSAGE 6--BLACK FIGURE ON A BLACK HORSE, HE CARRIES THE WHITE ROSE. THE RISING SUN--CHANGE HILL COME. IT FOLLOH!I 
WHEREVER HE GOES. WHAT CARD AM I? 

NOTE 1--STAIRS FROM LEVEL 5, OE 13 N. PARTY HUST HAVE CORRECT ALIGNMENT AND BE CARRYING THE RIGHT STUFF. 

J'!OTE 1--TELEPORTS TO LEVEL 1, OE ON. 

NOTE 3--STAIRS TO LEVEL 4, l9E 14N. OPEN TO PARTIES HITH CORRECT ALIGNMENT ONLY. 

NOTE 4- - nOCKI SOMETIMES CHESTS TELEPORT YOU INTO THESE AR&\S--IF YOU ARE LUCKY, YOU WILL LAND IN CAMP. ALHAYS 
USE DUHAPIC TO CHECK YOUR LOCATION BEFORE LEAVING CAMP. SHOULD YOU BE IN THE ROCK AREAS, YOU USUALLY CAN SAVE 
YOUR PARTY BY USING THE HALOR SPELL TO TELEPORT OUT. 

Hl\.P FORH, SYMBOLS AND NOTES COPYRIGHT 1983, 1984 BY MICHAEL L. NICHOt.S 
WIZARDRY IS A TRADEMARK OF SIR-TECH SOFTWARE, INC. 
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