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Appendix B: Character Professions 

A total of fourteen traditional fields of study are available to your 
character, and each of these professions follows . By meeting the 
minimum qualifications of a profession, characters can begin to train 
in the profession ' s skills, magic and conduct. Along with a descrip­
tion of the profession, you will see its spellbooks, primary skills and 
basic equipment: 

Spellbooks: If the profession has the ability to learn magic, the 
spellbook will be listed here. Further information on magic 
and the spell book itself is in the Magical spells section of this 
manual. 

Primary Skills: Fresh out of training, your characters have 
become somewhat proficient in certain aspects of their profes­
sion. The primary skills reflect this training. 

Basic Equipment: it would be pretty unkind, not to mention 
rude, to send your characters into the world naked, without 
weapons or shoes on their feet. Listed here is your character's 
basic, beginning inventory. 

STR 
INT 
PIE 
VIT 
DEX 
SPD 
PER 

12 SPELLBOOKs: None 
PRIMARY SKILLS: None 
BASIC EQUIPMENT: Long 
Sword, Leather Cui­
rass, Fur Legging, San­
dals, Buckler Shield. 

The general warrior class is one of the most time-honored professions 
in fantasy role-playing. Fighters generally have high hit points, and 
relish their role as shock-troops. They may specialize in a wide array 
of weaponry skills, and often use these talents to dis po e of monsters 
who stand in the way of adventure. Fighters mainly concentrate on 
these combat skills, honing them to a deadly point. Fighters can wear 

almost all armor and use most weapons. 
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STR 
INT 
PIE 
VIT 
DEX 
SPD 
PER 

SPELLBOOKs: Mage 
12 PRIMARY SKILLS: 

Thaumaturgy 
BASIC EQUIPMENT: Staff, 
Robes (U), Robes (L), 
Sandals, I Magic Mis­
sile scroll. 

The creators of the powerful Mage spells continue, to this day, to 
devote a life's work to their study. Because they practice only the 
Mage spells and seek no other interests, Mages learn them quicker 
than any other profession in Wizardry. They have poor hit points and 
are very limited in the armor and weapons they can use. However, 
their powerful spellcasting makes them ideal for any party. 

STR SPELLBOOKs : Priest 

INT PRIMARY SKILLS: 

PIE 12 Theology 

VIT BASIC EQUIPMENT: 

DEX Quarterstaff, Robes 
(U), Robes (L), San-

SPD dais, 3 Lt. Heal potions. 
PER 8 

Long known for their healing powers, Priests are useful to any party 
hoping to live for more than a day in Lost Guardia. Dedicated 
individuals, Priests give all of their attention to the study of divine 
Priest spells. Their devotion allows them to learn Priest spells 
quicker than any other profession. Priests are also skilled diplomats, 
able to negotiate with NPCs. Priests have fairly high hit points, must 
use specially consecrated weapons, and can wear light armor. 

Mage 
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Appendix B: Character Professions 

STR 
INT 
PIE 
VIT 
DEX 
SPD 
PER 

12 
8 

SPELLBOOKs: None 
PRIMARY SKILLS: 
Skulduggery 
BASIC EQUIPMENT: 
Cutlass, Cloth Shirt, 
Cloth Pants, Buskins, 
6 Bite Daggers 

For those who just couldn ' t resist a good temptation, thieving might 
just be the perfect career. Thieves are very good as circumventing 
the noxious treasure chest traps which often lie between a party and 
their hard-earned loot. They also have the skill to pick locked doors, 
and delight in the opportunities to pickpocket. Thieves can hide in 
combat, and if successfully hidden, they can launch a surprise 
attack .. . doing double damage. 

STR 10 SPELLBOOKs: Alchemist 

INT 8 PRIMARY SKILLS: Scout, 

PIE 8 Bow 

VIT 11 
BAsicEQuIPMENT: Short 

DEX 10 
Bow, 100 Willow Ar-
rows, Suede Doublet, 

SPD 8 Suede Pants, Buskins. 
PER 8 

The nature-lover of Wizardry, the Ranger enjoys a talent for scouting 
out such things as secret passages, trick walls and other traps of this 
nature. l'v1uch like Robin Hood, a classic of this profession, Rangers 
are excellent archers and have a deadly accurate aim. They receive 
a bonus when using all projectile weapons including a chance to 
score a critical hit. Around the third level of experience, Rangers 
slowly begin to learn Alchemist 'spells. They also have fairly high 
hit points, and can hide during combat. 
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STR 
INT 13 
PIE 
VIT 
DEX 13 
SPD 
PER 

SPELLBOOKs: Alchemist 
PRIMARY SKILLS: 
Alchemy 
BASIC EQUIPME T: Staff, 
Robes (U) , Robes (L), 
Sandals , l Cherry 
Bomb potion 

The weavers of magical spells, Alchemists aspire to bend the laws 
of the univer e. Although they are spellcasters, their traditions show 
them to be the mixers of potions, and the diviners of spells. Using 
their high intelligence, Alchemists concentrate their studies fully to 
this art allowing them to learn its spells faster than any other 
profession in Wizardry. Additionally, due to the nature of their 
spells, they need no oratory and cannot be silenced. 

