




















































































































Mage Spells
Level 1 Mage Spells

Spell Name: HALITO

Translation:  LITTLE FIRE

Cast When: Combat

Affects: 1 Monster

HALITO causes a flame ball about the size of a baseball to strike a
monster, inflicting from one to eight hit points of damage.

Spell Name: MOGREF

Translation: = BODY IRON

Cast When: Combat

Affects: Caster

MOGREF reduces the spell-caster’s AC (Armor Class) by two points.
This protection lasts for the rest of the encounter.

Spell Name: KATINO

Translation: = BAD AIR

Cast When: Combat

Affects: 1 Group

KATINO causes most of the monsters in a group to fall asleep. KATINO
only affects normal animal or humanoid monsters, and the duration of its
effect is inversely proportional to the power of the monster. Sleeping
monsters are easier to hit and successful attacks do double damage!

Spell Name: DUMAPIC

Translation:  CLARITY

Cast When: Camp

Affects: Entire Party

DUMAPIC grants you insight into your party’s position in the Maze: the
exact vertical displacement from the stairs leading to the Castle (for
example, North and East or West and South), and the direction you are
currently facing.
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Level 2 Mage Spells

Spell Name: PONTI

Translation:  SPEED

Cast When: Combat

Affects: 1 Person

PONTI increases the speed of the party member so that he may strike
more times per round of combat. This indirectly increases the chances to
hit a monster. It also reduces the Armor Class (AC) of the recipient by
one.

Spell Name: MELITO

Translation:  LITTLE SPARKS

Cast When: Combat

Affects: 1 Group

MELITO sprays one monster group with sparks and does 1 to 8 hit points
of damage on each affected monster.

Spell Name: DESTO

Translation:  UNLOCK

Cast When: Exploring

Affects: Caster

DESTO attempts to unlock a door as if the caster were a Thief of the same
experience level. This may be cast as often as necessary until either the
door unlocks, or you run out of patience (or spells).

Spell Name: MORLIS

Translation:  FEAR

Cast When: Combat

Affects: 1 Group

MoRLIS makes Monsters fear the party, causing them to flee and/or
cower. Afraid monsters may not be able to strike against the party, and
sometimes they are not able to execute their desired action. The
monsters’ AC is also raised.

Spell Name: BOLATU

Translation: = HEART OF STONE

Cast When: Combat

Affects: 1 Monster

BOLATU attempts to solidify one monster by turning it to stone.
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Level 3 Mage Spells

Spell Name:  CALIFIC

Translation: = REVEAL

Cast When: Exploring

Affects: Caster

CALIFIC will always reveal a secret door if one is present on the wall the

party is facing.

Spell Name: MAHALITO

Translation:  BIG FIRE

Cast When: Combat

Affects: 1 Group

MAHALITO causes a fiery explosion to erupt amid a monster group, doing
four to twenty-four hit points of damage.

Spell Name: CORTU

Translation:. = MAGIC SCREEN

Cast When: Combat

Affects: Entire Party

CORTU erects a magic screen relative to the level of the caster to prevent
magic spells from affecting the party. Each successive casting adds to
the barrier. It even helps protect against "breathing" monsters.

Spell Name: KANTIOS

Translation: = DISRUPTION

Cast When: Combat

Affects: 1 Group

KANTIOS attempts to disrupt one monster group. The spell interferes with
any action requiring some mental thought by the monsters (casting
spells, breathing, calling for help). Any monster or person affected may
not be able to execute some options otherwise normally available.
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Level 4 Mage Spells

Spell Name:  TZALIK

Translation:  THE FIST OF GOD

Cast When: Combat

Affects: 1 Monster

TZALIK invokes a powerful heavenly force and does 24-58 hit points of
damage on one monster.

Spell Name: LAHALITO

Translation:. =~ TORCH

Cast When: Combat

Affects: 1 Group

LAHALITO is an "industrial-strength" version of MAHALITO, and inflicts 6-
36 hit points of damage.

Spell Name:  LITOFEIT

‘Translation: LEVITATE

Cast When: Any Time

Affects: Entire Party

LITOFEIT levitates the party several inches above the ground, thus
preventing them from doing stupid things like falling into pits or tn’ppin_g
over traps. Since "walking on air" causes the party to move quietly, this
spell greatly reduces the chance of the party being surprised.

