


LIMITED WARRANTY 

Strategic Simulations, Inc. ("SSI ") warrants that the diskette on which the enclosed 
program is recorded will be free from defects in materials and workmanship for a 
period of 30 days from the date of purchase. If with in 30 days of purchase the disk
ette proves defective in any way, you may return it to Strategic Simulations, Inc., 1046 
N. Rengstorff Ave., Mountain View, CA 94043-1716 and SSI will replace it free of 
charge. In addition , if the diskette proves defective at any time after the first 30 days, 
return the diskette to SSI and SSI will replace it for a charge of $10.00 . Please allow 
about fou r weeks for delivery. 

SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT 
TO THE SOFTWARE PROGRAM RECORDED ON THE DISKETIE OR THE GAME 
DESCRIBED IN THIS RULE BOOK, THEIR QUALITY, PERFORMANCE, MER
CHANTABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM 
AND GAME ARE SOLD "AS IS." THE ENTIRE RISK AS TO THEIR QUALITY AND 
PERFORMANCE IS WITH THE BUYER. IN NO EVENT WILL SSI BE LIABLE FOR 
DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING 
FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF SSI HAS BEEN AD
VISED OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW 
THE EXCLUSION OR LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR 
EXCLUSION MAY NOT APPLY TO YOU .) 

The enclosed software program and this Rule Book are copyrighted . All rights are 
reserved. This Rule Book may not be copied, photographed, reproduced, or translated 
or reduced to any electrical medium or machine-readable form, in whole or in part, 
without prior written consent from SSI. The program accompanying this Rule Book 
may be copied, by the original purchaser only, as necessary for use on the computer 
for which it was purchased. 

© 1987 by Strategic Simulations, Inc. 
All Rights Reserved. 

If you are unable to make a backup copy of your disk (most of our games have some 
form of copy-protection). you may purchase a backup disk from SSI for $10 plus 
$2 for sh ipping and handling. California residents , add applicable sales tax. 

What to do if you have a defective disk 
Each of our games undergoes extensive playtesting prior to its release. Through this 
process we hope to uncover, and correct, any errors in programming. However, due 
to the complex nature of our simulations, some program errors may go undetected 
until after publication. In addition to errors in the program, there are occasionally 
problems with the disk itself. We experience the industry standard of approximately 
a 3 to 5% failure rate of duplicated disks. Before assuming that a disk is defective, 
make sure to check your disk drive. Up to 95% of the disks returned to us as defective 
will run fine on our computer systems. Often the problem is with a disk drive that needs 
servicing for alignment, speed, or cleaning. 

Should you have a defective disk, please return the disk only (keep all other parts of 
the game) to our Customer Support Department, along with a note describing the 
problem you have encountered. A replacement disk will be provided upon our receipt 
of the defective disk. 

Should you uncover an error in the program, return both your game disk and any "save 
game" disks .to our Customer Support Department. Please enclose a description of 
what was taking place 1n the game when the error occurred. Upon correction of the 
program error, we will return an updated disk to you. 

Al.ways make sure to include your name, address, and daytime telephone number 
with any correspondence. We will do our best to see that any problems are corrected 
as soon as possible. 
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The adventurer s trode in through the 
front gate, past the giant cracked doors, 
and up to a merchant who leaned 
against an empty pickle barrel. "Mer
chant, where am I, anyway?" he asked. 

The merchant perked up at the 
question. " Why, you're in love ly 
Pendragon," he cried, "Crossroads of 
Scandor, hub of commerce, and jewel 
of civilization." 

The adventurer looked around a t 
the crumbling mortar on the high 
towers and the slump-shouldered 
tread of the citizenry. " fs this a jewel or 
a piece of glass?" he asked. " What has 
befallen this metropolis?" 

"You are sharp," the merchant 
replied. "Pendragon, nay all of Scandor, 
is but a shadow of its former glory. 
Travel is dangerous, the populace is 
fearful, and even the cows no longer 
give milk. The monsters rise from the 
hills and the pounding boots of the 
conqueror are not far from our ancient 
gates. " 

"Monsters? A conqueror?" ques
tioned the adventurer. "Who is it tha t 
threatens the entire continent of 
Scandor?" 

The merchant glanced one way, 
then the other. In a whispered voice he 
said, "The evil sorcerer Nikademus has 
finally come to these shores." 

"But Nikademus's plans on the 
islands of Gelnor and Ferronrah were 
thwarted!" the adventurer cried, "and 
his crystal on the Pookny Islands has 
been shattered!" 

"Ah, a historian!" mused the 
merchant. ' 'Those were but the first 
two acts of Nikademus's foul play. The 
finale is to be enacted here on Scandor. 
Nikademus has learned from these 
losses. His power is now such tha t he 
can sway even the purest to evil. His 
army has swelled to fa r la rger than 
Scandor's disorganized forces. If only 
there was a force to s top Nikademus. 

Even a small group, with sufficient 
courage, m ight do it. But, a las, none of 
sufficient caliber have appeared." The 
merchant sighed, " I suppose Scandor 
is doomed!" 

"Never!" roared the adventurer. " I 
myself have the courage of a lio n! With 
some stout fellows I am sure we could 
rout this pretender Nikadem us!" 

"How bold you are," said the m er
chant, "perhaps y ou could find o ther 
bold fe llows at the Guild Hall. " 

" I shall go there at once!" cried the 
adventurer with determination. He 
moued to s tride off toward the Guild 
Ha ll but then stopped and turned. ''But 
Scandor is a great con tinen t and I am 
a newcomer here. How am I to find 
Nikademus?" 

"The Pendragon Archives jus t to 
the south were once the fines t 
co llection of scrolls and k nowledge in 
the civilized world," sa id the merchant 
"Though they say that the scribes 
have gone ' mad and the arch ives 
overrun, perhaps you could find more 
information there. Try to find a wise 
man named Filmon: he is alm os t a 
legend in these p arts." 

" I thank you fo r your informatio n. 
merchant," the adventurer sa id. " I am 
off to gather a hearty band to free 
Scandor!" 

" Luck be with you!" the m erchant 
yelled as the adventurer squared his 
massive shoulders and strode away. 
The merchant smiled to himself; 
another crazy soul off on the impos
sible quest. But someone, someday, 
had to defeat Nikademus or all of Scan
dor would fa ll. Who was to say that 
this adventurer w ouldn't be the one? 

INTRODUCTION 

Welcome to PHANTASIE Il l, the third ad
venture in the epic battle aga inst the evi l 
sorcerer Nikademus. You need not have 
played either PHANTAS IE I or 11 to get fu ll 
enjoyment from PHANTAS IE Ill. 

In PHANTASIE Ill you wi ll control a 
party o f 6 adventurers. They will start 
as raw beginners, but as they adventure 
th rough the wi lderness and into d ungeons 
they will grow in power, skill, and wea lth. 
During the course o f their adventures the 
party will gather scrolls and meet beings 
who can give clues to the source of the 
ca lam ity befalling the cont inent of Scan
dor. The adventurers can use their knowl
edge and power to br ing abo ut a reso lu
tio n to Scandor's p light 

This rule boo k will be your guide to 
using PHANTASI E Ill o n your computer. If 
you've already played a number o f fantasy/ 
quest gam es in the past then you can 

ADVENTURERS 
The basic unit in PHANTASIE III is a party 
o f six adventurers. The party wi ll move 
together, fight together, and gain experi
ence and treasure together. Adventurers 
who have been badly injured can be 
dropped from the party and new, inexper
ienced adventurers added whenever the 
party is in a town. The capabilities o f the 
party will depend on the powers and skills 
o f the adventurers it contains. 

Each adventurer is defined by his race. 
his class or profession, h is individual attri
butes, and his skill percentages. These 
allow great individualization among the 
adventurers. Many of these facto rs inter
act; high attributes lead to h igh sk i ll 
percentages and Dwarf Fighters tend to 
be stronger than Halfling Wizards. The 
descriptio ns and effects of the di fferent 
races, classes, attributes, and skills fo llow. 

turn to the Q.uick Start Section in Appen
d ix I. If you' ve already played PHANTASIE I 
or II then just turn to the Differences 
Between PHANTASIE Ill and PHANTASIE I 
& II Section in Appendix I I to catch the 
changes that have been made in the new 
game. If you haven' t p layed any of these 
games before, don' t worry! Th is ru le book 
wi ll g ive you complete instructions on 
how to p lay the game, and some hints on 
how to win it! 

The rules begin with the Genera l Rules 
that apply to PHANTASIE 111 on a ll com
puters. The Computer Specific Instruc
tions refer to changes in the game that 
he lp ta l\e best advantage of each different 
computer. Finally, the Quick Start and 
Differences Sections will help o ld hands 
get into p laying the game as quickly as 
possible. So lers get started ---: there are 
q uests to be completed and great deeds 
to be done! 

RACES 
An adventurer's race refers to h is bio logi
ca l species. Adven turers in PHANTASIE III 
can be selected from among the fo llowing 
m aj or races: 

Humans: m ed ium size humanoids who 
look like you do in the m irror. They tend 
to be equa lly good at all professions. 

Dwarves: shorter than humans, but tough
er. They m ake up for their lack of speed 
and charm with muscle and gri t 

Elves: lithe, th in, beautifu l creatures who 
m ake up for the ir lack of muscle with 
grace and inte lligence. 

Gnomes: like dwarves, only shorter. Not 
quite so clumsy, but not quite so strong 
either. 

Halflings: very short, fast and tougher 
than they look, Halflings are surpris ingly 
intelligent and worthy adventurers. 

Random Creatures 
Some adventurers come from the less 
civili zed humano id races, referred to here 
as random creatures. Nobody actua lly 
likes the m em bers of this motley crew so 
they must pay m uch larger training fees 
and stay in the back rooms at the inn. 
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Random creatures tend to have low Cha
risma sco res, and can only be Fighters 
and Thieves. If you select a random crea
ture your adventurer's race will be chosen 
from among the following: 

Gnolls: dog faced humanoids, and proud 
of it Gnolls are strong and tough, but ugly 
and not very bright 

Goblins: loathsome little guys; short like 
gnomes but with few of the ir advantages. 

Kobolds: very short quick. and tough 
little monsters. Kobolds aren't very bright 
or beautiful, but they can be survivors. 

Lizard Men: 7 foot scaly hunks of mus
cle. Lizard men are humanoid . . . barely 
. . . with grea t tails, claws, and a forked 
tongue. They eat like pigs but swim like 
lizards. 

Minotaurs: powerful humanoids with the 
head of a bull or is that powerful human
oids who are bull headed? Either way, 
Minotaurs are tough, but not quick. strong. 
but no t smart 

Ogres: huge, ugly humanoids who are 
very strong. but not as strong as trolls, 
and tough, but not as tough as trolls. Of 
course they are a lso smarter, more agile, 
and prettier than trolls ... which isn' t 
saying much. 

Ores: like a gnoll, but not as tough or 
strong but more intelligent and p re ttier. 

Pixies: small fairy creatures with pointed 
ears and transparent wings. Pix ies are 
physically puny, but they are very quick 
and inte lligent 

Sprites: fa iry-like creatures who are even 
quicker than Pixies. Their high dexterity 
m akes them effective thieves. 

Trolls: just about the biggest strongest 
toughest stupidest clumsiest and ugliest 
creature around. What more can I say? 

CIASSES 
Each adventurer specia lizes into o ne of 
six classes or professions. These classes 
define what the character is especia lly 
good at and what he specia lizes in. The 
six classes are: 

Fighters: the sword and shield o f the 
party. Figh ters are the m asters of melee 
combat Humans, Dwarves, Gno m es, and 
som e random crea tures m ake tt') e best 
fi ghters. 
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Monks: jacks of all trades and m asters o f 
no ne. Monks are average fighters, know 
som e th ieving skill s, and have a few com
bat spells. Because of the low number of 
spells they can learn, they must pick their 
spells carefully. Humans, elves, and hal f
lings m ake good m onks. 

Priests: m edid Pr iests are average in 
combat but have many defensive and, 
most important healing spells. Make sure 
the party priest is on your side! Humans 
make the best pr iests. 

Rangers: have sword will trave l. Rangers 
are a lmost as good in combat as fighters, 
and know a number of p r iestly spells. 
Humans and Dwarves make good Rangers. 