STR SPELLBOOKS: l'v1age 

INT 10 PRIMARY SKILLS : l'v1usic 

PIE BASIC EQUIPMENT: 

VIT Sling, Bullet Stone 

DEX 12 
(25), Cloth Shirt, Cloth 
Pants , Poet's Lute 

SPD 8 
PER 12 

The silver-tongued adventurer, the Bard enjoys a talent for song, 
entertainment and conversation. Additionally, their musical talents 
allow them to play the different enchanted instruments found within 
Wizardry, casting a spell with each. Bards also begin to study 
powerful l'v1age spells around the third level of experience. Bards 
have been known to pick a pocket or two as well, and learn in the ways 
of the thief, allowing them to pick locks, disarm traps and hide during 
combat. 
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Appendix B: Character Professions 

STR 10 SPELLBOOKs: Psionic 

14 PRIMARY SKILLS: INT 
PIE Theosophy 

VIT 14 
BASIC EQUIPMENT: Dag-
ger, Robes (U), Robes 

DEX (L) , Sandals, Shadow 
SPD Cloak 
PER 10 

Concentrating on the wonders of the mind, the Psionic is a magic user 
who has developed mental powers to a level no other profession can 
hope to possess. Their spells have the ability to alter the mind, read 
it and mess with it in general. They are both clairvoyants and 
divinators, who focus all their energies on their mental and magical 
abilities. Through this devotion, Psionics learn the mental spells 
faster than any other profession. 

STR 10 SPELLBOOKS: Priest 

INT PRIMARY SKILLS: Pole 

PIE 11 
& Staff 

VIT 11 
BASIC EQUIPMENT: 
Spear, Fur Halter , 

DEX 10 Chamois Skirt, San-
SPD 11 dais, Leather Helm 
PER 8 

A profession open only to female characters, the Valkyrie is a first­
rate lance warrior. Her knowledge of weapons is vast and precise; 
her spirit for combat is great. She is strong, and has the ability to 
swing her sword with a speed and accuracy admired by all. Around 
the third level of ability, the pious Valkyrie begins the study of Priest 
spells, although she doesn't learn them as quickly as the Priest. 
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STR SPELL BOOKS: Prie t , 
Mage INT 15 

PIE 15 PRIMARY SKILLS: The-

VIT 
ology, Thaumaturgy 
B AS IC EQ UIPM E T: 

DEX Quarterstaff, Robes 
SPD (U), Robes (L), San-
PER 8 dals, Mitre 

Extremely intelligent and pious individuals , Bishops devote a major 
portion of their time to the ancient studies. Pooling the knowledge 
of the Mage and Priest, Bishops are well-studied characters who 
learn the spells of both their counterparts. However, because of the 
time required to study both spellbooks, Bishops learn spells more 
slowly that the Mage or Priest. Bishops, because of their great 
wisdom, are skilled in the political art of diplomacy. 

STR 12 SPELLBOOKs: Priest 

INT 9 PRIMARY SKILLS: 

PIE 12 Diplomacy 

VIT 12 BASIC EQUIPMENT: 
Broad word, Quilt Tu-DEX 9 nic , Quilt Legging , 

SPD 9 Buskins, Steel Helm 
PER 14 

Both an excellent fighter, diplomat and pious spellcaster, Lords are 
the true crusader knights in Wizardry. While their combat kills are 
their primary concern, the Lord 's interest in the divine Prie t spells 
develops around the third level of experience, and helps to provide 
the party with the additional healing power it may need. Whether it 
be inflicting the damage or healing it or negotiating it, Lords are a 
great addition to any party. 
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Appendix B: Character Professions 

SPELLBOOKs: Mage STR 12 
INT 11 

PRIMARY SKILLS: Sword 

PIE BASIC EQUIPMENT: 

VIT 9 
Katana, Wakazashi , 
Robes (U), Robes (L), 

DEX 12 Sandals 
SPD 14 
PER 8 

The true swordsman of Wizardry, the Samurai has dedicated his or 
her life to the study of the sword. Their lighting speed combined with 
their sword's accuracy help them to fight their way through most any 
ituation. Samurai can learn the deadly skill of the critical kill , 

unleashing it upon their opponents in the heat of battle. Their 
mystical side allows them to develop mage spells around the third 
level of experience. 

STR 13 SPELLBOOKS: Psionic 

INT 8 
PRIMARY SKILLS: Hand 
& Feet, Theosophy 

PIE 13 BASIC EQUIPMENT: Bo, 
VIT 15 Shurikens, Robes 
DEX 10 (U), Robes (L), San-
SPD 13 dals 

PER 8 

A wandering person in search of inner and outer development, the 
Monk is a talented warrior, fighting most with the hands and feet, 
who tops this ability with a knowledge of self defense. The Monk 
also posses es keen insight into the ways of the mind, and begins to 
learn the Psionic spells at the third level of experience. The Monk 
is also studied in the body, and may critically hit an opponent. He or 
she may also hide in combat. 
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STR 12 SPELLBOOKS: Alchemist 

INT 10 PRIMARY SKILLS: Hand 

PIE 10 
& Feet, Ninjutsu 

VIT 12 
BASIC EQUIPMENT: 15 
Shurikens, Ninja Cowl, 

DEX 12 Ninja Garb (U), Ninja 
SPD 12 Garb (L), Tabi Boots 
PER 

The ultimate assassin, the Ninja is a silent and devout killer with 
skills and talents admired, but known little about, by all. They 
commonly fight with their hands and feet, wreaking havoc upon their 
unlucky opponent . Ninja may also deliver a critical blow to 
whatever stands in their way. Sharing some of the Thief's skills, the 
Ninja i able to hide in combat, in hopes of launching a deadly 
surprise attack. Much later in their careers, Ninja begin to learn 
Alchemist spells. 

Ninja 
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Appendix C: Character Skills 

As your character travel through fore ts and encounter NPCs and 
mon ter , they will develop, learn and hone the skills that are 
necessary for survival and success in Wizardry. There are fou r 
categories of kills: Weaponry, Physical, Academia and Personal. 
Within each of these categories, there are many individual skills, all 
of which are Ii ted in thi section. Depending on your character's 
profession, you may not see every possible kill while reviewing your 
character 

In general , Weaponry skills affect a character's ability to handle his 
or her weapon. As your character practices these skills (equipping 
and using a weapon in combat, blocking a blow, etc.), points will be 
added to the skill to reflect your training. At their best, all skills reach 
a maximum of 100 points. 