Spell Name: ROKDO

Translation:  STUN

Cast When: Combat

Affects: 1 Group

ROKDO attempts to stun one monster group. It is like KATINO except that
it petrifies the monsters, making it much harder for them to recover.
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Level S Mage Spells

Spell Name: SOCORDI

Translation:.  CONJURING

Cast When: Combat

Affects: 1 Group .

SOCORDI conjures a group of monsters from one of the elemental planes
to come and fight for the party.

Spell Name: MADALTO

Translation:  FROST KING

Cast When: Combat

Affects: 1 Group

MADALTO brings down a great blizzard on the monsters that causes 8-64
hit points of snowy, icy damage.

Spell Name: BACORTU

Translation:  FIZZLE FIELD

Cast When: Combat

Affects: 1 Group

BACORTU creates a fizzle field around one monster group. Unlike the
Priest Spell, MONTINO, the field around the monster cannot be resisted.
It can be a highly effective way of preventing monsters from burning the
party with magic. The strength of this spell is relative to the experience
level of the caster.

Spell Name: PALIOS

Translation: = ANTI-MAGIC

Cast When: Combat

Affects: All Monsters

PALIOS greatly reduces magic screens erected by the monsters and
dispels monster-caused fizzle fields around the party.

Spell Name: VASKYRE

Translation:. = RAINBOW RAYS

Cast When: Combat

Affects: 1 Group

The effects of VASKYRE’s penetrating rays are random, but they are
generally quite devastating.

e
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Level 6 Mage Spells

Spell Name: MAMOGREF

Translation:. = WALL OF FORCE

Cast When: Combat

Affects: 1 Person

MAMOGREF creates a virtually impregnable wall of force of AC -10
around one party member.

Spell Name: ZILWAN

Translation:  DISPEL

Cast When: Combat

Affects: 1 Monster

ZILWAN will dispel one monster of the "Undead" variety, causing 500 -
1000 points damage.

Spell Name: LOKARA

Translation: = EARTH FEAST

Cast When: Combat

Affects: All monsters

LOKARA attempts to have the earth around the monsters open up and
swallow them, but it does not affect some monster types.

Spell Name: LADALTO

Translation:  ICE STORM

Cast When: Combat

Affects: 1 Group

LADALTO is a super high-powered MADALTO, and does 34-98 damage to
one monster group.
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Level 7 Mage Spells

Spell Name: MALOR

Translation: = TELEPORT

Cast When: Any time

Affects: Entire Party

When cast in Combat, MALOR randomly teleports the party to another
location on the same level. When cast in Camp, the caster can select the
destination precisely. Teleporting outside the Maze, or into an area of
solid rock, will have catastrophic results.

Spell Name: MAHAMAN

Translation: = BESEECH

Cast When: Combat

Affects: Variable

A Call upon the Gods for favors. This spell cannot be cast except by a
Level 13 character or greater and the caster is drained 1 level of
experience if successfully cast. However, the wish granted is by the
choice of the caster, and often the benefits far outweigh the price.

Spell Name: TILTOWAIT

Translation: KA-BLAM!

Cast When: Combat

Affects: All Monsters

The effect of this spell is somewhat like the detonation of a small,
tactical nuclear weapon, and causes from 10-100 hit points of damage to
all the monsters opposing the party!

Spell Name: MAWXIWTZ

‘Translation: = MADHOUSE

Cast When: Combat

Affects: All monsters

MAWXIWTZ is a super-charged VASKYRE, causing utter havoc and
pandemonium in the monster ranks.

Spell Name:  ABRIEL

Translation: = DIVINE MAGIC

Cast When: Combat

Affects: Unknown

No one we know has ever leamned this spell, hence its exact effect is
unknown. Rumor has it that this is a spell oﬂel{?mployed by the Gods
when they want to battle other Gods that they despise.
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Priest Spells
Level 1 Priest Spells

Spell Name:  DIOS

Translation:  HEAL

Cast When: Any time

Affects: 1 Person

DIOsS restores from one to eight lost hit points to a party member. It will
not bring the dead back to life.