Thieves: m asters of the five- finger dis
count! Thieves are poo r m elee fighters, 
but excellent bowmen and skilled profes
siona ls. With their stealth they can sneak 
into the second rank and hit m o nsters 
fighters can' t easily get to. They are also 
great at spo tting and dealing with traps 
and treasure. Humans, Halflings, Gno m es, 
and som e o f the random creatures make 
good thieves. 

Wizards: " nothing up my sleeve ... " Wiz
ards are the m asters o f m agic They get 
the m ost spells and Magic Po ints. They 
are poor in m elee combat but are masters 
o f offensive spells and are very important 
in encounters with m o nsters. Humans 
and elves m ake good wizards. 

ATTRIBUTES 
Each adventurer has 5 m ain attributes 
that are based on his race and class. The 
value of each attr ibute ranges from 3 to 
22. Each attribute determines a different 
capabili ty. The attr ibute's common abbre
viation is listed after the attr ibute's nam e. 

Strength (STR): phys ical st rength, ability 
to use heavy weapons and equipment 
and dam age in m elee combat Fighters 
need as much Strength as they can get 

Intelligence (INT): m ental p rowess and 
the basis o f the ab ili ty to cast spells. 
Wi zards, Priests, and Monks need a very 
high Intelligence. 

Dexterity (DEX): physical agility and the 
basis of hitting and more important not 
getting hit by melee attacks. Dexterity 
also helps determine what weapons an 
adventurer can use, how good some of 
h is skills are, and how well he can cortjure 
a spe ll. Everybody needs Dexterity. 

Constitution (CON): endurance, physi
cal toughness, and a modifier on the 
number of Hit Points an adventurer has. 
The higher the adventurer's Constitution, 
the more Hit Points he has, and the longer 
that he might live! 

Charism a (CHA): good looks, charm, and 
how to win friends and in fl uence people. 
Charisma affects the cost of a character's 
training and learning new spells. Another 
reason why yucky random creatures pay 
more for train ing. 

HOW ATTRIBUTES AKE DETERMINED 
When a new adventurer is created, h is 
attributes are equa l to a random value 
m odified by the adventurer's class and 
race. The fo llowing charts give the Attri
bute Modifiers by Class and the Maximum 
Attr ibute by Race. 

Attribute Modifiers by Class 
STK 1l'fT DEX COl'I CHA 

Fighter +2 - 2 +1 0 - 1 
Monk 0 0 +1 0 0 
Priest 0 +2 0 0 0 
Ranger 0 +1 0 0 +1 
Thief - 2 0 +2 0 - 1 
Wizard -4 +3 -2 0 +1 

Maximum Atbibutes by Race 
STK ll'IT DEX COl'I CHA 

Human 18 18 18 18 18 
Dwarf 20 17 17 19 17 
Elf 17 19 19 17 18 
Gnome 19 17 18 19 17 
Halfling 16 18 20 18 17 
Gnoll 20 13 17 21 11 
Goblin 17 14 18 17 11 
Kobold 17 15 19 19 13 
Lizard 19 14 17 18 13 
Minotaur 20 14 16 19 12 
Ogre 21 14 16 19 13 
Ore 19 16 17 18 14 
Pixie 16 18 21 16 17 
Sprite 16 18 22 16 17 
Troll 22 13 15 20 12 

SKILLS 
Each adventurer has nine skills, each 
rated with a percentage chance. Situa
tions and opponents can red uce these 
percentage chances so that the actual 
probabilities can vary widely. Each time 
an adventurer goes up a leve l he can 
increase his training in three of his skill s. 
The skills are: 

Attack: the adventurer's chance to h it an 
opponent in melee. An enemy m ay have a 
defense wh ich subtracts from this and 
some maneuvers m ay red uce the chance, 
so high-level adventurers wi ll often have 
Attack ski ll over 100. 
Parry: the adventurer's chance to get h is 
shie ld in the way when he does a parry 
maneuver. I t also makes the character 
harder to h it even when not parrying. 

Swim: the adventurer's chance to cross 
a water square without taking damage 
from drowning. 

Listen: the adventu rer's chance to hear 
monsters coming. I f the party hears the 
monsters, it can attempt to flee or be fully 
prepared when the encoun ter comes. 

Spot Trap: the adventurer's chance to 
spot a trap that has been set for the party. 
Once a trap has been spotted the party 
can do someth ing abo ut it 

Disarm Trap: the adventurer's chance to 
disarm a trap o nce it has been spo tted. 
Only one adventurer will attem pt the dis
arm at a tim e. 

Find Item: the adventurer's chance to 
spot treasure and goodies after a battle. 
Monsters who surrender give their items 
over free ly, b ut dead m onsters tell no 
ta les. 

Pick Lock: the adventurer's chance to 
p ick the lock o n a doo r in a dungeon. The 
locks on some doors can no t be picked 
and m ust be opened in som e o ther way. 

Fire Bow: the adventurer's chance to hit 
h is target when firing a bow. Som e mon
sters have defenses that red uce this 
chance. 

3 



SOCIAL CLASS 
Each adventurer has a social class which 
denotes his place in society. The four social 
classes are: Peasant Laborer, Craftsman, 
and Noble. Humans, Elves, and Dwarves 
tend to be in the higher classes. The 
adventurers class determines how much 
gold he gets to start and how much he 
gets for going up a level; the higher the 
social class the more gold the adventurer 
receives. 

TOWNS 
STARTING AND ENDING 
Each session of PHANTASIE Ill begins 
and ends in a town. The party will begin in 
town number 1, Pendragon. Each town is 
identified by a name and number. Towns 
provide a number offacilities for the party 
and serve as havens from monsters. 

Each town operates exactly the same 
way. In each the adventurers will find the 
sam e facilities: a Guild where they can 
train and find fellow adventurers; a Bank 
where they can keep the ir money; an 
Armory where they can buy equipment; a 
Mystic from whom they can find out how 
far along on the quest they've come; and 
an Inn where they can rest and heal. 
Adventurers can also perform several 
maintenance functions in towns such as 
Casting a spell, Using an item, Distributing 
items among the party, Inspecting an 
adventurer in detail, or Saving the gam e. 

Actions in town are controlled by the 
Town Menu. The Town Menu is divided 
into two sections: places to go and things 
to do. 

TOWN MENU: GO TO 
The top m enu gives the commands that 
take the party to the vario us locations in 
town: The Guild, The Bank, The Armory, 
The Mystic, The Inn, and Leave town. New 
players must go to The Guild to gather 
the adventurers for a party. 
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THEGVILD 
The Guild is where adventurers are gen
erated and form ed into parties. Dozens of 
different adventurers can be recorded in 
the gu i ld but on ly six will be in a party at a 
time. 

The Guild Menu contains two kinds o f 
commands: Guild Com mands and Party 
Commands. The Guild Commands pro
vide the fo llowing optio ns: 

Guild Commands 
• Create a New m ember of the Gui ld 
• List the m embers of the Guild 
• Purge an adventurer from the Gu ild 
• Add a m ember of the Gu ild to the party. 

New Member. th is option creates new 
m embers o f the guild one at a t im e. New 
m embers sho uld be carefully chosen. You 
must find the optimal mix of classes and 
races to survive and co m plete the quest. 
A reasonable beginning party has been 
pre-generated and pre-eq u ipped and is 
listed as the first 6 m embers o f the Guild. 
You may choose to use these adventurers 
or create yo ur own. 

Once the race and class of the adven
turer have been se lected his attributes 
will be displayed. I f the attributes are 
acceptable the adventurer wi ll be assigned 
a name and listed on the Guild roster. 
Then the adventurers full l ist of statistics 
will be shown alo ng with his sta_rting 
equipment (See Town Menu: Inspect for a 
full explanation o f the display). 

List: th is opt io n shows all o f the Guild 
m embers and the following informat io n: 
Their Number in the gui ld (Apple only), 
their name, their class, and the number 
of the town where they are now. The last 
th ree nam es on the list: Mud Mist and Air 
are no t adventu rers at all. They are the 
ELEMENTALS that a wizard or m o nk sum
m ons with the Sum m o n Elemental Spell. 
Notice that they are fi gh ters, that they 
have guild numbers, and that they reside 
in town 0 which is no t found on the 
m aterial plane. One Elem enta l can be 
added to the party. It does not coun t as a 
m em ber and simply defines wh ich e le-

m ental wil l come when the sum m oning 
spell is cast 

Purge: this option drops an adventurer 
from the gui ld list from the party, and o ut 
of the gam e, never to be seen again. Use 
with caution. 

Add to Party: this optio n will add an 
adventurer from the Guild list to the party. 
The adventurer will still be listed on the 
Guild List 

Party Commands 
• Spells 
• Training 
• Dro p From Party 
• Renam e a Party Member 

Spells: this option allows an adventurer 
to attempt to learn new spells. The num
ber o f spells the adventurer can learn, the 
cost of each attempt to learn the spell, 
and the specific spell numbers the adven
turer can choose from will be listed. The 
cost o f learning the spell com es from the 
party treasury, not the adventurers bank 
account If there are no numbers after 
" POSSIBLE SPELLS:", then the adventurer 
can learn no new spe lls at this time. 

Training: this opt ion allows an adven
tu rer who has ga ined eno ugh Experience 
Po ints to go up a level and increase his 
skill percentages. When training the ad
venturer will be told how m any experience 
points he needs to go up a level; or, if he 
has enough experience points, then how 
many gold pieces will be required to pay 
for the training. Gold to pay for the train
ing comes out of the party treasury and 
not the adventurers bank account 

When the adventurer has enough 
experience points and gold, the tra ining 
can begin. The adventurer will gain addi
tional Hit Points for going up a level. He 
will a lso get to tra in up three of his skills. 
Each ski ll will be listed along with its cur
rent value and its new value after training. 
The adventurer may train in the same skill 
more than once, but the advantage gained 
is decreased each time. After all training 
the party shou ld get out of the Guild and 
into the Inn to rest up the ir H it Points to 
their new maximum. 

Drop From Party: this option takes the 
adventurer o ff o f the party roster. The 
adventurer is sti ll on the Guild list and 
can be put back into the party any t im e 
the party is in the same town. 

Rename: this option allows the player 
to change the name o f a m ember of the 
party. 

Exit Guild: this option returns the Adven
turers to the Town Menu. 

THE 6ANK 
The Bank has an account for each adven
turer, and there are Bank branches in 
every Scandorian town. Adventurers can 
withdraw or deposit money at any branch. 

When each adventurer is created he is 
given an amount of gold in his account 
Before an adventurer can buy equipment 
at the Armory or Spells at the Guild his 
gold need s to be withdrawn from his 
account and put into the party treasury. 
A party in the wi lderness should carry 
enough gold to cover stays at independ
ent inns, bribes, or purchases in the dun
geon. Each of these costs about 250 gold. 

When adventurers first enter the Bank, 
the amount of Gold the party is carrying is 
displayed along with the following options: 

• Withdraw Gold Pieces 
• Deposit Carried Gold 
• Exit Bank 

Withdraw Gold Pieces: this option al
lows each adventurer to withdraw gold 
from his account and put it into the party 
treasury. From there on only the total 
gold carried by the party will be shown. A 
party can carry up to 65,000 Gold Pieces. 

Deposit Carried Gold: th is option allows 
the adventurers to divide the party's gold 
into shares and deposit it into their bank 
accounts. Each adventurer will get either 
1, 2, or 3 shares of the party' s gold and 
the value of each share will be displayed. 
An adventurers bank account can hold a 
maximum of65,000 Gold Pieces. A small 
banking fee will be charged at every 
deposit 

Exit Bank: this opt ion returns the adven
turers to the Town Menu. 
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THE AKl'IOKY 
The Armory is actually a general purpose 
store that stocks weapons, armor, shields, 
scrolls, potions, and other treasures. The 
armorer buys his inventory from crazy 
adventurers who come into town to sell 
the treasures they found on their jour
neys. Other adventurers can then pur
chase the treasures and equipment from 
the armorer (at a profit to the armorer, of 
course). 

The stocks of scrolls and other trea
sures in the armory remain for future 
visits. However, the stocks of weapons 
and potions can change each time the 
party enters. 

When the party enters the Armory, one 
adventurer is defined as the buyer. A list of 
the Armory Commands will be displayed. 
To make purchases list the Armory inven
tory. The list will show the Item Number 
(used to buy the item), the Item Name, 
the Cost (in Gold Pieces), and the Point 
Value of Weapons and Equipment. If the 
buyer does not have the necessary mini
mum attributes to use an item, the Item 
will be listed as Unusable. 