WA D & DAGGER: The talent of wielding daggers, wands and other 
small items used as weapons in combat. 
SwoRD: Any sword, including the katana, used as a weapon in 
combat is covered under this skill. 
AxE: This ability covers any axe, such as the battle or hand axe, used 
as a weapon in combat. 
MACE & FLAIL: The talent needed to use any mace-like item, 
including the flail or hammer, as a weapon in combat. 
PoLE & STAFF: The mastery of any pole & staff, such as the halberd, 
boor staff, used as a weapon in combat. 
THROW: The demonstrated ability to be on target when any weapon 
i thrown. Thi includes such things as shurikens, dart , potions and 
weapons that are thrown accidently. 
Su G: The ability to use any weapon which consists of a leather strap 
and two cords which, when whirled and released, hurls stones and 
other like objects at an opponent. 
Bow: The flair of handling any bow which fires arrows and is used 
as a weapon in combat. 
SHIELD: The art of using a hield effectively to block an opponents 
blow while fighting or parrying. 
HA DS & FEET: The talent of using one's hands and feet as lethal 
weapons to strike and hopefully kill and opponent. 

Appendix C: Character Skills 

Physical skills generally affect a character 's ability to do things 
which require talents of the body or voice. For instance, a character 
skilled in Scout will keenly perceive a piece of traw that looks out 
of place in a giant hay pile. The unskilled scouting character, on the 
other hand, will blindly walk down the hall , oblivious to the giant red 
sign that say , "Secret Door Here! " As with most skills, Physical 
skill grow stronger a your characters practice them. Physical skills 
reach a maximum of I 00 points 

ScouT: The knack of seeing and finding things such as secret doors , 
hidden entrances or buried items others seem to pa by. You must 
add points manually to "Scout" to increase your character' profi­
ciency. 
Music: The art of playing enchanted musical instruments and 
bringing forth from them different magical spells. 
ORATORY: The vocal discipline required to properly recite a magical 
spell in combat. Without good oratory, spells meant for monsters 
may fizzle or backfire on the party. 
LEGERDEMAr : The ability to pickpocket (steal) items or gold from 
NPCs without their knowledge or permission. 
SKULDUGGERY: The delicate skill of inspecting and disarming traps 
on chests and picking locks on doors. 
N1 JUTsu: The legendary art that allows characters to hide them­
selves from their opponents. For the Ninja and Monk, proficiency 
in Ninjutsu helps to lower their armor class rating. 
SWIMM! G: A measurement of your character's ability to swim 
acros deep water. Characters with fewer than 10 skill points may 
drown from entering deep water. 
CLIMBING: The knack of taking falls , climbing into pits, and scaling 
the sides of wall without taking damage. 

Physical 
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Appendix C: Character Skills 

Academia skill s affect a character 's ability to learn and understand 
matters intellectual. These skills also affect the magic users ' ability 
to learn and understand spells. While Academia skill may eventu­
ally increase automatically magical study skills must be advanced 
manually be adding skill points whenever a character gains a level; 
these are studied skill , not practiced. Without study, the magician 
will never learn spells beyond the basic. A with all the skills, the 
highest amount a particular skill can reach is I 00 points. 

ARTIFACTS: The ability to effectively u e and invoke magical items 
depends on this skill . Without a developed Artifact skill, there is a 
chance theitem ' s power will fizzle or backfire. This kill also affects 
a character 's ability to successfully assay an item to determine its 
intricacies. 
MYTHOLOGY: The ability to recognize, while in combat, the true 
identities of monsters. 
SCRIBE: The ability to successfully invoke the magical power of a 
scroll during combat. 
ALCHEMY: The art of learning, practicing and exerci ing Alchemist 
spells. 
THEOLOGY: The pur uit of the divine interests leading to the study 
of Priest spells. 
THEOSOPHY: The possession of mental and spiritual insight that 
allows its possessor to study Psionic spells. 
THAUMATURGY: The path of study followed by the Mage and those 
who follow him to learn Mage spells. 
KrnuuTsu: The deadly skill and knowledge of the body which allows 
its possessor to strike a vital blow or critical area, hopefully killing 
an opponent with a single blow. 
MAPPING: The ability to transcribe an accurate record of the party 's 
adventure. The higher the skill , the more detail (door, stairs, trees, 
gates , etc.) included. Thi skill requires a mapping kitto be effective. 
DIPLOMACY: The art of negotiation and creation of mutual pacts and 
trust between the party and another group. Allows the negotiator to 
truce well and form alliances with NPCs. 

Appendix C: Character Skills 

Lost Guardia is a world unlike any your characters have ever known. 
Although they come prepared with a great selection of skills , there 
are still some things they might pick up along the way. 

FIREARMS: The use of small firearms , like muskets. Thi skill 
determines your character's ability to load and accurately fire such 
a weapon. 
REFLEXTION: The ability to take small jumps so quickly - faster than 
the eye - that a double image is created. This skill ' s most effective 
use is in a character 's ability to avoid an attack. The "after image" 
is usually the target. 
SNAKE SPEED: Allows characters to move with lightning reflexes, 
increasing speed in all aspects where it is a factor. 
EAGLE EYE: The ability to target a creature with a weapon or spell 
and strike with an amazing degree of accuracy. 
PowER STRIKE: An ability to strike a blow that does maximum 
damage - and sometimes yields more than that! 
MIND CONTROL: Those adept in this skill can master control of their 
own minds. This extra willpower helps them to fend off sleep or 
Psionk spells and to retain control of their own mind. 
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Appendix D: Customer Support 

In United States & Canada 

Sec inside front cm er for support phone 
numbers and hours of operation 

As you play Crusaders of the Dark Savant and read its manual, you 
may think of ways we can improve our products. If you do, we want 
to hear from you. It 's no secret that we're out to beat thefur leggings 
off other computer games, and with your help and ideas we can. Send 
your comment , compliments, criticisms and suggestions to: 

Product Development 
Sir-tech Software, Inc. 