Spell Name: BADIOS

Translation:. = HARM

Cast When: Combat

Affects: 1 Monster

BADIOS inflicts from one to eight hit points of damage upon a monster. It
is the inverse of DIOS.

Spell Name: MILWA

Translation:  LIGHT

Cast When: Any time

Affects: Entire Party

MILWA causes a softly glowing magical light to accompany the party,
illuminating more of the Maze. The light lasts only a short time.

Spell Name: KALKI

Translation: = BLESSINGS

Cast When: Combat

Affects: Entire Party

KALKI reduces the AC (Ammor Class) of all party members by one point,
and thus makes them harder to hit.

Spell Name: PORFIC

Translation: SHIELD

Cast When: Combat

Affects: Caster

PORFIC lowers the AC of the caster by 4 points. The effect lasts for the
rest of the combat.
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Level 2 Priest Spells

Spell Name: KATU

Translation:. = CHARM

Cast When: Encounter (Combat and NPC)

Affects: 1 NPC/1 Group

When KATU is cast in combat, it attempts to charm the monsters, thus
preventing them from attacking the party. Any monster charmed will
likewise be easier to hit. When cast in non-combat situations (interactive
encounters), the spell attempts to charm the Non-Player Character (NPC)
so that it regards the party in a friendly manner.

Spell Name: CALFO

Translation:  X-RAY

Cast When: Looting

Affects: Caster

CALFO permits the caster to determine the nature of a trap on a chest with
excellent reliability.

Spell Name: MONTINO

Translation:  STILL AIR

Cast When: Combat

Affects: 1 Group

MONTINO causes the air around a group of monsters to stop transmitting
sound, thus preventing them from casting spells!

Spell Name: KANDI

Translation:. = LOCATE DEAD SOUL OR BODY

Cast When: Camp

Affects: Caster

KANDI gives direction of the person the party is attempting to locate and
retrieve relative to the position of the caster.
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Level 3 Priest Spells

Spell Name: LATUMAPIC

Translation:  IDENTIFY

Cast When: Any time

Affects: Entire Party

LATUMAPIC reveals the true names of all the monsters you meet. The
effects of this spell are long-lasting.

Spell Name: DIALKO

Translation:  SOFTNESS

Cast When: Any time

Affects: 1 Person

DIALKO cures paralysis, and wakes up someone who is asleep.

Spell Name: BAMATU

Translation: PRAYER

Cast When: Combat

Affects: Entire Party

BAMATU is a triple-strength KALKT spell. It reduces the AC of each party
member by three points for the duration of the combat.

Spell Name: LOMILWA

Translation: = SUNBEAM

Cast When: Any time

Affects: Entire Party

Like MILWA, LOMILWA causes a softly glowing magical light to
accompany the party, illuminating more of the Maze. The effects of
LoMILWA, however, last much longer.

Spell Name: HAKANIDO

Translation: = MAGIC DRAIN

Cast When: Combat

Affects: 1 Monster

HAKANIDO attempts to drain the monster of high level magic power, thus
reducing the level of spells that it is able to cast.
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Level 4 Priest Spells

Spell Name: DIAL

Translation: = CURE

Cast When: Any time

Affects: 1 Person

DIAL is an improved DIOS spell. It restores 2-16 hit points to a party
member.

Spell Name:  BADIAL

Translation: WOUND

Cast When: Combat

Affects: 1 Monster

BADIAL is the inverse of DIAL. It inflicts 3-32 hit points of damage upon
a monster.

Spell Name: LATUMOFIS
Translation: CLEANSE

Cast When: Any time

Affects: 1 Person

LATUMOFIS removes the effects of poison.

Spell Name:  MAPORFIC

Translation:  BIG SHIELD

Cast When: Any time

Affects: Entire Party

MAPORFIC is an improved longer-lasting version of PORFIC. This is the
best, overall defensive spell.

Spell Name:  BARIKO

Translation: = RAZOR WIND

Cast When: Combat

Affects: 1 Group

BARIKO sends blades through a single monster group and causes 6-15 hit

points of damage.
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Level 5 Priest Spells

Spell Name: DIALMA

Translation:  BIG CURE

Cast When: Any time

Affects: 1 Person

DIALMA is an improved DIAL spell. It restores 3-24 hit points to a party
member.