The Equipment Section gives the de
scription of the items available in the 
Armory. To complete a purchase, choose 
the Buy Item option and the Item Number. 
The Item will be added to the adventurer's 
inventory and the money will be sub
tracted from the party treasury. 

Remember that an adventurer can 
only use one weapon, one shield, one suit 
of armor, and one bow. This equipment is 
never lost stolen, or destroyed. Armor 
and Shields have a minimum Strength 
Requ irement. Bows and Weapons have a 
minimum Combination of Strength and 
Dexterity. Magic Armor and Weapons have 
lower requirements. 

A complete list of th e options at the 
Armory include: 
• List Items • Another Shopper 
• Continue List • Exit Armory 
• Buy Item 

List Items: this option lists the first 
dozen items in the Armory's inventory. 

Continue List: this option lists the next 
dozen items in the Armory's inventory. If 
the Armory has a lot of items in its inven
tory the adventurers m ay need to use the 
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Continue List option several times to see 
all the items. 
Buy Item: this option purchases the item 
and puts it in the adventurer's inventory. 
If the adventurer gets a "You Can't Afford 
That" message, the price is higher than 
the amount of gold in the party treasury. 

Another Shopper: this option allows the 
party to change the adventurer who is 
shopping. 

Exit Armory: this option takes the party 
to the Town Menu. 

THE MYSTIC 
The Mystic will give the party an overall 
score that represents how far they have 
proceeded on the quest and a rating of 
how experienced the adventurers are. 

THE INN 
Adventurers who stay at the Inn have all of 
their Hit Points and Magic Points restored 
to their maximum. Inns located in towns 
are free, while independent inns in the 
wilderness cost 250 Gold per stay. Char
acters who have cast spells while in the 
wilderness may have their maximum 
number of Magic Points increased. 

L.EAVETOWN 
The Leave Town Option takes the party 
into the wilderness. 

TOWN M.ENU: OTHER OPTIONS 
Adventurers can perform a number of 
other actions in town. The actions we can 
talk about include Casting a Spell, Using 
an Item, Distributing Items among adven
turers, Trading Items among adventurers, 
Inspecting an adventurer, and Saving the 
Game. 

Cast a Spell: this option allows an adven
turer to throw those spells that can be 
used in town such as healing or transpor
tation (see list of Magic Spells for details). 

Use an Item: this option allows an adven
turer to read a scroll, quaff a potion, or 
find the unusual properties of an item. 
Some items, like scrolls, can only be used 
in town. The adventurer carrying the item 
to be used is specified. An inventory of the 
items that adventurer is carrying is dis
played. Input the number of the appro
priate item to use it 

Distribute and Sell Items: this option 
allows the party to gather all of its 
equipment into one big pile and distrib
ute it among the party. Anything the party 
doesn' t want can be sold to the Armory. 

The Items carried by the party will be 
listed, along with which adventurers have 
the necessary attributes to use the Item. 
Items are listed from best to worst in 
each category, first magical items and 
then non-magical items. 

It is a good idea to have all six of the 
party members together before you redis
tribute items. It is a lso a good idea to 
redistribute items to their proper owner 
before saving the game. Remember that 
each adventurer can on ly carry nine items 
at a time. 

Trade Items: this option allows an adven
turer to give one of his items to someone 
else in the party, or to sell one of his items 
to the Armory. If only a few items are 
involved, it is faster to trade Items than to 
red istribute them. 

First define the adventurer with the 
item to be trad ed. A list of a ll of the items 
in his inventory will be listed. Then specify 
the item number to be traded and the 
party number of who the item will be 
traded to. An adventurer may sell the 
item to the Armory by trading it to adven
turer 7. 

Inspect Party Member: this option gives 
the statistics for an adventurer in the 
party. Define the adventurer to be inspect
ed and his statistics will be displayed. 

The display includes the adventurer's 
full name, his continent of origin, his 
level, race, class, physical status, and 
social class. The display also includes a 
list of the adventurer's attributes, skill per
centages, spells, general statistics, and 
equipment. After the display of the adven
turer's statistics, a display of the state of 
the adventurer's body parts is listed. 

Attributes: these are listed in the first 
column along with a LUCK score (ran
domly determined from 8 to 13). These 
attributes are the basis of how many tasks 
are performed (See description under 
Individual Attributes). 

Skills: these are listed in two columns 
under the attributes. The nine skills in
clude: Attack,, Parry, Swim, Listen, Spot 
Trap, Disarm Trap, Find Item, Pick Lock,, 
and Fire Bow. The numbers list the per
centage chance to perform a task based 
on the ski ll, such as SWIM 45 means a 
45% chance to swim without taking dam
age (see description under Skills). 

Spells: the number representing the 
spe ll s the adventurer knows are listed 
under the skil ls. SPELLS 1 5 means the 
adventurer knows Healing 1 and Fireflash 1. 

Age: the age of the adventurer in years. 
Age adversely affects an adventurer's attri
butes after he reaches his declining years. 
Each race has a different life span; elves 
live about 3000 years, dwarves and 
gnomes live about 200 years, humans live 
about 80 years, and most others croak off 
after only 40 to 50 years. 

Hit Points: two numbers: the adventur
er's current hit points I the adventurer's 
tota l hit points. The current hit points will 
fall when the adventurer is damaged and 
rise again when the adventurer is healed 
or completes a stay in the Inn (See Mor
tality and Hit Points in the Encounters 
Section). 

Magic: two numbers aga in: the adven
turer's current Magic Points I the adven
turer's total Magic Points. The current 
Magic Points will fall as the adventurer 
throws spells and rise again when the 
adventurer takes a magic potion or com
pletes a stay in the Inn. 

Gold in Bank: the number of Gold Pieces 
the adventurer has in his bank account. 
This does not include any Gold the party 
is carrying. 

Experience Points: the number of Expe
rience Points the adventurer has accum
ulated by killing monsters. The number 
of Experience Points an adventurer needs 
to go up a level depends on his race, 
attributes, and class. The adventurer's 
level determines his maximum hit points, 
m aximum number of spells that can be 
learned, etc. 

Score: how far the adventurer has pro
gressed along the quest 
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Equipment: this lists the weapon, armor, 
shield bow and equipment that an adven
turer carries. The point value of the com
bat equipment is listed in brackets - the 
higher the number, the more effective the 
equipment. An adventurer can carry a 
total of nine items. 

Body Parts: the state of the adventurer's 
Head, Torso, Arms, and Legs is listed. 
Each area can be Okay, Injured, Broken, 
or Gone. Injured Body Areas can be cured 
with rest in the Inn. More drastic prob
lems can be cured with high level Healing 
Spells or powerful Healing Potions. 

SAVEGMIE 
The Save Game option can only be accom
plished in a town. Every time the party 
leaves a town the game is saved auto
matically. If you're playing on an Apple, 
make sure you rem ember the Guild Num
bers of the adventurers in your party; 
you' ll need them to restart a saved game. 

BEGINNING 
THE ADVENTURE 
Once the adventurers leave town they will 
embark upon their quest They will wander 
through the untamed wilderness, inside 
horrid dungeons, and even into alternate 
planes of good and evil. 

When not in town the adventurers will 
be shown on a complete display that is 
split into several different areas. The 
upper area shows the adventurers them
selves. This area includes the adventurer' s 
name, class, current : maximum number 
of Magic Points, current : maximum num
ber of Hit Points, and a stick figure repre
sentation of the adventurer showing the 
status of his Head Torso, Arms, and Legs. 
Each body area can be: Okay (0 ), Injured 
( I), Broken (B), or Gone (G) (See Melee for 
a full description of the effects of injuries 
on Body Areas). The adventurer's status 
is also listed; the adventurer can be: Okay, 
Down, Sleeping, Dead, or Out ( uncon
scious). 

The center of the screen is split into 
two different windows. The le ft window 
includes messages and terrain d escrip
tions. The right window will show the 
Ranks and Status of monsters when the 
adventurers are in combat 
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The lower part of the screen is split 
into three different windows. The left win
dow shows a map of the area of wilderness 
o r dungeon the adventurers are in. The 
adventurers are assumed to have m aps 
of the wilderness, so all terrain in the area 
is shown. The map of the dungeon will be 
blank until the adventurers explore it 
The center window shows the m enu o f 
options the adventurers have at this tim e. 
The right window shows the figures o f the 
adventurers and the monsters that they 
encounter (See Melee for more in fo rm a
tion on Combat). 

THE WILDERNESS 
The area outside of towns and dungeons 
is called the Wilderness. The Wilderness 
display always shows a m ap of the area 
the adventurers are in a lo ng with the 
regular party information. The Wilderness 
m enu includes the following options: 

Wilderness Menu 
•Cast 
• Inspect 
• Use 
•Time Lag 
• Move North 
• Move South 
• Move East 
• Move West 

Cast: this option allows an adventurer to 
cast non-combat or wilderness spe lls 
(See Magic section for details). 

Inspect: this option displays the time the 
party has been out of town, the Experience 
Points earned since the last time in town, 
the number of Gold Pieces the party is 
carrying. and the items the party has 
acquired since the last time in town. It will 
also display an individua l adventurer' s 
basic slats, including Hit and Magic Points, 
Spells known, usable Potions carried, 
and Attack, Parry, Swim, Listen, and Fire 
percentages. 

Use: this option allows an adventurer to 
use a potion he is carrying. e ither on 
himself or on another par ty m ember. The 
adventurer with the item is specified and 
then a list of his potions is displayed. The 
adventurer se lects the appropriate potion 
from his lis t and then selects the recipi
ent (See the item s sect ion fo r the effects 
of potions). 

Time Lag: this option changes the speed 
of m elee action: 0 speeds it up and g 
slows it down. The sound may also be 
turned on and off at this time. 

Move North, South, East. West: Moves 
the party one square. North is at the top 
of the map. 

T he Map of Scandor is divided into 25 
sections that are identified by A-E (West 
to East) and 1-V (North to South). As the 
party moves off the map, a new map will 
be displayed. 

The adventurers must attempt to swim 
any water obstacles on the map, be they 
lakes, seas, or rivers. If any adventurer 
fails his swimming percentage, then he 
flounders and takes damage. Adventurers 
with few Hit Points are in real danger of 
drowning when crossing water. 

Independent Inns are scattered about 
Scandor. These provide the same rest 
and healing as the Inns in towns, but they 
charge 250 Gold Pieces (plus tax). 

DUNGEONS 
When the party enters the square with a 
dungeon, the dungeon will be identified 
and the party asked if it wants to enter. 
A Yes answer puts the party in the dun
geon. You will have to put in the dungeon 
disk if you are playing an 8-bit version of 
PHANTASIE lll. Once in the dungeon the 
party is given a chance to leave. A No 
answer keeps the party in the dungeon. 

In the dungeon the Wilderness map is 
replaced by a blank dungeon map. Only 
those areas that the party has previously 
explored will be shown on the map. As the 
party explores, the layout of the dungeon 
will be revealed. 

DUNGEON MENU 
The Dungeon Menu has the same fea
tures as the Wilderness Menu plus a new 
option: Look. All of the options function 
just as they do in Wilderness Menu. 

Look: this option reveals the layout of 
the dungeon for several squares in each 
direction. It will not see through walls. 
Some rooms are so big that a Look option 
will not reveal the entire area. 

SKILLS IN THE DU1'4GEOl'4 
Listen: adventurers automatically listen 
at doors in the dungeon. If the adven-

turers hear anything they are given the 
option to turn back. 

Pick Lock, Spot Item, and Spot Trap: 
these skills are automatically attempted 
at the appropriate times. Success depends 
on the adventurer's percentages in these 
skills. 

Disarm Trap: whenever a trap is spotted, 
the party is given the option of trying to 
disarm the trap or leave. Only one adven
turer will get the chance to disarm a trap 
(normally a Thief or Monk who has a high 
Disarm percentage). 

Leaving the Dungeon: the party may 
only leave the dungeon at an exit When
ever the party gets to an exit, it will be 
given an opportunity to leave. A Yes 
answer puts the party back in the Wilder
ness. When the party leaves the dungeon, 
you will be given the choice of saving the 
dungeon status or not. 

When adventurers enter a dungeon for 
the second time, the monsters may be 
ready for them; new traps may be set. new 
locks on the doors, and new monsters 
may be in the dungeon. Monsters can 
only do so much red ecorating in a short 
time, however, and if the party returns 
shortly after it left, then the monsters 
it has killed might still be dead. 