P.O. Box 245, Ogdensburg, NY 13669 

If your game isn't working as you would expect it to, feel free to call 
us at (315) 393-6644 (no game hints). Technical Support lines are 
open Monday through Friday, 9 a.m. to 5 p.m. (except holidays). You 
may also write to us. 

Technical Support, Sir-tech Software, Inc. 
Ogdensburg Business Center, Suite 2E 

Ogdensburg, NY 13669 

When you call or write, please have ready your computer make, 
amount of RAM and extended memory. Additionally, please inform 
us if your computer ha any special start-up programs or memory 
resident programs. 

Getting a busy signal when you dial us? When a game is first 
relea ed, that 's not uncommon - lots of people are trying to get 
through. You may call (315) 393-6633 during the hour printed on 
the inside front cover of the manual, or write to us. We have someone 
waiting to answer your letter. 

Hints Hotline, Sir-tech Software, Inc. 
P.O. Box 245, Ogdensburg, NY 13669 

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

Appendix D: Customer Support 

In United States & Canada 

If your disk has become unreadable within 30 days of purchase, Repairs 
return it with a dated, original receipt to Sir-tech Software, Inc. for 
a free replacement. After 30 days, enclose $10.00 to cover costs of 
media restoration or replacement and $2.50 to cover shipping and 
handling. (NY residents, plea e add 7% sales tax to total of repair 
and shipping). Prices are subject to change without notice. Please 
include the following information in your package. Failure to do so 
could delay processing time: 

Original, master diskettes 
Warranty card (if not already sent to Sir-tech) 
Letter explaining problem and computer configuration 
For free replacements within 30 days, original bill of sale (will 
be returned to you) 
For replacements after 30 days, $10.00 repair charge plus $2.50 
shipping and handling fee (plus tax if any) 

Please call ahead to determine availability Updates 
Product updates from Sir-tech are available for $15.00 for media and 
$2.50 to cover shipping and handling (NY residents, please add 7% 
sales tax to total of repair and shipping). Prices are subject to change 
without notice. Please include the following in your package. 
Failure to do so could delay proce sing time: 

Original, master diskettes 
Warranty card (if not already sent to Sir-tech) 
$15.00 update plus $2.50 shipping and handling fee (plus 
tax if applicable) 
Letter requesting the update including computer configu­
ration required 
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Appendix E: Hints & Tips 

1. Where's the Start New Game option? Before you can start a 
new game, you need to create a party in the Character Menu. 
Once you have created six characters, return to the Main Menu. 
There, use the Add Member option. Once you have added at 
least one character to the party, the Start New Game option will 
appear. 

2. To new Wizardry players, Dracons and Bards are valuable 
in combat (they're good for experienced players, too) . A 
Dracon's breath attack is highly consistent, and typically scores 
damage to opponents. By creating a Dracon magic user or thief, 
the character will not become "inactive" in the middle of combat 
- after casting spell , the Dracon may have enough stamina left 
for a breath attack. The Bard, on the other hand, carries an 
instrument that provides endless Sleep spells! Needless to say, 
such an item makes combat much easier. 

3. Diplomacy is everything. Well, almost. When you meet up 
with a group ofNPCs, cast a Charm spell, if you have one. Then, 
try negotiations. The better a character's diplomacy, the better 
negotiations may go. Additionally, remember that it might not 
be in your be t interest to talk with every NPC in the village. If 
word gets back to your other friends, why, what would they 
think? 

4. Be careful who you expose yourself to. When you offer to trade 
Lore with another party by electing the Lore option, you may 
learn all they know about the area and their quest. However, you 
tell them everything you know in return! 

5. Good notes are important as extra insurance. You can refer to 
them to see if you've mi sed something or to recall certain 
information you might need. 

6. If you're relatively safe in an encounter, let as many characters 
as po sible rest to regain some stamina. 

7. Spells that incapacitate monsters (such as Sleep) are great to 
use. While the monsters are sleeping, you can rest your 
characters up, too. Also, you'll get some great swings in on them. 

8. Some places on Lost Guardia seem safer to rest than others. 
Monsters are more likely to find your party if they're camped out 
in the center of a great hall versus a mall , enclosed room. 

9. Avoid killing NPCs until you're sure they don't have something 
you need. Once you kill and NPC, he or she is gone for good. 

Appendix E: Hints & Tips 

I O. When you encounter a new monster, don't hold back, and don't 
assume it's easy to kill. Later, when you know what spells work 
on it and what it can do to you, you can relax a little. 

11. Bethorough. Readmessagescarefu lly. Youneverknowwhere 
you might be able to find or use something. 

12. If you're dealing with more than one group, you may want to 
kill off groups with single monsters fir t. In this way, the tough 
monsters with lot of spells can't retreat to the rear out of your 
fighters' range. Sometimes, however, the reverse may be 
desirable. 

J 3. Have fun. Even when the going gets tough, and you feel 
hopelessly stuck. There is a way out. Check all the walls around 
you. Remember messages you've read or check your notes. Or 
call us Monday to Friday, 4 p.m. to 8 p.m. and weekends, 12 noon 
to 6 p.m. We'll get you out. 