Spell Name: DI

Translation:  LIFE

Cast When: Camp

Affects: 1 Person

Dr attempts to resurrect a dead character. If successful, the restored
character will have but one hit point. If the spell fails, the dead character
will dwindle to ashes! Unfortunately, DI cannot resurrect a character who
is in such an ashen mess. This spell is not as effective as the one cast by
the Priests of the Temple of Cant.

Spell Name: BAMORDI

Translation: SUMMONING

Cast When: Combat

Affects: Entire Party

BAMORDI attempts to summon one group of monsters from the elemental
planes to fight for the party.

Spell Name: MOGATO

Translation: ~ ASTRAL GATE

Cast When: Combat

Affects: 1 Monster

MOGATO attempts to banish one monster of the Demon-type variety back
nto the planes from which it originated.

Spell Name: BADI

Translation: DEATH

Cast When: Combat

Affects: 1 Monster

BADI attempts to give the target a heart-attack. If successful (and the
target must have a heart for this to be so) the monster dies!
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Level 6 Priest Spells

Spell Name: LOKTOFEIT

Translation: = RECALL

Cast When: Any time

Affects: Entire Party

LOKTOFEIT causes all party members to be teleported back to the Castle
with all of their equipment and gold. One side effect -- after it is cast, the
caster forgets the spell and must relearn it. There is a chance this spell
will not work.

Spell Name: MADI

Translation: = RESTORE

Cast When: Any time

Affects: 1 Person

MADI totally restores the recipient to perfect health, so long as he or she
is not dead or worse. It is important to recognize that in the world of
Wizardry, there are things that are worse than death.

Spell Name: LABADI

Translation:  LIFE STEAL

Cast When: Combat

Affects: 1 Monster

LABADI drains all but 1-8 hit points from one monster, and is able to
channel that energy back into the caster, healing him or her for a
substantial amount of the damage drained from the monster. Monsters
casting the spell are likewise healed.

Spell Name: KAKAMEN

Translation: = FIRE WIND

Cast When: Combat

Affects: 1 Group

KAKAMEN does 18-38 damage on one monster group.
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Level 7 Priest Spells

Spell Name:  MABARIKO

Translation: METEOR WINDS

Cast When: Combat

Affects: All monsters

MABARIKO pelts all monsters with boulders doing 18-58 damage.

Spell Name: ITHALON

Translation: = BLESSED FAVOR

Cast When: Camp

Affects: 1 Person

IHALON grants a special favor to one party member. The spell is
forgotten after being cast, and must be relearned.

Spell Name: BAKADI

Translation: = DEATH WIND

Cast When: Combat

Affects: 1 Group

BAKADI attempts to slay outright all of the monsters in a group.

Spell Name: KADORTO

Translation: REBIRTH

Cast When: Camp

Affects: 1 Person

KADORTO restores the dead to life, even those reduced to ashes! It also
restores all of the recipient’s hit points. As with DI, there is a chance that
KADORTO will fail. If a character who is in ashes fails to be resurrected
by KADORTO, he or she will be lost forever.
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Special Notes About the Spells
Magic Resistance Spells

Some monsters are able to resist many of the kinds of spells that would
normally affect them; fire spells or death spells are a couple of examples.
For some unknown reason, these monsters were bormn (or hatched or
fabricated) with this resistance ability! However, some of your
characters’ spells can be of value in defeating these no-gooders. Magic
Screens (CORTU) and Fizzle Fields (BACORTU), although they do not
affect the monster directly, cannot be resisted by the monster, so it
reduces its defenses.

Both Magic Screens and Fizzle Fields have a relative strength, based
upon the level of the person casting it. For example, your level 8 Mage
could most likely fizzle the spell of a level 7 Mage; however, it could
hardly be expected, except by a fluke, to cause a spell cast by a Level 25
Mage to fizzle. Luckily, the effects of these spells are cumulative, that
is, two Magic Screens are better than one.