ENCOUNTERS 
Your party will inevitably encounter mon
sters in the Wilderness or in the dungeon. 
While some monsters may not be hostile, 
they will never be helpful. The risk is high 
- death to the unprepared and inexpe
rienced. 

When the party encounters monsters 
you will will see: MONSTERS APPROACH 
on the screen. Then the picture of the 
monsters, their name, rank. and status 
will appear. Monsters in rank 1 are closest 
to the party. Finally the Encounter Menu 
will appear. The Encounter Menu includes 
the following options: 

Encounter Menu 
• Fight 
• Accept Monster's Surrender 
• Greet Monsters 
• Beg for Mercy from Monsters 
• Flee 

9 



Fight: this option takes the adventurers 
directly into melee, no quarter is asked 
for or given (see Melee rules). 

Accept Surrender: this option demands 
surrender from a depleted group of the 
enemy. If the enemy surrenders, the party 
gets all of their items and gold. 

Greet: this option greets the monsters in 
the hopes of avoiding combat If the mon
sters don't respond, then the battle is on! 

Beg for Mercy: this option puts the 
adventurers down on their knees, begging 
the monsters not to hurt them (not a bad 
idea when a party of first levelers run into 
a horde ofVampires or Devils or . .. ). If the 
monsters accept the party's surrender 
they take all of the party's gold, some of 
its new items, and then leave. 

Flee: this option puts " fleet" in the adven
turer's feet. If the adventurers are suc
cessful in fleeing, they will avoid combat; if 
they are unsuccessful the monsters get 
free shots. 

ME LEE 
If the party or the monsters decide to 
fight each adventurer will choose his tac
tics from the combat menu. Each adven
turer has the following options: 

Combat Menu 
• Thrust 
• Attack 
• Slash 
• Lunge 
•Aim 
•Spell 
• Parry 
• Fire 
• Other 
• Front 
• Middle 
• Back 
• Time Lag 
• Redo 

Thrust: th is option lets the adventurer 
take one hard, accurate swing at a mon
ster. It has the greatest chance of hitting 
and does 1-2 points more damage than 
normal. 
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Attack: this option lets the adventurer 
take two normal swings at the monsters. 
If an adventurer does not have a high 
enough attack percentage to Attack, he 
will Thrust instead. 

Slash: this option lets the adventurer 
take three or four quick swings at the 
monsters. Each individual blow is less 
likely to hit and does 1-2 points less 
damage than normal. If an adventurer 
does not have a high enough attack per
centage to Slash he will Attack instead. 

Lunge: this option is only for fighters; it 
lets a fighter take one normal swing at a 
monster in the second rank. If a non
fighter attempts a Lunge he will Thrust 
instead. 

Aim: this option lets the adventurer take 
one swing aimed at the monsters head 
or torso. An aimed blow has less chance 
of hitting than a normal attack. If the 
adventurer does not have a high enough 
attack percentage to Aim his blow, he will 
Thrust instead. 

Spell: this option allows an adventurer 
to cast any of his everywhere or com
bat spells. The adventurer will have to 
specify the spell number, and target when 
necessary. 

Parry: this option lets the adventurer 
attempt to parry with his shield. A suc
cessful parry will be displayed by the 
adventurer raising his shield on screen. A 
successful parry makes the adventurer 
harder to hit and reduces the effects of 
enemy attacks. 

Fire: this option lets the adventurer fire 
his bow. If there is more than one rank of 
monsters, then the rank to be attacked 
must be specified. 

Other: this option opens up a mini-menu 
of movement and utility options. After 
moving the adventurer may still assign a 
combat option from the Combat Menu. 
These options include: 

Back: this option puts the adventurer at 
the back of the party where he is the least 
likely to hit with, or he hit by, melee 
attacks. Being at the back does not affect 
spells or bows. 

Middle: this option puts the adventurer 
in the middle of the party's fighting ranks 
where his chance to hit and be hit are 
normal. 

Front: this option puts the adventurer 
at the front of the party's fighting ranks 
where he has the greatest chance to hit 
and be hit by melee weapons. 

Time Lag: this utility function defines 
how long combat messages will remain 
on screen. The time lag can range from 0 
(the fastest) to 9 (the slowest). The sound 
may also be toggled on and off at this 
point 

Redo: the " woops" option. This option 
allows the whole party's combat options 
to be reset. When the entire party's com
bat options have been assigned, the Redo 
option will be given again. 

Thieves, because of their stealth and 
trickery, have an advantage in melee; they 
can thrust, attack, or slash at monsters in 
any rank, notjust the first. 

After a ll of the adventurers' options 
have been recorded, this round of combat 
begins. Each figure will act as his turn 
comes around. The effects of the adven
turers and monsters actions will be dis
played in the center-right hand window. 
The effects on the characters hit points 
and body areas will be displayed at the 
top of the screen. 

At the end of every combat round the 
monsters will reorganize. If they are losing 
badly, they may attempt to flee. If the fight 
continues, the Encounter Menu will be 
displayed again and an additional round 
of combat may occur. Combat will con
tinue until all the monsters are dead the 
party is dead, the party accepts the mon
sters surrender successfully, the party 
flees successfully, or the party begs for 
mercy successfully. 

AFTER THE BATTLE 
After each battle, the amount of experi
ence points and gold the adventurers 
earned is displayed. The gold is put into 
the party treasury and the experience will 
be divided among the adventurers when 
they reach a town. 

If the fight took place in the wilderness, 
the monsters surrendered, or the adven
turers make their Spot Item percentages, 
the party may find some treasure (mon
sters defeated in the wilderness or who 
surrender in the dungeon automatically 
give up all of their treasure). A general 
description of each item found is dis
played and the party may decide to keep 
or discard the item. Items can not be 
used until they are distributed in a town. 
The party can carry up to 90 items that 
they find while exploring. 

Some fights occur at night while the 
party is asleep. The party is assumed to 
mount a watch. If the character on watch 
makes his Listen percentage, then he can 
wake the party before the monsters attack. 
Otherwise the sleeping adventurers will 
have to wake up during the melee. A 
priest or high level ranger can speed up 
the process by casting spell 51, Awaken 
(See Magic). 

MORTALITY: HIT POINTS AND 
BODY AREAS 
Everything can die; it's a part of the 
adventuring business. Whenever a mon
ster or adventurer sustains damage, he 
loses some of his hit points. When his hit 
points reach 0 he is dead (though a high 
level Priest might bring him back to life 
with spell 44, Resurrection). 

The number of hit points an adven
turer has is based on his Level, Class, and 
Constitution. The Hit Point Chart shows 
the number of Hit Points an adventurer 

Hit Points by Class and Level for Adventurers with 10 Constitution 

LEVEL 1 2 3 4 s 6 7 8 9 10 11 12 13 14 15 

FIGHTER 10 20 32 44 56 70 82 94 106 120 130 140 150 160 170 
RANGER 8 18 28 40 50 60 72 84 96 110 120 130 140 150 160 
PRIEST 8 12 20 30 40 50 60 70 80 90 98 106 114 122 130 
MONK 8 10 18 22 32 44 54 62 70 80 88 96 104 112 120 
THIEF 6 10 18 22 32 40 48 54 60 70 78 86 94 102 110 
WIZARD 6 8 12 16 22 28 34 38 44 50 56 62 68 74 80 
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with a Constitution of 10 would have at 
any given class and level. 

An adventurer's hit points can be re
stored to maximum in several different 
ways. First any stay at an Inn in town or an 
independent Inn in the wilderness will 
heal all of an adventurer's hit points. 
Second spells 1-4, Healing 1-4, can be 
cast by a Priest or Ranger. Each spell 
heals a random number of points with 
the higher numbered spells healing many 
more points than the lower numbered ver
sions. Finally, a Healing Potion (rated from 
strength 1 - 10) will restore a given num
ber of Hit Points per dose. Any of these 
methods may be used in combination. 

Each character and monster has 6 
Body Locations: Head Torso, Left and 
Right Arm, and Left and Right Leg. These 
Locations may be Okay (0), Injured (I), 
Broken ( B), or Gone ( G). In the Wilderness, 
the condition of each part of the body is 
shown in a stick figure diagram under the 
character's status. 

Healing spells and potions can Hea l 
Body Areas as well as Hit Points. Each 
Healing spell or Potion will heal the most 
vital area it can. Each area Gone counts 
as 1 Broken and 1 Injured area or 3 
Injured areas. Each Broken area counts 
as 2 lajured areas. The following chart 
lists the effects of different strength Heal
ing spells and potions. 

HMLll'IG 
l'OTIOl'I 

1-3 
4-6 
7-9 
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HfAUl'IG AREAS HfALED 
SPELL 

1 Injury 
II 1 Break or 2 Injuries 
III 1 Gone, 1 Break & 

1 Injury, etc. 
IV More than 1 Gone 

Hit Points are used separately from 
Body Areas. A character can die from 
having his Head or Torso removed or 
from enough hit points to an arm to kill 
him. It is possible for an adventurer to 
have all of his Hit Points, but have a limb 
Gone. It's also possible to have no dam
aged limbs, but be low on Hit Points. 

Staying at an Inn cures a ll of an adven
turer's Hit Points, and will cure 1 Br.eak or 
2 Injuries. A visit to the Inn of a town is 
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still free. A visit to an independent Inn 
costs 250 Gold. 

Spells 5-8 (Firetlash) and 37-40 
(Flamebolt) attack a specific Body Area 
Spells 33-36 (Mindblast) only affect the 
monster's Hit Points. 

Different weapons have different chan
ces to hit different Body Areas. Bows have 
the best chance to hit the vital Head or 
Torso Areas. Spells have an equa l chance 
to hit all Body Areas. Hand Held weapons 
have the worst chance to hit a vital area 
especially against very tall monsters. The 
Aim Blow combat option allows an adven
turer with a hand weapon to aim at a vital 
location at the cost of on ly taking one 
blow and a reduced chance to hit 

When a Body Area is Broken, it restricts 
an adventurer's choice of actions. An 
adventurer may not fire a bow if any of his 
Arms or Legs are Broken. An Adventurer 
may not cast a spell or swing a weapon if 
his Right Arm is Broken or Gone. Parry is 
the only combat option for an adventurer 
with a Broken Right Arm. 

MONSTERS 
The land of Scandor is filled with mon
sters of all types. Most would happily lunch 
on ground Wizard any day! Each monster 
has its own unique personality and set of 
characteristics. These character istics in
clude how big a pack the monsters run 
around in, their attack, damage, defense, 
armor, hit points, and any specia l powers 
and spells the monsters know. Also, each 
monster can carry different amounts of 
gold and treasure and is worth different 
amounts of experience. Finally, different 
monsters will have different reactions 
when interacting with adven turers. 

Beginning adventurers shou ld be care
ful of very powerful monsters. But don' t 
worry, there are a number of creatures 
that your party can take on with a reason
able chance of survival. 

Monsters are the stuff of legend and 
rumor so a Monster Reputation Table 
is included to represent knowledge the 
adventurers have before the quest. Of 
cou rse, not all monsters have been men
tioned in the legends, and not all rumors 
are true! 

The Fighting proficiency ratings relate 
to low level adventurers ( it doesn't actually 
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Monster Reputation Table 

l'IOl'ISTEK l'IAJ'lf: l'IGHTll'IG IIBl'UTATIOl'I 
SKILL 

Skeleton Low Bad 

Barbarian Med Neutral 
Drip Slime Med Bad 
Giant Bee Med Bad 
Kobold Med Neutral 
Lesser Wizard Med Good 
Ores Med Neutral 
Scribe Med Good 
Sniverling Med Neutral 
Troll Baby Med Good 

Any Undead High Bad 
Baby Dragon High Good 
Cobra High Neutral 
Constrictor High Bad 
Dwarf High Good 
Ghoul High Bad 
Goblin High Bad 
Gremlin High Neutral 
Illusionist High Neutral 
Killer Bee High Neutral 
Panther High Good 
Priest High Good 
Ranger High Neutra l 
Small Devil High Bad 
Sting Beetle High Neutral 
Viper High Neutral 
Viper Moth High Neutral 

matter if beginners run into a Demon or a 
High Demon, they're chutney either way)! 
A beginning party can take on Low and 
Medium (Med) quality monsters in about 
even numbers and expect to win. A party 
can only expect to win aga inst high pro
ficiency monsters if the party he"1vily out
numbers them. A beginning party should 
do everything in their power to not fight 
the very high (V High) proficiency mon
sters. When the adventurers have all 
gained several levels, they can come back 
and try to mop up a gaggle of giants (fat 
chance)! 