The l lltimate in Hints, Tips and Information 
for the seasoned or the new Wizardry player. 

Crusaders of the Dark Savant 
Playmaster's Compendium 

Everything you ever wanted to know about Crusaders of 
the Dark Savant is discussed. You'llfind strategies to 

help you create the deft.native party plus: 

•Maps 
• Monster & Item Stats 

• Interviews with all NPCs! 
& more! 

$19.95 

Call (315) 393-6633 to order or 
Visit your local retailer! 

(price subject to change without notice) 
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Magic , Power Level ........................................ 69 
Magic , Realms ................................... .............. 68 
Magic, Spell books ......................................... .. 68 
Magic , Summoning Spells .............. .. ............. . 70 
Magic, Treasure Chests .......... .. ....................... 56 
Magic, Water Spells ..... .... ......................... 72-73 
Main Menu ....................................... ............... 41 
Marks (MKS) ................................................... 13 
Mental Spells ............................................. 78-80 
Merging Items ................................................. 24 
Monk ................................................................ 98 

Bonus Points, Skills ......................... .... .......... . 20 
Breath Attack, Combat ................................. .. 63 
Bribe ................................... ... ..... ..................... 32 
Buttons ................. ............................ .... ........... 39 

Cancel. Combat ..................... .......................... 64 
Candle of Life ............ ..... ............. ... ................ 14 
Carrying Capacity (CC) ............. ..... .......... ..... 14 
Carrying Capacity, Penalty ............................ 15 
Casting a Spell ............... .... ... ... ..... .. ... ... .......... 70 
Casting Spells on Adventure .......................... 4 7 
Change ame ............... ................................... 26 
Change Portrait ............................................... 20 
Change Profess ion .......................................... 26 
Character Menu ........ .................... ...... .... ........ 41 

Earth Spells ................ .. .. ............................ 76-77 
Edit, Delete .... .................................................. 25 
Edit, Picture ..................................................... 26 
Edit , Profession ........................... ...... .............. 26 
Edit, Rename ....... ... ..... ...... ............. ....... .......... 26 
Elf ......................... ............................................ 88 
Elvis ..... .. ....................... ................................... 47 
Encumbrance ............ ....................................... 14 
Encumbrance Penalty ................................... .. 15 
Encumbrance, Modifier in Combat ................ 65 
Equip ................................................................ 22 
Equip, Combat ................................................ . 64 
Equipping Items .............................................. 22 
Experience Points (EXP) ... ............................. 13 

Items ................................................................ 22 
Items, Abandoned ........................ ..... .............. 40 
Items, Assaying ... ............................................ 23 
Items. Buy ..................................................... .. 35 
Items, Can 't Equip ................ .... ............. .. ....... 22 
Items, Cur ed ...... .... ...... ................... .... ........... 22 
Items. Dropping .............................................. 24 
Items, Equipping ............................................. 22 
Items, Give ................................................. 33,35 
Items, Grouping ............................................ .. 24 
Items, Merging .............. .. ....... ..... .................... 24 
Items, Putting in Swag Bag ............................ 24 
Items, Sell ...................... .................................. 35 
Items, Steal ...................................................... 36 
Items, Trading ................................................. 24 

Monsters, Fight ........... .... ... .............................. 59 
Monsters, Identify ....... ... ................................. 58 
Mook ................................................................ 91 
Move, Combat ........................... ....... ............... 64 
Movement ... .. ... ....... ....................... ............. ..... 45 
Moving Characters .. .. ..................................... .48 
Multiple Attacks .............................................. 60 
Multiple Beginnings .. ...... .................................. 8 
Multiple Strikes ............................................... 61 
Munk ................................................................ 30 

Name ............................................ ... ............. .. .. 19 
Nausea .............................................................. 18 
Negotiations ........................... ................... 32, 33 
Next LVL ......................................................... 14 

Character, Creating ......................................... 19 Experience Points , Needed ............... ..... ...... ... 14 Items, Use ........................................................ 36 Ninja ................................................................ . 99 
Character, Delete .......... ... ....... ........................ 25 
Character, Description ..................... ... ... .. ... . 3, l I 
Character, Gender ............... ........ .......... ..... ..... 19 
Character, Illnesses ............................... .......... 16 
Character, Moving in Combat ................ .. ..... 64 
Character, Possessions ................................ ... 22 
Character, Professions ........................ 19, 92-99 
Character, Races .................... ............. 19, 88-91 
Character, Review ............... ... ............. ........... 25 
Character, Screen Display ........................ .. .... 42 
Character, Skills ........... ......................... I 00-103 

Faerie ..... ... ................ ... ... ... ...................... .... ..... 90 
Fantasy Role Playing ........................................ 3 
Felpurr .. ...................... ...................................... 91 
Fight .... .. ................ ... ................................ . 36, 59 
Fight, Damage Done ....................................... 59 
Fight, Multiple Attacks ............................... ... . 60 
Fight, Multiple Strikes .................... ..... ...... ..... 61 
Fighter ... ..... ............. ... ..... ....... .......... ................ 92 
Fighting Mode, Assay ...... ........ ............ ........... 23 
Fighting Modes, Compared ...................... ..... . 60 

Items, Using ........................................... .... ..... 22 

Karma .............................................................. 12 
Karma, Casting ... ......................... ................... 21 
Knock-Knock, Locked Doors ...... .. ................ 52 
Knock-Knock, Treasure Chests ..................... 56 

Ladders ............................................................ 40 
Leave ............................................................... 36 
Level (L VL) .................................................... 13 
Levels, Gaining ........................... .. ....... ........... 27 