Both Magic Screens and Fizzle Fields deteriorate with every round of
combat as the opponents’ spells bash off them. Don’t expect them to last
forever! If you want to keep up your defenses, you will have to replenish
the fields and screens by casting the spells again.

Also, the Anti-Magic spell PALIOS can help the party should it find itself
the victim of a Fizzle Field, or it can reduce magic screens erected by the
monsters. Of course, it has to be successfully cast to have an effect, and
should the party find itself in a Fizzle Field too strong to cast through,
the only thing to do is wait it out and hope that the Fighters are up to
snuff.

Although Magic Screens can often prevent damage from Breath attacks

as well as magic ones, substances in the breath tend to reduce the screen
very quickly. Monsters do not use mouthwash.
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Conjuring and Summoning Spells

Summoning spells are extremely powerful, in spite of their random
choosing. When the caster raises both hands high in the air and intones
the magical manuscript, the astral gates open (hopefully), and monsters
arrive to help the party. Sometimes, a brood of lowly skeletons will
appear... ah, but... perhaps a monster with even greater abilities than your
party could ever hope to possess will explode through the gates to
terrorize the unlucky onlookers!

As long as the gate has not been recently opened, the summoning spells
will usually work. However, once you have summoned one group of
monsters, you may not summon another group until the first group dies
or the encounter is ended.

Yet, there is still another large benefit to the summoning process! Often
the monsters that the party is fighting will attack the conjured monsters
instead! In other words, the attacks meant for your characters will be
absorbed by the monsters, saving you the pain (not to mention the
healing spells)! If all of the monsters are killed off fending for your life,
don’t despair; the gates will be available for summoning again.




Glossary

Age: As adventuring in the Maze is a strenuous occupation, characters
over the age of 50 will gradually become more feeble. Eventually
characters can die of old age.

Alignment: A character’s ethical bent; either good, neutral or evil.

Armor Class: The degree of protection from attack enjoyed by an
adventurer.

Castle: The center of activity in the game. The Tavern, Adventurers Inn,
Temple and Trading Post are located in the Castle. The Training
Grounds is nearby and the entrance to the Maze is situated directly
underneath.

Character: One of up to twenty persona through whom you live out an
adventure. Each character has unique capabilities, strengths and
weaknesses, partly determined by the player, partly by luck and partly by
experience. A group of up to six characters adventuring together make
up a party.

Class: A character’s occupation. Classes include Fighter, Mage, Priest,
Thief, Bishop, Samurai, Lord and Ninja.

Death: What happens to characters when their hit points go to zero.
Death is to be avoided, as getting yourself resurrected is inconvenient
and expensive.

Divvy Gold: All the party’s gold is pooled, and then split evenly among
the party’s members.

Equipping Items: The process of placing some of a character’s own
items in a position to be used during combat.

Experience Points: A numerical representation of a character’s
proficiency. Party members surviving fights with monsters earn
experience points based on the difficulty of the encounter. When
characters accumulate enough experience points, they may become more
powerful by attaining to a higher level. /

Fizzle Field: A magical barrier erected in front of a monster group
causing their spells to fizzle before they reach the party.
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Gold: The currency in circulation in and around the Castle.
Hit Points: The amount of damage a character can sustain before death.

Identify an Item: Determine the true nature of an item. Bishops can
perform this function without charge; Boltac will help you out for a
modest fee.

Item: An object carried or found by characters. Items include weapons,
armor and other things with which characters may equip themselves from
time to time. Items may be traded among characters or bought and sold
in the Trading Post. Some items have magical and/or cursed properties.

Level: The word "level" has three distinct meanings in Wizardry. The
Characters’ level of ability gradually rises with experience. Spells have
seven different power levels. The Maze has several floor levels.

Magic Screen: A magical barrier erected in front of the party to prevent
or reduce the affects of a monster’s spell.

Map: What every adventurer needs to negotiate the corridors of the
Maze. It is a drawn representation of the Maze with coordinates, doors
and the like.

Marks: The number of monsters a character has killed.

Master Diskette(s): The diskette(s) included in the Wizardry package.
You never play on the Master Diskette. Instead, you make a copy of it
(called the Scenario Diskette), and play on the copy.

