


























































































































Also, a sorcerer must be careful
and keep in mind the duration of
the spell. It could be disastrous
to suddenly become visible in a
situation where the spell was the
difference between life and
death.

ye.
w Gateway

This is one of four special spells
in the game. This spell is chan-
neled with eight hand
movements and is very complex.

More information on this spell is
discovered while playing the
game.

e
w Mending

This spell is extremely powerful.
It can repair broken items flaw-
lessly, leaving no trace that they
were ever broken.

More information on this spell is
discovered while playing the
game.
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Enchantment

@ Freeze

When this spell is cast, those
very near to the caster’s location
temporarily freeze in place.
There have been many times in
which a warrior thought he had
defeated an enchanter and then
suddenly found himself frozen
in place.

w Fire Shield

This spell is a must when fight-
ing creatures that rely on
fire-based attacks. When this
spell is cast, your character
becomes surrounded by an
invisible barrier that offers him a
great deal of protection from
heat and fire.

It should be known that this
magic does not render the caster
completely impervious to fire.

As with many magic spells, the
Fire Shield’s duration is depen-
dent upon the caster’s skill.

Pl
w Lightning Shield

This spell is very similar to the
Fire Shield. Instead of offering
protection against heat and fire-
based attacks, it turns aside
Lightning.

|
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w Weapon Skill

Before battle, commanders often
have an Enchanter cast this spell
upon their men. When cast, the
enchanter temporarily increases
the recipient’s skill in the use of
all weapons.

The greater the enchanter’s skill,
the longer the duration of the
spell.

-
w Magic Skill

A variant of the Weapon Skill
spell, this magic temporarily
increases one’s magic skill in all
classes of magic (Wizardry,
Sorcery, Enchantment, and
Healing).

i
w Shape Change

This is a very special spell. More
details of this spell become
apparent throughout the course
of the game.

w Alteration

This is another powerful spell.
More details of this spell become
apparent throughout the course
of the game.

Healing

w Liquify

The most basic of the healing
spells. By holding an empty
flask in hand and invoking this
spell, the healer creates the ever-
precious Jera Potion. The
amount of damage a Jera potion
can heal is dependent upon the
skill of the Healer at the time of
the potion’s creation.

The Liquify spell can also be
used to liquify gems into various
potions. This is done by holding
an empty flask in one hand, a
gem in the other, and casting the
Liquify spell. See “Potions” on
page 66 for more detailed infor-
mation.

e
m Cure Poison

There are many creatures within
the labyrinth that rely on deadly
toxins to slay their victims. Once
these deadly poisons enter your
character’s system, it is only a
matter of time before you die.

This spell has the power to
immediately remove such poi-
sons from your character’s body.

Continues....
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Unfortunately, the spell does not
have the power to eliminate the
sense of disorientation your
character may suffer when poi-
soned. After the poison is
removed, this feeling of confu-
sion disappears in time.

A0
w Restore

This spell restores your charac-
ter's Endurance attribute if it has
been lowered by fatigue. The
number of Endurance points
restored depends on the skill of
the healer.
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A most powerful spell, indeed!
When it is cast, it completely
heals your character. It is the
most complex healing spell,
requiring the channeling of six
hand movements.

The only drawback to this spell
is the large amount of spell
power a healer must expend in
casting the spell.

!a-
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~=——- DESIGNER’S NOTES —=—

A Few Words, from Chris Straka,
Creative Designer

have

@4 noticed in
the past year or so that many
companies no longer include a
designer’s notes section in their
manuals. I often wondered why.
Is it because no one takes the
time to read this part of the
manual? I truly hope that this is
not the case, for this is my
opportunity to talk to you, the
game player.

I would like you to know that
my first and foremost design
goal was to create a game that
was fun and enjoyable to play. I
realize this may sound silly, for
what else would a game be? But
I often wonder, because it seems
as if technology has overshad-
owed this basic characteristic of
a game.