Non-Player Character .................. ....... ............ 30 
Non-Player Character, Bribe ........... ............... 32 
Non-Player Character, Dane ....... .... ................ 30 
Non-Player Character, Fight ........................... 36 
Non-Player Character, Gorn ............. ... ........... 3 I 
Non-Player Character, Helazoid .................... 31 
Non-Player Character, Leave ...... .. ..... ... ......... 36 
Non-Player Character, Lore ........ .. .............. .... 34 
Non-Player Character, Meeting .... ..... ............. 31 
Non-Player Character, Munk ......................... 30 
Non-Player Character, Pool ............................ 36 

Characters, Moving ........................................ 48 
Charncters, Saving ................................... ....... 21 
Climb ............................................................. .. 46 
Climbing, Ladders ..... ................................. .. .. 40 
Climbing, Pits .. ... ..... ........................................ 40 

Fire Spells .............. ...... .... ........................... ..... 71 
Firearms, Loading (Merge) ............................. 24 
Firearms, Reloading in Combat ..................... 64 
Force ................................................................ 33 
Forcing a Door Open .................... .................. 52 

Levers ....... .... ......... .......................................... 39 

Life .... .. ............................................................. 14 
Lizardman .. .. ................................................. .. 90 
Load Savegame ............................................... 42 

Non-Player Character, Rattkin ....................... 31 
Non-Player Character, Spell ........................... 36 
Non-Player Character, Steal ........................... 36 
Non-Player Character, T'Rang ....................... 30 
Non-Player Character, Talk ..... ....................... 34 

Combat ....... ............. .................................. 58-65 
Combat, Attack .................... ... ...... .. ................ 63 
Combat, Backup ........... ...... ... .. .. ......... ... .... ..... 64 
Combat, Breath .................. ...... .......... .... ......... 63 
Combat, Cancel ............................................... 64 
Combat, Choosing Opponent ........................ 58 
Combat, Equip ................................................ 64 
Combat, Fight ................................................. 59 

Gaining Levels ................................................ 27 
Gates ....... ... ........... ............ ............... ................ 39 
Gender .... .... ... ..... .. ... .. ... .. ........ .... .. ............... ..... 19 
Gender, Selecting ......................................... ... 19 
Give .... ...... ... ....... .. ............................................ 33 
Gnome .............................................................. 89 
Gold Pieces (GP) ............ ............... .................. 13 

Locked Door, Open ........................................ 48 
Locked Doors ............................... ..... .......... 9, 51 
Locked Doors, Knock-Knock ........................ 52 
Lord ................................................................. 97 
Lore .............................................................. 9, 34 

Mage ......................... .. .. .... .. ..... ....... ................. 93 

Non-Player Character, Trade .......................... 35 
Non-Player Character, Umpani ...................... 30 
Non-Player Character, Use ............................. 35 

Open, Adventuring Option .................. ....... ... .48 
Open, Locked Doors .................... .... ............... 51 
Open, Treasure Chests ......... .. ... ................ 53-56 



Oratory ................................................... .... .. ... 70 
Ordering a Party .................. ............................ 39 

Paralyzed .. .................... ... ....... .............. ... ........ 18 
Parry ... .......... ............ .. ............ .. ..... .................. 61 
Party, Creating .................................................. 4 
Party, Order ..................................................... 39 
Pause ................................................................ 32 
Peace ................................. .. ............................. 33 
Personal Skills ................... .. ..... .. .... ....... ........ I 03 
Personality ...................... ................................. 12 
Physical Skill ............................................... I 0 I 
Picking Locked Doors .................................... 51 
Picture .............................................................. 25 
Picture. Change .............................................. . 20 
Piety ...................................... ........................... 11 
Pits ..... .................. .............................. .............. 40 
Poi oned .......................................................... 17 
Pool ....... ... ... ...... ... .. .. .. ............................. ......... 36 
Portrait, Changing .............. ........... .................. 20 
Portrait, Selecting ............................................ 20 
Priest ................................................................ 93 
Prie t 's Spellbook ........................................... 86 
Primary Attack ...................................... ... ....... 61 
Profess ion ........................................................ 19 
Profess ion, Changing ....... .... .. ...... .................. 26 
Profess ion, Qualifying For .............. .. ... .......... 19 
Profession, Selecting ...................................... 19 
Professions, Character .............................. 92-99 
Psionic ............................................................. 96 
Psionic 's Spellbook ........................................ 85 

Quit & Save Game ..................... .. ... .. .............. 49 
Quit-NoSave ......................... ....... ................... 49 

Race ................................................................. 19 
Races, Character ....................................... 88-9 1 
Races, PC ............................................... 30-3 1 
Ranged Weapons ............................................ 60 
Ranger ......................... .................................... 94 
Rank (RNK) ............................................ ........ 13 
Rattkin ..................................................... ..... .. . 31 
Rawulf .. ...... .. .......... ................ ........... .............. 91 
Realms, Magic ...................................... ... ....... 68 
Reload ing, Firearms in Combat ... ... ............... 64 
Rename ..................................... ....... .......... 25, 26 
Re t, Adventuring Option .......................... .. .. 48 
Rest, Combat ................................................. .. 61 
Resume Play .. .................... ...... .. ..... ............. ... . 49 
Review Member ........................................ 25, 42 
Run, Combat .. ...... ...... ..................................... 63 