Maze: The system of underground passageways in which the adventure
takes place. The party travels through the Maze questing for adventure,
loot and the resolution of their mission. The Maze is displayed in 3-D
perspective.

Monsters: Creatures found in the Maze, usually hostile to members of
your party. Monsters travel in groups, as your characters do, and
sometimes guard treasure chests.

Non-Player Character: A monster that you meet in the game with
which you can interact on a level other than only fighting. Often, these
characters have valuable clues and items for successful completion of the
Scenario.
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Party: A group of up to six characters assembled from the roster for an
expedition. Party members must be of compatible alignment.

Pool(ing) Gold: Assigning all the gold held by the party to a single
character.

Race: A character belongs to one of 5 races: human, elf, dwarf, gnome
or hobbit.

RIP: The number of times a character has been killed.

Roster: The field of characters from which several may be selected to
adventure together. Up to twenty characters may reside on the roster.

Scenario Diskette(s): A copy of the Master Diskette(s) which you must
make to play the game.

Spell: A magical formula used to invoke supernatural aid. Certain
character classes are particularly adept at learning spells. To cast a spell,
you must know it and have an appropriate spell point.

Spell points: Each spell point lets you cast one spell of that particular
level.

Status: A description of what condition your characters are in.

Swimming Pools: Magical watering holes into which party members
may dive to varying depths to their benefit, or perhaps, detriment.

Trap: One of a number of nasty gadgets that can either be attached to
treasure chests or strategically placed in the Maze.

Treasure: Gold and valuable items found in the Maze, usually guarded

by monsters.

containing gold and items. May be hard to open and/may not treat you

Treasure Chest: A sealed box, frequently guar?:d by monsters,
very nicely even if you do eventually get it open.

You: Have reached the end of the manual. Now go have some fun!
Enter then, if you dare, the Heart of the Maelstrom.
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Disclaimer

: FTWARE INC., the author(s), distributor(s) or seller(s)
Nelﬂ',ler sm;fschgush?we any liability or responsibility to the purchaser or any
i pl.Odn or entity with respect to any liability, loss or damage caused or
oﬂleregeftgobe caused directly or indirectly by this product, including but not
a_llq%cd to any interruption of service, loss of business and anticipatory profits or
. uential damages resulting from the use or operation of this product. This
consedieill be exchanged if defective in the manufacture, labeling or
packagiﬂg but except for such replacement the sale or subsequent use of this
grogram n;atenal is without warranty or liability.

NOTE: 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(s) specified herein.
Renting this product, or duplicating and selling or renting or otherwise
distributing this product, in any form, is hereby expressly prohibited.

For the Best Service

Please return your warranty registration card. Doing so will guarantee you the
fastest possible repair or replacement of a damaged Wizardry diskette. It also
entitles you to be notified of new Wizardry products as they are released.

Disk Warranty

If your disk should become unreadable within 30 days of purchase, return it with
proof of purchase to SIR-TECH SOFTWARE, INC., for a free replacement.
After 30 days enclose $7.50 to cover costs of media restoration or replacement
and shipping charges. Before returning your disk, please determine:

(1) If your disk drive is out of alignment and speed or;
(2) If your computer is malfunctioning.

Test the disk on another computer. If the program works, you have a problem
with your harc.iware. If the program doesn’t operate, send the disk back to us.
The original disk must be returned to us for replacement.

) Sir-Tech Services
Hotline Support -- Available 7 days a week

I YOu are stuck playing Heart of the Maelstrom and need a hint or if you need

assistance with g game problem, call the Hotline. We’ve got someone waiting
to hClp you.

Phone (315) 393-6633

W Monday - Friday -- 4:00 - 8:00 p.m. Eastern Time
eekends and U.S. Postal Holidays -- 12:00 - 6:00 p.m. Eastern Time

w i 1 . .
V:ry fe[ and mail back corrected disks within 24 hours of receiving them.
W firms claim this service. Sir-tech claims it... and we do it.
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SIR-TECH

’

Sir-Tech Software, Inc.
P.O. Box 245, Charlestown-Ogdensburg Mall
Ogdensburg, New York 13669
315-393-6633
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