MAGIC 
Magic is the fertil izer that makes PHAN
TASIE Ill bloom. It is an important weapon 
against monsters and the basis of the 
heroes' power in the latter parts of the 
game. There are deeds to be done and 
battles to be won that can on ly be achieved 
with magic The proper combination of 

l'IOl'ISTEK l'IAJllE l'IGHTll'IG IIBl'UTATIOl'I 
SKILL 

Wight High Bad 
Wild Cat High Neutral 
Wild Dog High Neutral 
Zombie High Bad 
Gnome Mage High Neutral 

All Beasts VHigh Bad 
All Dark Things VHigh Neutral 
All Dragons VHigh Neutral 
All Giants V High Neutral 
All Lords V High Neutral 
Asp V High Neutral 
Death Fly V High Neutral 
Demon V High Bad 
Devil VHigh Bad 
Forest Elf V High Neutral 
Giant Wasp VHigh Neutral 
Great Troll VHigh Neutral 
High Demon VHigh Bad 
High Devil VHigh Bad 
High Ranger VHigh Good 
King Cobra VHigh Neutral 
Leopard VHigh Neutral 
Spirit VHigh Bad 
Vampire VHigh Bad 
Wizard VHigh Good 
Wolf V High Neutral 
Wraith VHigh Bad 

melee, bowfire, and spells in combat is 
the basis of success in PHANTASIE III. 

Every class of adventurers has some 
capacity to throw spells. Spells can be 
thrown in town, in the Wilderness, in dun
geons, and in combat. Magic spells are 
identified by their Spell Number, Magic 
Po int Cost, Name, and 'fype. Each time 
any adventurer casts a spell, it costs him 
between one and four Magic Points de
pending on the spell. The adventurer's 
Magic Points are restored by resting in an 
Inn or by drinking a Magic Potion. 

Each adventurer gets a number of 
Magic Points based on his class and attri
butes. Whenever an adventurer rests in 
an Inn after us ing Magic Points, he has a 
chance for his maximum Magic Points to 
increase. The maximum numberofMagic 
Points an adventurer can have depends 
on his class and level and is given in the 
Maximum Magic Points Chart. 

All adventurers can eventua lly learn 
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Maximum Magic Points at Different Levels by Class 

LEVEL 2 .5 6 8 9 10 11 12 13 14 15 

WIZARD 10 
PRIEST 10 
RANGER 8 
MONK 10 

11 11 12 13 
11 12 13 14 

9 10 11 12 
10 10 11 11 

7 8 8 9 
6 7 7 8 

14 14 15 
15 16 17 
13 14 15 
11 12 12 

16 
18 
16 
12 
11 
11 

16 
19 
17 
13 
12 
12 

17 
20 
18 
13 
13 
13 

17 
20 
18 
14 
14 
13 

18 19 20 
20 20 20 
18 18 19 
16 18 20 
15 16 18 
14 14 15 

FIGHTER 7 
THIEF 6 

9 10 10 
8 9 10 

some spells, but some classes require a 
high level before any spells are available. 
The total number of spells an adventurer 
can learn is limited by his class, level and 
Intelligence. Thus, classes that have many 
possible spells but who can only learn a 
few, such as Rangers and Monks, should 
be very choosy about which spells they 
learn. 

Spells are divided into a number of 
different categories depending on where 
the spells can be used and how they 
interact The different types of spells are: 

Combat Spells: these spells can only be 
used during melee with monsters. They 
last only for the duration of the combat 
There are two kinds of Combat Spells: 

Passive: these spells always work, 
and whenever possible, they counter
act any previously cast spells. Thus if 
an enemy wizard casts a Slow spell at 
the party then a party wizard could 
override it with a Quickness spell. 

Active: the effectiveness of active spells 
depends upon the spellcaster's magic 

power and experience level as well as 
the strength of the target Active spells 
may have a cumulative effect A second 
Fear spell, for example, can cause the 
victim to be more afraid then the first 
spell. A second Sleep spell will not 
deepen a sleeping target' s trance, 
however. 

Non-Combat Spells: these spells can be 
used only out of combat There are four 
types of Non-combat spells: 

Town: these spells can only be cast in 
a town. 

Wilderness: these spells can only be 
cast in Wilderness. 

Dungeon: these spells can only be 
cast in the dungeon. 

Everywhere Spells: these spells can 
be cast anywhere at anytime. 

The Spells Available Table lists the 
spell numbers an adventurer can learn at 
each level. The Spell Table lists the spells 
and their details in spell number order. 
Finally, the Spell List is organized alpha
betically and describes each spell in detail. 

Spells Available at Different Levels by Class 
LEVEL 2 3 4 .5 6 7 8 9 10 11 12 13 14 15 

WIZARD 

PRIEST 

RANGER 

MONK 

FIGHTER 

THIEF 

14 

5 13 6 7 21 25 
9 41 10 14 54 33 

55 50 

1 21 2 25 3 18 
51 29 17 42 22 30 

49 

8 34 11 35 15 36 
37 45 38 - 39 48 
46 51 
56 

12 16 47 
- 40 

23 4 7 8 31 
26 43 19 37 34 

44 

24 32 
27 39 

20 48 
28 

1 17 25 2 29 3 18 4 6 30 26 22 33 37 23 
5 49 52 51 - 21 - 42 - 44 

5 50 6 45 56 7 13 8 33 9 34 14 35 10 36 
55 54 48 

52 55 9 13 56 - 11 - 15 

41 42 - 18 8 

Spell Table 

Sl'ELL MAGIC l'IAJllE TYl'E' 
# l'TS. 

1 1 HEALING 1 E 
2 2 HEALING 2 E 
3 3 HEALING 3 E 
4 4 HEALING 4 E 
5 1 FIREFLASH 1 C/ A 
6 2 FIREFLASH 2 C/ A 
7 3 FIREFLASH 3 C/ A 
8 4 FIREFLASH 4 C/ A 
9 1 QUICKNESS 1 C/ P 

10 2 QUICKNESS 2 C/ P 
11 3 QUICKNESS 3 C/ P 
12 4 QUICKNESS 4 C/ P 
13 1 ARROW FLAME 1 C/ P 
14 2 PARTY ARROW FLAME 1 C/ P 
15 3 ARROW FLAME 2 C/ P 
16 4 PARTY ARROW FLAME 2 C/ P 
17 1 PROTECTION 1 C/ P 
18 2 PROTECTION 2 C/ P 
19 3 PROTECTION 3 C/ P 
20 4 PROTECTION 4 C/ P 
21 1 CONFUSION 1 C/ A 
22 2 CONFUSION 2 C/ A 
23 3 CONFUSION 3 C/ A 
24 4 CONFUSION 4 C/ A 
25 1 WEAKNESS 1 C/ A 
26 2 WEAKNESS 2 C/ A 
27 3 WEAKNESS 3 C/ A 
28 4 WEAKNESS 4 C/ A 
29 1 BINDING 1 C/ A 
30 2 BINDING 2 C/ A 

SPELL LIST 

Accuracy and PartyAccuracy(#55, 56): 
these spells raise one adventurer's, or the 
whole party's, Fire Bow percentage to 250. 

Arrow Flame and Party Arrow Flame 
(#13-16): these spells increase the accu
racy and damage of bow fire for one ad
venturer, or the whole party. Arrow Flame 
1 increases accuracy by +50 percent and 
Bow Point Values by + 15. Arrow Flame 2 
increases accuracy by + 100 percent and 
bow point values by +25. 

Awaken (#51): this spell rouses all sleep
ing adventurers or neutralizes a sleep 
spell. 

Binding (#29-32): these spells inhibit 
the movement of monsters, making them 
easier to hit The spells are progressive 
so that a Binding 3 is stronger than a 
Binding 1 and Binding 2 combined. Bind-

Sl'ELL MAGIC l'IAJllE 
# l'TS. 

31 3 
32 4 
33 
34 
35 
36 
37 
38 
39 
40 
41 
42 
43 
44 
45 
46 
47 
48 
49 
50 

1 
2 
3 
4 
1 
2 
3 
4 
1 
2 
3 
4 
1 
2 
3 
4 
1 
2 

BINDING 3 
BINDING4 
MINDBLASTl 
MINDBLAST2 
MINDBLAST 3 
MINDBLAST4 
FLAMEBOLTl 
FLAMEBOLT 2 
FLAMEBOLT 3 
FLAMEBOLT4 
CHARM 
SLEEP 
TELEPORTATION 
RESURRECTION 
NINJA 2 
FEAR 
DISSOLVE 
SUMMON ELEMENTAL 
DISPEL UNDEAD 
NINJA 1 

51 3 AWAKEN 
52 4 MONSTER EVALUATION 
54 2 TRANSPORTATION 
55 3 ACCURACY 
56 4 PARTY ACCURACY 

TYl'E' 

C/A 
C/A 
C/ A 
C/ A 
C/A 
C/ A 
C/ A 
C/ A 
C/A 
C/A 
C/A 
C/A 
C/A 

E 
C/ P 
C/ A 
C/A 
C/ P 
C/ A 
C/ P 
C/A 

N/ WD 
N/ T 
C/ P 
C/ P 

• Spell Types include: E = Everywhere, 
W = Wilderness, D = Dungeon, T = Town, 
C = Combat N = Non-combat P = Passive 
(not cumulative), A = Active (cumulative). 

ing spells are particularly effective against 
flying creatures and monsters that are 
difficult to see. 

Charm ( #41): this spell makes monsters 
so friendly that they forget that they are in 
combat, until they are attacked. 

Confusion (#21-24): these spells make 
it difficult for monsters to use their magic 
The spells are progressive so that a Con
fusion 3 is stronger than a Confusion 1 
and Confusion 2 combined. 

Dispel Undead (#49): this spell causes 
skeletons, zombies, ghosts, and other 
creatures back from the dead to flee or 
simply dissolve. 

Dissolve (#47): this spell causes mon
sters to simply dissolve away to nothing. 

Fear(#46): this spell frightens monsters 
into running away in terror. 
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Fireflash (# 5-8): these spells shoot a 
blast of flam e at one monster. The spell 
causes the fo llowing damage according 
to the level of the spell: 

Fireflash 1 1-10 points o f dam age 
Fireflash 2 1 -30 points o f dam age 
Fireflash 3 1 - 60 po ints of dam age 
Fireflash 4 1-100 points of damage 

Flamebolt ( #37-40): these spe lls shoot 
a sheet of flame that attacks every mon
ster in the combat The attack is reduced 
by the monsters' armor, however. The 
spell causes the following damage ac
cording to the level o f the spell: 

Flamebolt 1 1 - 7 points of damage 
Flamebolt 2 1 - 15 points o f dam age 
Flamebolt 3 1 -31 points of damage 
Flamebolt 4 1 - 66 points o f damage 

Healing (#1-4): this spell restores hit 
points and cures Body areas for one 
adventurer. The spell restores the hit 
points and cures body areas acco rding to 
the level o f the spell: 

Healing 1 1 -9 hit points 
Cure 1 Injury 

Healing 2 1 -27 hit points 
Cure 1 Break or 2 Injuries 

Healing 3 1 -57 hit points 
Cure 1 Gone, 1 Break & Injury, etc 

Healing 4 1 -99 hit points 
Cure more than 1 Gone 

Mindblast (#33-36): this spell trans
mits a powerful blast of psychic energy at 
the monsters. The spell causes the fol
lowing damage according to the level of 
the spell: 

Mindblast 1 1 - 5 points of damage 
Mindblast 2 1 - 11 points of damage 
Mindblast 3 1 -41 points of damage 
Mindblast 4 1-81 points of damage 

Monster Evaluation (#52): this spell 
determines the approximate experience 
level of n earby monsters. Although it 
occasionally yields inaccurate results, it is 
a good idea to cast this spell immediately 
upon entering a dungeon and occasion
ally in the wilderness. 

Nhtja (#45 & 50): this spell transforms 
the spellcaster into a fighter of super-
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human ab ili ty. This spe ll gives the caster 
h igh attack, defense, and dam age abilities 
regardless of his actual arm or or weapons. 
Ninja 2 is more power fu l than Ninja 1, 
even tho ugh Ninja 1 costs more m agic 
po ints. 