Samurai ......... ..... .............................................. 98 
Save Game & Quit .......................................... 49 
Save Game & Resume .................................... 49 
Saving Your Game ........................... ..... ........... 5 
Screen, Explained ............. .. ...................... 42-49 
Search, Adventuring Option .......................... 47 
Secondary Attack ........... .......... .. ... ......... ... ...... 61 
Selecting Spells ............. ..... ........... ..... .. .... .. ..... 2 1 
Shield Bonus ...................... ........... ... ........ ... .... 15 
Sidestep ........... ......... .......................... ............. 46 
Skill . Academia ........................................... I 02 
Skills, Distributing Bonus Points ................... 20 
Skills, Personal .....................................•........ I 03 
Skill , Physica l .......................•.....••..•••....... ... I 0 I 
Skill , Reviewing ......... ................................... 25 

Skills, Weaponry ....................... .. ........... ..... . 100 
Sleeping, Re t ........................................... ....... 48 
Speed .... .. .................... ... .................... ..... ...... .... 12 
Spell ..... ........ ... ................... ........ .. .... ....... ......... 36 
Spell, Combat .. ................... ... .. ....... ................. 62 
Spellbook, Adventuring Option .................... .47 
Spellbook, Alchemi t's ................................... 83 
Spellbook, Mage's .......................................... 84 
Spellbook,Prie t's ........................................... 86 
Spellbook, P ionic's ...... .......................... .... .... 85 
Spell books ................... ........ ....................... ..... 68 
Spells, Casting ................ ............. ... ....... ... 47, 70 
Spells, Costs ..................................... ... .. ...... ..... 69 
Spells, Leaming ............................. .. ......... 21, 69 
Spells, Power Level ......................................... 69 
Spells. Reviewing ............................................ 25 
Spells, Summoning Spells .............................. 70 
Stamina (STM) ................................................ 13 
Stamina, Recovering ......... ... ....... ... ....... ........ . .48 
Start ew Game ..... ....................... .. ....... .. 38, 42 
Statistics, Ba e ........................ ........ ................. 11 
Statistics, Bonuse in Combat ........................ 65 
Statistics. Secondary ....................................... 12 
Steal .................................................................. 36 
Stoned ......................... ..................................... 17 
Strength .. .... ... ..... ... ....... ..... .... ............ ............... I I 
Summoning Spells ....................................... .. . 70 
Swag Bag ......................................................... 24 
Swimming ........................................................ 40 

T'Rang ....... ...................................................... 30 
Talk, Non-Player Character .................... ...... 34 
Talk, Pausing ...... .... ..... ....... .. ..... ...... ...... ... ....... 32 
Terminate Game .............................................. 64 
Thief ...........................•••••................................. 94 
To Hit ............................................. .................. 59 
To Penetrate ..................................................... 59 
Trading Items .................................................. 24 
Treasure Chest, Getting Loot .... .. ....... ... ......... 56 
Treasure Chests .............................. 48, 9, 53-56 
Treasure Che ts, Divine Trap ....... ........... ... .... 56 
Trea ure Chests, Knock-Knock ......... ..... ... .... 56 
Treasure Chests, Step by Step ............ ..... . 54-55 
Truce, Bribe ............ ....... ........ ................... .. ... .. 32 
Truce, Force ..................................................... 33 
Truce, Give ..... .. ................ .. ... ....... .... .. ............. 33 
Truce, Peace .................................................... 33 
Tum .................................................................. 45 

Umpani ............................................................ 30 
Use ..... .. ............... ............................................. 35 
Use, Locked Doors .. ........... ............................. 51 
Use, Adventuring Option ...... ........ .................. 46 
Use. Combat .................................................... 63 
Use, Treasure Chests .... ...... ..... ... ..................... 56 
Using Items ..................................................... . 22 

Valkyrie .......................................................... . 96 
Vitality ................................... .. ...................... .. I I 

Water ..... .. ................................................ ......... 40 
Water Spells ............................................... 72-73 
Weaponry Skills ................ ........................... 100 
Weapons, Primary .......... ................................. 22 
Weapons, Ranged ........................ ................... 60 
Weapon , Secondary ....................................... 22 
Wearing Items ................................................. 22 

Coming Soon! 

Deadly Games creates a new dimension in tactical combat by adding the most 
exciting challenge of all : other people who want to kill you! Wipe out your 
friends and enemies with new modem, network, and serial connection play. It's 
intensely and immensely entertaining, with all the mercenary interaction that 
Jagged Alliance made famous. 

Features: 

• New mercenaries, plus all the original]aggedAlliance meres with brand 
new dialogue. 

• Single Player Campaign play, where miss ions become increasingly 
more difficult. Battle up to 32 enemies, all with superb computer AL 

• Up to four players can go head-to-head via a network, while two 
players can battle it out over a network, modem, or serial link. 

• Choose fast and furious Quick Conflicts, or the intense competition 
of Campaign Play. 

• New weapons to help you blaze your way to victory. 

• Customize your missions with the included scenario editor. 

• Original Jagged Alliance not required! 

This Time It's Personal! 

Coming soon on CD for IBM and compatible computers 



Coming Soon! 

Shadows Over Riva 
Third in the award-winning 

Realms of Arkania series 

Something sinister is happening in the seaside city of Riva. As the ~ar with the 
Ores drags on, a sinister force infiltrates the town. Shadows Over Rwa lets your 
party of adventurers explore the streets and alleyways of Riva in search of its 
terrible secret. You'll have to muster all of your courage and daring to uncover 
the truth in this intricate, all-new story. 

Features: 

• Experience the rich, detailed fantasy world of the series that has 
already won more than a dozen awards. "The game system is 
incredible"-PC Gamer, Nov. 1995. 

• Enhanced, smooth-scrolling graphics with realistic terrain. 

• Incredible CD soundtrack. 

• New combat options. Tell the computer your combat style, and let 
it plan your attack. 

• Based on Das Schwarze Auge, Germany's be r-selling role-playing 
system. 

Coming soon 011 CD for IBM and compatible computers 

Coming Soon! 

