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? Answer:(See Weapon Tahle ------1. What is the item number of 
on reverse sic"e) 

2. What is the name of Spell ? Answer:(See Spell Ta~le on 

PHANTASIE I & III 

-----

COMBAT f.QlllPM[''T 

Combat equipment includes shields. am~or. and 
weapons. Each of theSE- items requires the owner 
to have a minimum strength level for th;~t item: 
Higher level equipment can only be used b~ higher 
strength cha~ers The charts above and on the 
facing page list tile items. their point values. and 
the strength requirements of the adventurer 
using them 

f'OTIO:'\S 
Potions are liquid substances. earned in vials. and 
ta~.en b, mouth (that 1s. you dnnk them). There 
are two types in PHANTASIE: 

HEALINGPOTIONS(•101-•110) restore a char
acter's hit points. They come in ten cl1fferent 

engtlis-:- ~ higher th< numOO;..-tti1e 
points are restored : 

PHANT .~SI E I I I: THE WRATH OF NICKADEMUS 

reverse side) 

Healing 1 - 1 pt. 
Healing 2 - 4 pts 
Healing 3 - 9 pts. 
Healing 4 - 16 pts. 
Healing 5 - 25 pts. 

Healing 6 - 35 pts 
Healing 7 - 49 pts. 
Healing 8 - 64 pt5 . 
Healing 9 - 81 pts 
Healing 10 - 100 pts. 

MAGIC POTIONS (11 111-11 120) restore a char 
acter's magic points. They also comi: m ten drf 
ferent strengths. and work like Healing Pot ions: 

MagJC 1 - 3 pts. Magic 6 - 18 pts 
Magic 2 - 6 pts. MagK 7 - 21 pts 
Mag1C 3 - 9 pts. Mag1C 8 - 24 pts 
MagJC 4 - 12 pts . Magic 9 - 27 pts. 
Magic 5 - 15 pts. Ma~JC 10 - 30 pts 

1. Ho'' many ty;:>es of status are there for a monster? Ansuer: L 

2. Hou nany skills are there for an adventurer? Answer: 9 
3. When an adventurer goes u~:- a level, he can train h01: nany tine:-? 

An suer: 3 
Lo. The "~lash" option lets an ac'lventurer swing at least hm·; nany 

tine~? Ansuer L! 

5.· W'"lat "strength'' is requireo for a rneeium shield? An!:'.wer: e 
6. What is the attribute required value for a short blow? Answer: 6 

A dagger? Answer: 6 
7. How many different social classes are there? Ansuer: 9 
8. A Flanebolt I spell can do up to how many points of danage? 

Ansl1er: 1 - 7 
9. What are a thiefs maxiriurn magic points at level 5? Ansver: P. 
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WlE:APON TABLE 
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Streng!!' 
!Vqd ~~ 

I Glcive 

2 W1X>der. Shiel~ 

3 WoOClen stueld + 1 

4 Srnal' stue!d 

5 Srna'I shield + 1 

6 Srn2·: s1o1e1c + 2 

7 Srna1: sh1etc + 3 
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9 Me:l1um stuel:l + I 
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Kr.1!f 72 

Sma·1 rl Jb 73 

Sma Stau 74 
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Goe swort: (ma<JIC) 