Protection(#17-20): this spell increas
es the effectiveness o f each party m em 
ber's armor. The am o unt of additio nal 
arm or depends on the level of the spell: 

Protection 1 + 1 point of armor 
Protectio n 2 +3 points of armor 
Protection 3 +6 points o f armor 
Protection 4 + 1 0 points of armor 

Quickness (#9-1 2): this spell m akes 
the party m embers move faster so that 
they can swing more times during an. 
attack. The speed increase depends on 
the level of the spell: 

Quickness 1 +10% speed increase 
Quickness 2 + 25% speed increase 
Quickness 3 +45% speed increase 
Quickness 4 + 70% speed increase 

Resurrection (#44): this spell attempts 
to ra ise an adventurer from the dead. The 
shock of dying will permanently lower the 
victim's Constitution one or two points, 
however. 

Sleep (#42): this spell causes oppo
nents to fall into a daze where they cannot 
attack. parry, or cast spells. 

Summon Elemental (#48): this spell 
summons up an elem ental that the party 
has previo us ly loaded in at a guild. The 
elem entals are listed on the guild roster 
and one of them must be loaded in at a 
guild before he can be summoned in 
combat 

Teleportation (#43): this spell will tele
port the party out of a combat 

Transportation (#54): this spe ll will 
transport the party interdimensionally 
from one town to another. 

Weakness (#25-28): these spells cause 
monsters to lose strength and so do less 
damage when they hit adventurers. The 
spell is p rogressive so that Weakness 3 
is more power ful than Weakness 1 and 
Weakn ess 2. 

Divine Spells (#57+ ): these spells may 
only be acquired during the course of the 
game for specia l purposes. 

TREASURE 
Treasure is one of the great rewards for 
the hearty adventurer in PHANTASIE Ill. 
Treasures such as magic weapons, pre
cio us gem s, and ancient scrolls with clues 
to Scandor's plight abound in the Wi lder
ness and dungeons. Unfort unately, the 
party wi ll have to fight for treasure, as 
almost all of these items are guarded by 
monsters. 

There are four types of treasure in 
PHANTASIE Ill: Combat Equipment Po
tions, Scrolls, and Other Valuables. Some 
items wi ll help the adventurers on their 
q uest Other items wil l be sold at Armor
ies in towns for gold. Each type of treasure 
is its own reward. 

COMBAT EQmPMENT 
Combat equipment in PHANTASIE Ill in
cludes shields, armor, melee weapons, 
and bows. Each item has a set of attri
bute requirements, normally based on 
Strength. On ly adventurers with high attri
butes can use heavy equ ipment Note 
that magical equipment has lower attri
bute requirem ents than no rmal equ ip
m en t of equal point value. Each type of 
eq u ipment is listed wi th its item number, 
its poin t value, its attribute req uirements, 
and its nam e. 

Shields 
ITEl'I l'Oll'fT STREl'IGTH TYl'E 

# VALUE REQUIRED 

1 1 1 Glove 
2 2 2 Wooden Shield 
3 3 3 Wooden Shield + 1 
4 4 4 Small Shield 
5 5 5 Small Shield + 1 
6 6 6 Small Shield +2 
7 7 7 Small Shield +3 
8 8 8 Medium Shield 
9 9 9 Medium Shield +1 

lO 10 lO Medium Shield +2 
11 11 11 Medium Shield +3 
12 12 12 Large Shield 
13 13 13 Large Shield + 1 
14 14 14 Large Shield +2 
15 15 15 Large Shield +3 
16 16 16 Giant Shield 
17 17 17 Giant Shield + 1 
18 18 18 Giant Shield +2 
19 19 19 Giant Shield +3 
20 20 20 God Shield (Magic) 

Armor 
ITEl'I l'Oll'fT STKEl'IGTH TYl'E 

# VALUE REQUIRED 

21 1 2 Clothing 
22 2 4 Robes 
23 3 6 Leather 
24 4 8 Hard Leather 
25 5 10 Ring Mail 
26 6 12 Scale Mail 
27 7 14 Chain Mail 
28 8 16 Splint Mail 
29 9 18 Banded Mail 
30 lO 20 Plate Mail 
31 2 0 Cloth +1 
32 3 0 Robes +l 
33 4 2 Leather +1 
34 5 4 Leather +2 
35 6 6 Ring Mail +l 
36 7 8 Ring Mail +2 
37 8 lO Chain Mail +1 
38 9 12 Chain Mail +2 
39 10 14 God Robes (Magic) 
40 11 16 God Armor (Magic) 

Bows 
ITEl'I l'Oll'fT ATTRIBUTES TYl'E 

# VALUE REQUIRED' 

41 1 0 Self Bow 
42 2 2 Self Bow +1 
43 3 4 Self Bow +2 
44 4 6 Short Bow 
45 5 8 Short Bow +1 
46 6 10 Short Bow +2 
47 7 12 Medium Bow 
48 8 14 Medium Bow + 1 
49 9 16 Medium Bow +2 
50 10 18 Compound Bow 
51 11 20 Compound Bow+l 
52 12 22 Compound Bow+l 
53 13 24 Gnome Bow 
54 14 26 Long Bow 
55 15 28 Long Bow +l 
56 16 30 Long Bow +2 
57 17 32 Crossbow 
58 18 34 Old Bow 
59 19 36 Crossbow +2 
60 20 38 God Bow 

*Attributes required is based on 
Strength + Dexterity. 
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Melee Weapons 
ITEl'I l'Oll'fT A1TRl8lITM 1Yl'E 

# VALUE RJIQUlllf:D" 

61 1 3 Knife 
62 2 6 Dagger 
63 3 9 Club 
64 4 12 Mace 
65 4 15 Small Axe 
66 5 18 Staff 
67 6 21 Short Sword 
68 6 24 Flail 
69 7 27 Hammer 
70 8 30 Spear 
71 9 33 Axe 
72 9 36 Sword 
73 10 39 Heavy Mace 
74 11 42 Trident 
75 12 45 Large Spear 
76 12 48 Large Axe 
77 13 51 Pike 
78 14 54 Long Sword 
79 15 57 Bardiche 
80 15 60 Hal bred 
81 2 3 Knife +1 
82 3 6 Knife +2 
83 4 9 Club +1 
84 5 12 Club + 2 
85 7 15 Flail +1 
86 8 18 Flail +2 
87 9 21 Spear +1 
88 10 24 Sword +1 
89 11 27 Sword +2 
90 13 30 Sword +4 
91 14 33 Sword +5 
92 15 36 Sword +6 
93 16 39 Halbred +1 
94 17 42 Halbred +2 
95 19 45 Sword +10 
96 20 48 Halbred +5 
97 21 51 Halbred +6 
98 22 54 God Knife (Magic) 
99 23 57 God Mace (Magic) 

100 25 60 God Sword (Magic) 

*Attributes required is based on 
2 x Strength + Dexterity. 

POTIONS 
Potions are magic concoctions that ad-
venturers drink to restore hit points, dam-
aged body areas, or spent magic p0ints. 
There are two different kinds of potions: 
Healing Potions and Magic Potions. 

Healing Potions (#101-110): these 
potions will restore a number of hit points 
to an adventurer and help heal damaged 
body areas. Healing Potions come in ten 
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different strengths; the higher the level 
the greater the power of the healing: 

Healing 1 1 pt healed 
1 Injury healed 

Healing 2 4 pts. healed 
1 Injury healed 

Healing 3 9 pts. healed 
1 Injury healed 

Healing 4 16 pts. healed 
1 Break or 2 Injuries healed 

Healing 5 25 pts. healed 
1 Break or 2 Injuries healed 

Healing 6 36 pts. healed 
1 Break or 2 Injuries healed 

Healing 7 49 pts. healed 
1 Gone, 1 Break & Injury, etc. healed 

Healing 8 64 pts. healed 
1 Gone, 1 Break & Injury, etc. healed 

Healing 9 81 pts. healed 
1 Gone, 1 Break & Injury, etc. healed 

Healing 10 100 pts. healed 
More than 1 Gone healed 

Magic Potions (#111-120): these po
tions will restore a spell caster's magic 
points. They also come in ten different 
strengths; the higher the level the greater 
the number of magic points restored. 

Magic 1 3 pts. restored 
Magic 2 6 pts. restored 
Magic 3 9 pts. restored 
Magic 4 12 pts. restored 
Magic 5 15 pts. restored 
Magic 6 18 pts. restored 
Magic 7 21 pts. restored 
Magic 8 24 pts. restored 
Magic 9 27 pts. restored 
Magic 10 30 pts. restored 

SCROLLS 
A number of people have recorded impor
tant information on scrolls that are scat
tered throughout Scandor. Some of the 
scrolls are available atArmories in towns; 
others are closely guarded by monsters. 
All together these scrolls hold many of the 
secrets of the enemy and how he may 
be defeated. Remember that adventurers 
may only read scrolls by using the Use 
Item command in a city. 

OTHER VALUABLM 
Many other va luable treasures exist in the 
PHANTASIE Ill universe. These treasures 
include gems, objects d'art and one-of-a
kind masterpieces. 

APPLE-SPECIFIC 
INFORMATION 
APPLE II SERIES 
This section lists specific instructions for 
p laying PHANTASIE Ill on Apple II+, lie, 
lie. IIGS ( in Apple II emulation mode), 
and other Apple compatible computers. 
The General Rules for playing PHANTASIE 
Ill are given in the preceding pages. 

WADING THE GA!'llE 
Place the game disk. label side up, into 
your disk drive. Turn your computer on. 
The system will boot and the title page 
will be displayed. Hit any key to get to the 
Initial Menu. 

PHANTASIE 111 is designed so that you 
only need the original game disk to begin 
each game. You must make a Player disk 
and a Dungeon disk that will be used in 
normal play. The system will prompt you 
when you need to make any disk changes. 

Place the game disk. with the label 
facing up, into your disk drive. The labeled 
side is called the Boot Disk. the unlabeled 
side is called the Utility Disk. Turn on your 
computer and the program will autoboot 
When you get to the title page everyth ing 
is Okay. Hit any key to proceed to the 
Initial Menu. 

The Initial Menu includes five different 
commands. These commands are: 

INITIAL MENU 

KEY COJlll'IAN 0 

1 Start in Pendragon 
2 Continue Saved Game 
3 Demo 
4 Utilities 
5 Computer Type 

Start In Pendragon: use this option to 
start the game once you've made up your 
own Player and Dungeon disks. 

Continue Saved Game: use this option 
to continue a previously saved game. 

Demo: use this option to view a demon
stration of PHANTASIE III. 

Utilities: use this option to get to the 
Utilities Menu for making new Player and 
Dungeon Disks, transferring characters, 
backing up characters, etc. This is the 
first p lace you want to go before playing 
the game. 

Computer Type: use this option to toggle 
between the Apple II and Apple compat
ible versions of the program. Try the Apple 
version first; if you have problems with 
your compatible then try the Other com
puter type. 

Go from the Initial Menu to the Utilities 
Menu. Make sure you have two blank sin
gle sided disks ready (or one disk that 
has been notched so that you can flip it to 
use both sides) so that you can make 
your own Player and Dungeon Disks. 

UTILITIES MENU 
KEY COJlll'IAND 

1 Make Player and Dungeon Disks 
2 Other Utilities 

Make Player and Dungeon D i sks: this 
option takes you to the Disk Making Util
ity Menu. 

Other Utilities: this option takes you to 
the Other Utilities Menu. These Utilities 
are not available until you have made a 
Player Disk. 

DISK MAKING UTILITY MENU 
KEY COJlll'IAND 

1 Make Player Disk 
2 Make Dungeon Disk 
3 Exit 

Make Player Disk: this option creates a 
Player Disk that will include the adven
turers, the wilderness, and the towns used 
when Playing PHANTASIE Ill. Because of 
the amount of information on this disk it 
takes almost a dozen disk swaps to copy 
everything from the Game Disk to the new 
Player Disk. 

Make Dungeon Disk: this option cre
ates a Dungeon Disk that includes the 
dungeons used in PHANTASIE III. This 
disk will also take almost a dozen passes 
to create. 

Exit: this option gets you back to the 
Utilities Menu. 

Once you've made your Player and 
Dungeon Disks you can Exit back to the 
Initia l Menu and Start in Pendragon to 
begin the game. 