Nemesis 
A ~~f-:-Adventure 

Breathtaking adventure and inviting role-playing meet in this intriguing world 
of fantasy and imagination. A true blend of adventure and role-playing, 
Nemesis upholds the essence of quality entertainment. 

Features: 
An epic story line filled with intrigue and mystery 
Thousands of frames of gorgeous, SVGA, 3D graphics 
Intuitive Interface 
Single-Player Perspective 
Responsive Real-time Combat 
Spectacular Sound Effects and Complete Digitized Speech 

The puzzles of adventure join the magic of role-playing 
-a new twist- created in the tradition of Wizardry. 

(P.S. Look for the next Classic Wizardry Scenario in 1997!) 
Coming soon on CD fnr IBM and compatible computers 



Available Now 
Software 

Druid: Dremons of the Mind. Mighty wizard kings ... forgotten 
secrets ... forbidden truths. Only you can untangle the mystery of the Druid 
in this exciting mixture of action, adventure, and role-playing. High resolution 
graphics, digitized speech, easy-to-use interface. Requires SVGA with VESA 
1.2. IBM CD-ROM ..... ............................................... .. ... ... ... ..... ......... $39.95 

Jagged Alliance. Manage a group of battle-tested mercenaries as 
you struggle for control of Metavira Island. An award-winning blend of 
strategy, tactical combat, and role playing that will have you hooked from the 
very first mission. Features over 50 mercenaries and full digitized speech on 
the CD-ROM version. VGA, Hard Drive. Supports popular sound cards. 
Specify medium: 3.5" diskette or CD-ROM .... .. ... .... .. .... ..... ................. $39.95 

Realms of Arkania: Star Trail. Winner of four 1994RPGofthe 
Year awards! Rifts between the Elves and Dwarves deepen as the Ore menace 
looms. Features dozens of spells, diary, automapping, animated isometric 
combat, print character option, and digitized speech on the CD-ROM version. 
VGA, Hard Drive. Supports popular sound cards. Specify medium: 3.5" 
diskette or CD-ROM ............................................................................. $39.95 

Wizardry Trilogy One. See the evolution of the computer 
entertainment industry in the fust three Wizardry scenario : Proving Grounds 
of the Mad Overlord, The Legacy of Llylgamyn, and The Knight of Diamonds. 
The perfect companion piece to the Wizardy Trilogy Two! Specify disk size: 
5.25" or 3.5" ........................................................................................ $49.95 

Wizardry Trilogy Two. Three award-winning games, Heart of the 
Maelstrom, Bane of the Cosmic Forge, and Crusaders of the Dark Savant, make 
up the Wizardry Trilogy Two. Over 500 hours of gameplay ! Some of the most 
popular fantasy games of all time! Specify disk size: 5.25" or 3.5" ... $59.95 

Books 

Druid: Dremons of the Mind Clue Book. Solutions to all the puzzles, a 
complete item list, strategy tips, plus shots of every single location in the 
game ........ ..................... ..... ... .......... .......... ...... ... .. ............... ....... ..... ....... $19.95 

f :s~j:ti~:!i:~~eti ~~r~~~-~- -~-~~~~: .. -~~~-~.1.~~~- ~-~-~~~-~ ~ ~~ ~~~~-~~-~. ~~~~~'. $~~ .95 

Realms of Arkania: Star Trail Clue Book. Everything you want to know 
about the Star Trail universe .............................. ..... .......... ............... .. ... $19.95 

Wizardry: Crusaders of the Dark Savant Clue Book ............ ... ...... $19.95 

Wizardry: Bane of the Cosmic Forge Clue Book ............................ $12.95 

Heart of the Maelstrom Quick Hints Guide ... .... ... ........... .................. $6.95 

Wizardry: League of the Crimson Crescent Novel ......... .................. $5.99 



Ordering lnf ormation 
Order Form 

Description Price Qty Total 

Subtotal ____ _ 
Add Shipping (see below) ____ _ 

• AU amounts in US Dollars Subtotal ____ _ 
• All prices are subject NYS Residents add 7% Sales Tax ____ _ 

to change without notice. Total ____ _ 

SHIPPING CHARGES 

When Ordering One Item 

Item To USA Canada Overseas 

Trilogy Software per item ......................................... 8.00 ...................... 9.00 ................ 15.00 
Software ..................................................................... 6.00 ...................... 7.00 ................ 10.00 
Cluebooks .................................................................. 4.00 ...................... 5.00 .................. 8.00 
Heart Cluebook or Wizardry Novel .......................... 2.00 ...................... 2.00 .................. 2.00 

Specio.l Offer 

Take 10% Off Shipping Charges When Ordering Two or More items 

Name ___________ _ 
Address __________ ~ 
City ____________ _ 
State __ Zip Country __ 
Phone ___________ _ 
Computer Type ________ _ 
Di k Size: 3.5" 5.25" CD-ROM 
Graphics: EGA VGA SVGA 

Method of Payment -- Circle One 
•SORRY, NO C.0.[)e 

Visa MasterCard Check/M.Order 

Signature _________ _ 

Card# _________ _ 
Exp. Date _________ _ 

Mail This Form to: Sir-tech Software Order, P.O. Box 245, Ogdensburg, NY 13669 
Credit Card Orders Only-Call Sir-tech's Sales Office at 1-800-447-1230 

Disclaimer 

Neither Sir-tech Software, Inc. , the author(s), distributor(s) 
or eller(s) of thi 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 con­
sequential damages resulting from the use or operation of 
this product. This product will be exchanged if defective 
in the manufacture, labeling or packaging, but except for 
such replacement the sale or subsequent use of this 
program material 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 per onal u e 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. 

Recycled Paper 