You are buying a game to be
entertained. One important step
in ensuring that you do indeed

have fun is to make sure that
you spend your time playing the
game and not learning Zow to
play the game. This is achieved
through an easy to learn and
user-friendly interface. You
should be able to get right into
playing THE SUMMONING, whether
you are using a mouse or key-
board. The data card and the
manual should only play a sup-
plemental role.

Another

extremely

: 8 important
aspect of a role-playing game is
a captivating story. I also feel
that this is something left in the
wake of graphics, sound, and
other technology. Don’t get me
wrong, I agree that with the
capabilities of today’s machines
a game should boast really good

Continues....
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artwork and sound support. But
just as much attention should be
placed on an involving story.

During
Sl this adven-

: &4 ture, your
character meets many Non-
Player Characters. Some of these
NPCs befriend your character,
others betray him or her and
there are a few who you will
simply learn to despise. To inter-
act with the NPCs we have
created an excellent interaction
driver. It is our goal to draw you
into the dark world of THE
SummonING through the use of
these NPCs and the interaction
process.

[ have also learned that it is
important to give the game
player as much flexibility as pos-
sible. For this reason, you will
find all sorts of utilities that you
can use while playing the game.
To mention but a few, there are
an unlimited number of save
positions (and you can also save
at any time!), an advanced auto-
map feature that even allows
you to print out copies of the
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maps, and a feature that allows
you to print out the NPC interac-
tion text for later reference.

Another feature that some may
find handy is the Magnify
option. While playing the game,
some players found the objects
on the ground too small to see,
while others did not. Instead of
making the decision for you, we
have given you the power to
make it for yourself. If you want
the objects to appear larger, turn
Magnify on. If you want the
objects to remain small then
leave the Magnify option off.

have
Sl even
de51gned ﬂex1b1hty into the
actual quests in the game.
Again, we wanted to give you
the power of decision making.
There is one quest in particular
that involves two assassins and
a merchant. All three of these
NPCs are gray, meaning they
have both good and evil charac-
teristics. You may find that it is
necessary to confront and defeat
one of these characters. You will
have to decide which one it is
based on your own perception of
the NPCs’ personality and intent.

A8k

Many

of you are
: i probably
accustomed to playing role-play-
ing games with a party of
characters. There are very
important reasons why THE
SUMMONING is a single-player
game. While playing a pen-and-
pencil role-playing game you
have a group of players that
have come together with a game
master. Each player in the group
usually controls only one or two
characters, which combined adds
up to a large party of brave
adventurers. Many standard
computer RPGs also offer control
of an entire party to the player.
The difference here is that while
playing a computer adventure
there is only one player (not a
group), and that is you. There
should be a very strong link and
sense of association between
you and your character. After all,
your character is your alter ego
in the game. Also, since THE
SUMMONING is a real-time game, it
is much simpler to play with
only one character.

Finally, the artists have done a
wonderful job at creating stun-
ning graphics in THE SUMMONING.
Likewise, the musicians have
done their job well. They have
worked long and hard, and it
shows. I can only hope that I have
done as good a job of creating an
intriguing story. After you are fin-
ished playing this game, we hope
that you feel your money was well
spent. We also want you to feel a
little sad because the adventure is
over, but anxiously awaiting the
next grand adventure that comes
your way.
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~te—— APPENDIX — =

Weapon Proficiency Ratings/Magic SKill Ratings

WEAPON Magic WEAPON Magic
PROFICIENCY SKILL PROFICIENCY SKILL
Beginner Initiate Stalwart Accomplished
Neophyte Neophyte Adept Adept
Novice Novice Savant Sage
Average Average Expert Maren
Skilled Skilled Master Master
Experience Points/Titles
EXPERIENCE POINTS TITLES
0—499.............. Level 1: Wayfarer
BOU— 999.....c000e Level 2: Freebooter
1,000 — 1,999.............. Level 3: Campaigner
2,000 — 3,999.....ccceeuuu. Level 4: Partisan
4,000 — 7,999.......cceu. Level 5: Keeper
8,000 — 15,999.............. Level 6: Sentinel
16,000 — 31,999.............. Level 7: Gallant
32,000 — 63,999........c..... Level 8: Cavalier
64,000 — 127,999.............. Level 9: Warder
128,000 — 255,999............... Level 10: Hero
256,000 — 599,999.............. Level 11: Champion
600,000 F..issneusnenea Level 12: Vanquisher
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Keyboard Commands