The Other Utilities Menu is used to 
Backup your characters onto another disk. 
or to transfer characters from PHANTASIE 
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I or II into PHANTASIE Ill. You do not need 
to backup your characters during normal 
game saves. Backup is on ly necessary if 
you are worried about losing data from 
your Player Disks. 

OTHER UTILITIES MENU 
IIBY COllflltAl'ID 

1 Continue Game 
2 Initialize Backup Disk 
3 Transfer Characters To Backup Disk 
4 Transfer Characters From Backup 

Disk 
5 Start A New Game 
6 Transfer Characters From 

PHANTASIE I Or II 

Continue Game: this option puts you 
back at the Initial Menu. 

Initialize Backup Disk: this option ini
tializes a blank disk so that it may be 
used as a Backup Disk. 

Transfer Characters To Backup Disk: 
this option will transfer your characters to 
an already initialized Backup Disk. 

Transfer Characters From Backup Disk: 
this options takes the characters from an 
already generated Backup Disk and puts 
them onto the Player disk. 

Start A New Game: this option resets 
the entire game to the same condition as 
when it was new. It also erases your char
acters from the Player Disk. The computer 
will remind you of this by saying STARTING 
A NEW GAME WILL ERASE OLD CHAR
ACTERS OKAY? (Y/ N). A Y will erase the 
characters and reset everything. An N will 
put you back to the Other Utili t ies Menu. 

Transfer Characters: this option allows 
you to transfer characters from PHAN
TASIE I or II for use in PHANTASIE lll. 
I f you decide to use o ld adventurers in 
PHANTASIE III then the transfer is the first 
action you should take after making your 
Player and Dungeon D isks. Warning: this 
process w ill have the following adverse 
effects: 

The transfer process wi ll erase any 
characters a lready created in PHANTASIE 
Ill. Your characters wi ll lose all of their 
item s except the Wand ofNikademus. They 
also lose the majority of their money, expe
r ience points, and accum ulated spells. 
They wi ll reta in any Divine spells (#57 
and above) and their normal beginning 
spell by class. 
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The transferred characters wi ll begin 
at level O. b ut should have enough re
maining experience and money to train 
up several levels. At the start orthe game 
these characters shou ld go to the bank. 
withdraw their money, and then go to the 
Guild and tra in. 

PIAYING THE GAME 
Each session of PHANTASIE III begins 
and ends in a town. The Town Menu will 
take the adventurers to the various loca
tions in the town. 

TOwrl MEl"IU: GO TO 
IIBY COMl'IAl'ID 

A Armory 
G Guild 
M Mystic 
N Inn 
B Bank 
L Leave Town 

After choosing a Go To option you will 
see a new list of commands for each 
location: 

ARJllORY MEl"IU 
IIBY COMl'IAl'ID 

L List first items in the Armory inventory 
B Current shopper buys an item 
C Continue list of Armory Inventory 
A Change to another shopper 
E Exit Armory 

GUILD MENU 

Party Members: 
IIBY COMl'IAl'ID 

S Attempt to learn new spells 
T Attempt to train levels and skills 
D Drop adventurer from party 

Guild Members: 
IIBY COMl'IAl'ID 

L List Gui ld members 
N Create new Guild member 
R Rename Guild member 
A Add Gu ild member to party 
E Exit Guild 

RAl"IK MEl"IU 
IIBY COMl'IAl'ID 

W Withdraw gold p ieces 
D Deposit gold p ieces 
E Exi t Bank 

Wh ile in town the adventurers may 
perform a number of utility functions that 
are in the lower part of the Town Menu. 

TOwrl MEl"IU: OTHER OPTIONS 
KEY COMl'IAl'ID 

C Cast a spell 
U Use an item 
D Distribute and sell item s among 

par ty m embers 
T Trade Items among party m embers 
I Inspect a party m ember 
S Save Gam e 

Every time you leave town the game is 
automatically saved. If you stop the game 
while outside a town you can continue it 
again from the last town the party was in. 

Once the party is out of town, you are 
given the Adventure Menu. The adventure 
m enu is the same in the dungeon as in 
the Wilderness with the add ition of a 
command for looking around. 

ADVEl"ITURE MENU 
KEY COMl'IAl'ID 

C Cast a spell 
I Inspect a party m ember 
U Use an item 
T Set time lag in combat and toggle 

sound on/ off 
L Look at larger area ( in dungeon only) 

3,N Move 1 square North* 
W Move 1 square West 
E Move 1 square East 
S Move 1 square South 

• Both the 3 and the N key will move North 
so that the 3 -E-S-W diamond can be used. 

Whenever the party m eets a group 
of monsters an Encounter Menu is dis
played. After every round of combat the 
Encounter Menu will be displayed again, 
just in case you want to change your mind. 

ENCOUNTER MENU 
KEY COMl'IAl'ID 

1 Fight the monsters 
2 Accept the monster's surrender 
3 Greet the monsters 
4 Beg for m ercy from the monsters 
5 Flee from the monsters 

When the party gets into combat you 
can set each adventurer' s tact ics from the 
Melee Menu. 

MELEEMENU 
KEY COMl'IAl'ID 

1 Thrust with m elee weapon 
2 Attack with melee weapon 
3 Slash with m elee weapon 
4 Lunge with m elee weapon 
5 Aim m elee weapon at vital body area 
6 Cast a spell 
7 Parry with shield 
8 Fire bow 
9 Other options 

OTHER OPTIOl"IS MEl"IU 
KEY COMl'IAl'ID 

1 Move to forward rank 
2 Move to middle rank 
3 Move to back rank 
4 Set time lag in combat and toggle 

sound on/ off 
5 Redo all adventurers' options from 

start 

TERRAll"I 
PHANTASIE Ill uses two different kinds 
of maps: Wilderness maps and dungeon 
maps. Each map is displayed in the lower 
left: corner of the screen and each uses 
different terrain. The terrain in the Wilder
ness includes: 

The Party: this square marks the loca
tion of the party on the map. 

A Town or Inn: this small square repre
sents towns or independent Inns in the 
wilderness. 

Dungeons: this forbidding opening is 
the adventurer's invitation to death and 
danger. 

Paths: the open areas are the most easily 
traveled but have the greatest variety of 
encounters. 

Deserts: this represents hard, open des
ert Easy traveling with mostly humanoid 
encounters. 

Grasslands/Forests: this represents 
more closed te rrain. Harder traveling with 
more insect and slime encounters. 

Mountains/Hills: this represents verti
cal terrain, extrem ely difficult to travel 
through. Wild animals abound here. 

Rivers/Lakes/Seas: this represents large 
water barriers. Adventurers must swim 
through these squares or take damage 
from drowning. No encounters here though 
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The terrain in the dungeon includes: 
The Party: the same small square as in 
the Wilderness. 

Doors: a barrier to movement and sight
ing. Some doors are locked. 

Corridor. paths through the dungeon. 
Watch out for wandering encounters here. 

Rooms: open areas in the dungeon. 
Some rooms are lairs for monsters. 

Items: these small dots represent inter
esting items or people in the dungeon. 
Moving on top of the dot activates the 
encounter. 

Secret Doors: these aren' t shown on 
the map; they look just like walls. But if 
the party attempts to move through what 
looks like a wall and makes it you' ll know 
that they've found a secret door. 

SAVING THE GAME 
To save the game use the S option from 
the Town Menu. Be sure to record the 
Guild Number of one of the adventurers 
in your party; you will need the number 
when you continue the game. 

To restart the game use Option 2, 
Continue Saved Game, from the Initial 
Menu. Choose one of the adventurers in 
the party from the Guild List presented. 
You will end up at the Town Menu of the 
Town that the adventurer was in when the 
game was saved. The number of the town 
the adventurer is in is listed to the left of 
his name. 

BACKUP DISKS 
The PHANTASIE Ill Boot and Utility Disks 
are copy protected, but are only used at 
the beginning of each game. The Player, 
Dungeon, and any Backup disks are un
protected and can be reproduced with 
any good copying program. 

APPENDIX I: QUICK START 
For those that want to jump right in and 
" Test Drive" PHANTASIE Ill you can use 
these quick start instructions. 

1) Before you can begin play you must 
create 2 disks: a Player disk and a Dun
geon disk. Check the Machine Specific 
Instructions for your computer for infor
mation on creating the disks. 
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l) After you have made the disks get 
back to the Starting Menu. Choose " Start 
in Pendragon" to begin the game. 

3) Once in the town go to the Guild to get 
adventurers to form a party. In the Guild 
the List Members command will show you 
six adventurers that are already in the 
guild. These adventurers are beginning 
characters, but are already pre-generated 
and pre-equipped. They also form a rea
sonably balanced party to start. Apple II 
players shou ld note the guild numbers 
(l-6) that represent these adventurers. 

Hit the space bar to return to the Guild 
Menu. Use the Add Members command 
to add the Adventurers from the Guild to 
your party. Now exit the Guild. 

4 ) Go to the Bank and Withdraw about 
500 gold to cover expenses while you 
travel. Exit the Bank. 

5 ) Next go to the Armory. Choose a char
acter to be the buyer and then List the 
items available. Continue the list until the 
scrolls appear. Buy a couple of scrolls. 
Exit the Armory. Choose the Use Item 
command and the character who bought 
the scrolls. Then choose the scrolls from 
the list The information on the scrolls 
should give you an idea on what is going 
on in Scandor and a clue as to where you 
might want to go. 

You are now ready to begin your adven
ture. Leave the town and good luck. 

HOW TO ANSWER QUESTIONS 
Many questions in the game have a m enu 
of different options. If the menu is num
bered, then input the number to make 
your choice. If the names on the menu 
include a " )" then input the letter to the 
left of the bracket to make your choice. If 
a question gives you a choice such as 
" Disarm or Leave" then input the first 
letter of your choice. Many questions want 
a Yes or No answer; simply hit " Y" or " N" 
to make a choice. If a screen does not ask 
a question, but leaves a blinking cursor, 
hit RETURN to continue. 

Whenever you refer to an adventurer 
outside of the guild lists, you use the 
adventurer's number in the party. So, after 
you say you want to disarm the trap you 
will specify the adventurer (1-6) that at
tempts the disarm. 

When you are outside a town you can 
move four different directions on the map. 
Atari ST, Amiga and Macintosh users can 
use their mouse. Commodore and Atari 
800 users can use their joysticks. Apple 
users use the diamond of keys: 

3 w+E 
s 

where 3 represents North, W West E East 
and S South. You may also use N to 
represent North, if you like. 

This should be enough to get you 
started into the world with the sample 
party. When you run into a s ituation you 
don' t understand look up the rule cover
ing that speci fic situation. When you feel 
you understand the game and how it 
works you can go back. make up your own 
party, and go for the gusto. 

APPENDIX II: DIFFERENCES 
BETWEEN PHANTASIE III 
AND PHANTASIE I & II 
Players who have already gone through 
PHANTASIE I or PHANTASIE II will recog
nize most of the rules for PHANTASIE Ill. 
But severa l new rules have been added 
to PHANTASIE Ill, including an expanded 
combat system, additional spells, and 
revised screen layouts. What follows is a 
summary of these changes. 

Going Up Levels: each time a character 
goes up a level he can receive training in 
three skills. A chart lists the character's 
current level in each skill, and the effect of 
training in that skill. The character will 
also receive an amount of Gold that 
depends on his social class. 

Social Class: each character has a social 
class: Peasant Laborer, Craftsman, or 
Noble. Humans, Elves, Dwarves, Gnomes, 
and Ha lflings tend to be of the higher 
classes. Social Class affects starting mon
ey and money rece ived for advancing a 
level. 

Trading: while in town adventurers may 
trade items without having to redistribute 
them using the Trading option. 

Bows: bows have rep laced thrown rocks 
as every m an's ranged weapon. It is easier 
to hit an opponent with a bow, and Armor 

is less effective vs. them. Thieves get a 
free +30 to their Fire Bow Skill Elves 
receive a + 15 to Fire Bow Skill. 

Body Locations: each character and 
monster has 6 Body Locations: Head, 
Torso, Left and Right Arm, and Left and 
Right Leg. These Locations may be Okay 
(0), Injured (I), Broken (B), or Gone (G). In 
the Wilderness the condition of each part 
of the body is shown in a stick figure 
diagram under the character's status. 