NuUMERIC KEYPAD PLAYER MOVEMENT

- (Minus) scrolls the character sheet up
+ (Plus) scrolls the character sheet down
Shift - Minus moves character sheet to top most position

Shift - Plus (or 5) moves character sheet to lowest position

Other Keyboard Commands

Alt-Q......... quit game (exit to DOS)
Alt-A ... terminate current game

Al s re-centers the character on the screen

B el toggles sound ON/OFF

P s pause game

(L converse with nearest NPC or magic mouth
| RETREERN take item your character is standing on

) RN game options (including Save/Restore)

| 5 B top row of hand icons (use)

- - bottom row of hand icons (use)

F1,F2,

F3,F4........ cast spell (Wizardry, Sorcery, Enchantment, Healing)

Alt-F1,F2,
|60 i S cycles through multiple spells memorized in a single class of spells

T My version information

R displays character statistics

Alt=T oirid displays time

P W - displays attributes in the green gem on character sheet
A displays weapon abilities in the green gem on the character sheet
B sosntasinis displays spell abilities in the green gem on the character sheet
P10 s iseersins displays spell memorization screen

Return.......attempts to toggle lever character is standing on
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Rune Stones and Their Powers

Some of the most common magical items that your character comes
across are the rune stones. There are 24 of these powerful runes, each
with a unique magical trait.

Rune Magical Trait

URAZ Temporarily increases your character’s Strength 2
points.

OTHILA Casts a Zap Away spell.

ANSUZ Casts a Lightning Shield upon your character.

GEBO Teleports your character to the Gebo rune floor space
on the level in which the rune was invoked.

MANNAZ Randomly increments by 1 a random weapon
proficiency.

ALGIT Cures your character of poison.

EIHWAZ Temporarily increments your character’s Accuracy
2 points.

INGUZ Temporarily increases your character’s Talent 2
points.

NAUTHIZ Casts a Freeze spell.

PERTH Randomly increments a magic skill class by 1.

TEIWAZ Temporarily increments your character’s Endurance
2 points.

KANO Casts a Kano spell.
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Rune Magical Trait

JERA Heals damage.

WUN]JO Casts a Fire Shield upon your character.

FEHU Randomly creates an object.

RAIDO Teleports your character to the Raido rune floor
space on the level in which the rune was invoked.

HAGALAZ Casts a Spelifire spell.

EHWAZ Temporarily increases your character’s Agility
2 points.

BERKANA  Completely restores all of your character’s spent
spell power points.

ODIN Permanently increases or decreases a randomly
chosen attribute. A side effect is that sometimes this
rune causes a sex reversal.

SOWELU Cures both Poison and Confusion.

ISA Casts a Poison Globe.

DAGAZ Casts a Spell of Slaying.

THURISAZ Teleports your character to the Thurisaz rune floor

space on the level in which the rune was invoked.
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Hand Gestures and Spells

Use this space to record the hand gesture combinations you must use

to produce the following spells.

AAELL,

SPELL

HAND GESTURES

Flame Arrow

C@&L
.

SPELL

HAND GESTURES

Magic Wall
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TELEPORT MAZE

How to Get There: Take Entrance
Teleporter; then take teleporter to the
southwest; then to the east; then
north; east; west; west; east; west;
east; and west.

Note: Entrance Teleporter takes
you to Room A. Numbers in
corners indicate teleporter
destinations. Colons “:”
indicate that the teleporter
has alternating
destinations.
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HARSH NEW WORLD!
HOT NEW
ENGINE!