Healing: healing spells and potions can 
Heal Body Areas as well as Hit Points. 
Each Healing spell or Potion will heal the 
most vital area it can. Each area Gone 
counts as 1 Broken and 1 Injured area or 
3 Injured areas. Each Broken area counts 
as 2 Injured areas. The following chart 
lists the effects of different strength Heal
ing spells and potions. 

HEALING 
l'OTIOl'f 

1-3 
4-6 
7-9 

10 

HEALING /\REAS HEALED 
SPELL 

I 
II 
111 

IV 

1 Injury 
1 Break or 2 Injuries 
1 Gone 1 Break & 
1 Injury, etc. 
More than 1 Gone 

Hit Points are used separately from 
Body Areas. A character can die from 
having his Head or Torso removed, or 
from enough h it points to an arm to kill 
him. It is possible for an adventurer to 
have all of his Hit Points, but have a limb 
Gone. 1rs a lso possible to have no dam
aged limbs, but be low on Hit Points. 

Staying at an Inn cures all of an adven
turer's Hit Points, and will cure 1 Break or 
2 Injuries. A vis it to the Inn of a town is 
still free. A visit to an independent Inn 
costs 250 Gold. 

Spells 5-8 (Fire flash) and 37-40 
(Flamebolt) attack a speci fi c Body Area. 
Spells 33-36 (M indblast) only affect the 
monster's Hit Points. 

Different weapons have different chan
ces to hit different Body Areas. Bows have 
the best chance to hit the vital Head or 
Torso Areas. Spell s have an equa l chance 
to hit a ll Body Areas. Hand Held weapons 
have the worst chance to hit a vital area 
especially against very ta ll monsters. The 
Aim Blow combat option allows an adven
turer with a hand weapon to aim at a vita l 
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location at the cost of only taking one 
blow and a reduced chance to h it 

When a Body Area is Broken, it restricts 
an adventurer's choice of actions. An 
adventurer m ay not fire a bow if any of h is 
Arms or Legs are Broken. An Adventurer 
may not cast a spell or swing a weapon if 
his Right Arm is Broken or Gone. Parry is 
the on ly combat option for an adventurer 
with a Broken Righ t Arm. 

Monster Status: during combat three 
th ings will be l isted about enemy mon
sters: their Rank. their Name, and their 
Status. The Status of a monster can be: 
Unconscious (U), Sleeping (S), Down (D), 
and Okay (K). As an example3 Gnomes in 
the 2nd rank who are Sleep ing. Uncon
scious, and Down would be l isted as: 

2 GNOME(S) S U D 

Sleeping adventurers and monsters 
are automatica lly hit in combat Down ad
venturers and monsters are m uch easier 
to h it than Okay targets, b ut can sti ll 
dodge. 

Adventurer Positions in Combat: dur
ing combat an adventu rer can assume 
one of three posi tions: Back. Middle, or 
Forward. A character who is Forward has 
an increased chance to hit with hand 
weapons, but an even greater chance to 
be hit by the monsters. A character who is 
Back is harder for the monsters to hit but 
has an even harder t ime hitting the mon
sters with a hand weapon. 

An adven turer's position has no effect 
on h is chance to hit with a Bow. An 
adventurer's combat modifiers for posi
t ion are calculated re lative to the rest of 
the party. If a ll of the adventurers are 
Back. then none of them get any bonuses 
or penalties. 

Mapping: Scandor is divided into a 5 X 5 
area referenced by a grid labeled A - E 
West to East and I - V North to South. 
Other p lanes, d imensions, have their own 
labels. All areas are already mapped so 
spell 53 (Vision) is unnecessary. 
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APPENDIX III: TIPS & HINTS 
Playing PHANTASIE Ill is a b ig job; there 
are hundred s of deta il s to keep track 
o f. This sectio n includes a few h ints on 
" good" ways to handle som e o f those 
deta ils. You' ll have to experiment to find 
your own persona l " best" so lution to the 
game. 

FORl'llNG A PAKJ'Y 
The r ight combination of adventurers is 
ha lf the battle in PHANTASIE Ill. When you 
choose an adventurer's race and class 
you define the chance of getting particu
lar attributes, not the attr ibutes them
se lves. High attributes m ake surviving 
and advancing leve ls much easier. 

Strength: fighting types need every po int 
they can get Often the on ly advantage of 
random creatures is a chance for h igh 
STR. Don' t take a random creature though 
unless its other Attributes are okay too. 

Intelligence: a ll spellcasters need INT; 
l imited spe llcasters l ike Monks and Ran
gers need every point they can get Limited 
spellcasters receive very Few Spells Avai l
ab le, they shou ldn' t waste them on middle 
level junk l ike FIREFLASH 2 or HEALING 2 
when very powerfu l 3 and 4 point spells 
are just a couple of leve ls away. 

Dexterity: great For everyone but espe
cia lly For low Hit Point types like Th ieves 
and Wizards. Try high DEX wiza rds with 
no armor in the back ra nk. They are very 
d ifficu lt for the enemy to hit 

Constitution: again everybody needs 
CON, but low Hit Point types need it the 
most Don' t get seduced by a high INT 
and a low CON. 

Charisma: random creatures with very 
low Charisma can get prohibitively expen
sive to train; watch out! High CHA is a 
secret advantage of Humans, Elves, and 
Wizards. 

The next th ing you have to worry about 
is eq u ipping the party. You a lways want 
the b iggest weapons your fighting types 
can handle. Grab any bow of 4 points or 
better for Th ieves and Monks who are out 
of magic points. Buy the heaviest armor 
you can get for Fighters in the front ranks, 
none For Wizards in the back ranks. 

Buy all the low level healing potions 
you can find. After a couple of levels you' II 
need all the medium power Magic Po tio ns 
you can grab. Magic Weapons are no r
m ally too expensive to buy; find them 
instead. Fina lly, buy, read, and l\eep track 
of every scroll you can get your hands o n; 
they're the key to the who le puzz le in 
Scandor. 

FIGHTING 
Yo ur party wi ll be do ing lots o f fighting in 
PHANTASIE Ill, so you had better find 
good strategies from the start There are 
th ree things to worry abo ut when fighting: 
Encoun ter Strategy, Adventurer Position, 
and Melee Tactics. 

At the Encounter Menu you have to 
figure out your Encounter Strategy. Use 
the Mo nster Reputation Table to decide if 
you want to fight or not Trying to greet 
possibly friend ly monsters doesn' t cost 
yo u anything. even if they decide to fight 
Don' t try to Accept Surrender right away, 
it o n ly works after you've killed a percent
age or the enem y: And don't be afraid to 
Beg for Mercy, especially if you' re not 
currently carrying much gold. The party 
sho uld only try to flee if it is out-m atched 
and heavily loaded with gold and good ies. 
Rem ember. if you flee and Fa il the m o n
sters get Free shots at your characters. 

IF you're going to fight. then you need 
to wo rry about everyone's position. Fight
ers should be placed in the forward rank 
wh ere they have the highest chance or 
striking. Spell casters and bowmen can 
be in the back rank, where they are less 
likely to be hit. Note that the ranks are 
relative positions. If everyone occupies 
the back rank, then no one gains any 
protectio n. 

When battle starts, each adventurer has 
a choice of tactics. Fighters can choose 
between 1 and 3 swings. Aga inst norm al 
monsters take as many swings as you 
ca n. Aga inst flying monsters or ones that 
are hard to see take on ly a Few. Thieves 
with good bows (4+ points) can do as 
much dam age as they can in m elee; keep 
them in the back rank with the Wizards. 
Wizards should be careful no t to ove rkill 
the enemy and waste Magic Points; som e
times it's best to parry and Jet the Fighters 
take care of a Few monsters. 

THE QUEST 
No m atter where the party goes on its 
quest it always com es back to its base, 
Pendragon. Begin by going into the Pen
d ragon Arch ives just south of the town. 
Work your way through the archives until 
you find the wise man Filmon. He will 
direct you o n how to begin your quest 
After each adventure go back and consu lt 
Filmon aga in for directions to the next 
part or the quest 

While you' re on your quest be carefu l 
about explo ring the dungeons you find. 
Be ready to retreat if your party gets too 
beat up, but explore eno ugh so that you' re 
sure you didn' t miss anything. Try to 
go through the adventure in something 
resembling the proper sequence; if you 
try to take low level adventurers through 
some or the later dungeons they' ll get 
eaten alive! 

Finally, do n' t take the program too 
litera lly. A limb that's "Gone" is probably 
just so broken that normal rest won' t fix 
it Monsters that are " Unconscious" are 
just so groggy that they can' t fight PHAN
TASIE Ill is packed with flavorful detail s; 
enjoy them For the co lor they add and 
don' t pick too many nits. And rem ember: 
The race is not a lways to the swift o r the 
battle to the strong .. . but God fights on 
the side with the most artillery! Good luck! 
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Spell Table 

Sl'ELL JllACilC l'IAME Tl'f'E • Sl'ELL JllACilC l'W'IE Tl'f'E • 
# l'TS. # l'TS. 

1 1 HEALING 1 E 31 3 BINDING3 C/ A 
2 2 HEALING 2 E 32 4 BINDING4 C/ A 
3 3 HEALING 3 E 33 1 MINDBIASTl C/ A 
4 4 HEALING4 E 34 2 MINDBIAST2 C/A 
5 1 FIREFIASH 1 C/ A 35 3 MINDBIAST 3 C/A 
6 2 FIREFIASH 2 C/A 36 4 MINDBIAST4 C/A 
7 3 FIREFIASH 3 C/A 37 1 FIAMEBOLT 1 C/ A 
8 4 FIREFIASH 4 C/ A 38 2 FIAMEBOLT2 C/ A 
9 1 QUICKNESSl C/ P 39 3 FIAMEBOLT 3 C/A 

10 2 QUICKNESS 2 C/ P 40 4 FLAMEBOLT4 C/ A 
11 3 QUICKNESS3 C/ P 41 1 CHARM C/ A 
12 4 QUICKNESS4 C/ P 42 2 SLEEP C/A 
13 1 ARROW FLAME 1 C/ P 43 3 TELEPORTATION C/ A 
14 2 PARTY ARROW FIA.ME 1 C/ P 44 4 RESURRECTION E 
15 3 ARROW FLAME 2 C/ P 45 1 NINJA2 C/ P 
16 4 PARTY ARROW FLAME 2 C/ P 46 2 FEAR C/A 
17 1 PROTECTION 1 C/ P 47 3 DISSOLVE C/A 
18 2 PROTECTION 2 C/ P 48 4 SUMMON ELEMENTAL C/ P 
19 3 PROTECTION 3 C/ P 49 1 DISPEL UNDEAD C/ A 
20 4 PROTECTION 4 C/ P 50 2 NINJA 1 C/ P 
21 1 CONFUSION 1 C/A 51 3 AWAKEN C/A 
22 2 CONFUSION 2 C/ A 52 4 MONSTER EVALUATION N/ WD 
23 3 CONFUSION 3 C/ A 54 2 TRANSPORTATION N/ T 
24 4 CONFUSION4 C/ A 55 3 ACCURACY C/ P 
25 1 WEAKNESS 1 C/A 56 4 PARTY ACCURACY C/ P 
26 2 WEAKNESS 2 C/A 
27 3 WEAKNESS3 C/ A • Spell Types include: E = Everywhere, 
28 4 WEAKNESS4 C/ A W = Wilderness, D = Dungeon, T = Town, 
29 1 BINDING 1 C/ A C = Combat N = Non-combat P = Passive 
30 2 BINDING 2 C/ A (not cumulative), A = Active (cumulative). 

Spells Available at Different Levels by Class 
LEVEL 1 2 3 ... .5 6 7 8 9 10 11 12 13 14 1.5 

WIZARD 5 1.3 6 7 21 25 8 .34 11 35 15 .36 12 16 47 
9 41 10 14 54 .33 37 45 38 - 39 48 - 40 
- 55 - 50 46 51 

- 56 

PRIEST 1 21 2 25 3 18 23 4 7 8 31 24 .32 20 48 
51 29 17 42 22 .30 26 43 19 37 .34 27 .39 28 

- 49 - 44 

RANGER 1 17 25 2 29 .3 18 4 6 .30 26 22 .33 37 23 
5 - 49 - 52 - 51 - 21 - 42 - 44 

MONK 5 50 6 45 56 7 13 8 .33 9 34 14 .35 10 .36 
55 - 54 - 48 

FIGHTER - 52 55 9 - 13 56 - 11 - 15 

THIEF - 41 - 42 - 18 8 