Prepare to take a quantum leap in
computer AD&D? role-playing - on the
most successful new fantasy world ever
launched: the DARK SUN" game

world! SHATTERED LANDS, first in this
next generation of adventuring, deliv-
ers state-of-the-art technology,
unrivaled game design and an intri-
cate storyline.
A harsh new world, brutal and
sun-scorched, awaits the party you
create. Choose from all-new races
with higher levels and multiple
classes.
Spectacular full-screen graphics and cin-
ematics unfold in continuous action - you never
leave the screen to go into another mode for combat,

o IBM inventory and conversation.
« MAC A splendid music score and sound effects truly
§79% bring the DARK SUN game world to life!

The full-blown 16-bit engine delivers smooth ani-
Y0 ORDER: mation and game play. Pick up and examine

VISA/MC — call 1-800-245-4525
(USA & Canada). By mail — send
check or money order for $79.95
plus $4.00 shipping & handling
to: Electronic Arts, P.0. Box 7530,

objects, interact with the physical surroundings,
converse with characters, battle monsters - all with
incredible richness and detail! And the point-and-
click interface gives

San Mateo, CA 94403 - you quick and easy .
) - =
CA residents add applicable sales game play! | ‘ Smrécuan Egggmus & %l;AGONS.
i o y and the logo are
tax. Specify computer 1qrmat- l[ trademarks owned by and used under
Allow 1-3 weeks for delivery. == license from TSR, Inc.
@1992 TSR, Inc. ©1992 Strategic Simulations, Inc.
- v Al rights reserved
FN N

®

STRATEGIC SIMULATIONS, INC’




STRATEGIC SIMULATIONS, INC., LIMITED WARRANTY

Strategic Simulations, Inc. (“SSI”) warrants that the diskette(s) 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
within 30 days of purchase the diskette(s) prove defective in any way, you may return the diskette(s) to
Strategic Simulations, Inc., 675 Almanor Avenue, Suite 201, Sunnyvale, CA 94086-2901 and SSI will replace
the diskette(s) free of charge. In addition, if the diskette(s) prove defective at any time after the first 30 days,
return the diskette(s) to SSI and SSI will replace the diskette(s) for a charge of $10.00 (each disk) plus
$4.00 for shipping and handling. California residents, add applicahle sales tax.

SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE SOFTWARE PRO-
GRAM RECORDED ON THE DISKETTE OR THE GAME DESCRIBED IN THIS RULE BOOK, THEIR QUALITY,
PERFORMANCE, MERCHANTABILITY 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 ADVISED
OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITA-
TION 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, 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.

©1992 Strategic Simulations, Inc. All rights reserved.

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 publica-
tion. 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 replace-
ment 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 in the game when the
error occurred. Upon correction of the program error, we will return an updated disk to you.

Always 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.




HOW DO YOU
SPELL CHAMPION?

es, it's a trick question.
But it's a valuable trick
because, in THE SUMMONING,
C-L-U-E B-0-O-K is the only
way to spell champion!

Don't get caught empty-
handed when your time for
greatness comes — THE
Summonng CLUE BOOK is an
indispensable champion’s
guide that provides:

*+ Detailed maps for the
entire game, including
locations of all major
events in the adventure.

+* Lists of all major
magical treasures and
their locations.

+» Descriptions of
encounters and
treasures — you won't
miss any part of the
adventure or loot!

STRATEGIC SIMULATIONS, INC

To ORDER:

VISA/MC - call 1-800-245-4525
(in USA & Canada). By mail - send check or money order
for $14.95 plus $3.50 shipping & handling to:

Electronic Arts, P.O. Box 7530,

San Mateo, CA 94403.

©1992 Strategic Simulations, Inc.
All rights reserved.

California residents please
add applicable sales tax. V%
L]

STRATEGIC SIMULATIONS, INC.
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